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PREFACE. .

Havine often béen requested to write a small work on
Chess for young players, I have composed the following
pages, which I hope may be found useful to those who
commence the study of that delightful game.

The object of this work is to teach the beginner how
~ to open his game properly; to take advantage of those
mistakes which are so commonly made in the first few
moves, and by general reasoning and numerous remarks,
to enable him to acquire & good style of play.

When he has carefully gone through this work, he
may, with advantage, study those which treat more fully
of the intricacies and difficult combinations of the

game ; and if to this be added frequent practice, with



i PREFACE.

good, and even with indifferent players, he will soon be
able to compete with the majority of those usually met
with in private society. Variety of play contributes
more to improvement than is generally supposed.

It may readily be imagined that these pages do not
contain any thing important to the good Chess-player:
much has been omitted that was considered too difficult
for those to whom the work is especially addressed.
To those who may wish for further information on the
subject, I take the liberty of recommending the study
of my FIRST AND SECOND SERIES OF LESSONS on the
game.

W. L.
London, November, 1835.



ABBREVIATIONS USED THROUGHOUT THE WORK.

K. or

sq. —
ch.

L2 13X

for

King.
Queen.
Rook.
Bishop.
Knight.
Pawn.

square.

check or checking.

The reader is supposed to play the white or red pieces,

and is usually addressed in the second person.

In the diagrams, the black pieces are printed in blue

and the white in red.
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CEBS S.

CHAPTER I

Tae game of chess is played by two persons upon a board
divided into sixty-four squares (eight on each side), coloured
alternately black and white; when properly placed the
nearest corner on each player’s right hand is white. The
ranges of squares from right to left are called ranks, and
those across the board from one player to another, files.

Each player has eight pieces and eight pawns (one set is
usually black, and the other white) ; the pieces are a king, a .
queen, two rooks (or castles), two bishops, and two knights ;
these may be called the officers of our little army, the eight
pawns are the soldiers.

The method of placing the pieces and pawns previous to
the commencement of a game is as follows: Having placed
the board with a white square on your right-hand corner,
place a rook on that square ; on the corner square on your

B



2 PLACING THE PIECES.

left hand (which of course is a black one), place the other
rook ; next to each of the rooks place a knight, next to each
knight a bishop: you will then have two squares left for the king
and queen. If you play with the white pieces you must place
the queen on a white square, the remaining black square is
for the king : the black pieces are placed in a similar way on
the opposite side of the board ; the black queen being on a
black square, and the black king on a white one, each player
places the eight pawns in front of the pieces on the square
immediately before them. The frontispiece shows the proper
position of the pieces and pawns before a game is begun.
Before teaching you the movements of each piece, I must
inform you of the manner in which the moves are described
in most chess works. The square on which the king is
originally placed, isalways called the king’s square; the bishop
which stands close to the king, is called the king’s bishop,
next to this piece stands the king’s knight, and in the ad-
joining corner the king’s rook ; the squares they stand on
are always called the king’s bishop’s square, the king’s knight's
square, and the king's rook’s square. You will observe that
the squares are called after the piece that is originally placed
on them. On the other side of the king stands the queen, and
the square she occupies is called the queen’s square; next to
her is a bishop, which, because it is on the queen's side, is called
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the gueen’s bishop, to distinguish it from the bishop which
stands close to the king ; next to the queen’s bishop is the
queen’s knight, and in the corner the queen’s rook ; the
squares on which these pieces stand, are called the queen’s
bishop’s square, the queen’s knight’s square, aud the queen’s
rook’s square. Two things must here be observed : first, that
these squares-always retain the same name, though the piece
which originally stoed on them has moved to another square :
for example, suppose the white queen to be on the right-hand
cornersquare, she is said to be on the king’s rook’s square, &c. ;
the second thing to observe is, that as each player has a king’s
square, king’s knight’s square, queen’s rook’s square, &c., to
distinguish one from the other, we say, the dlack king's
square, the white king’s rook’s square, &c. To distinguish
the pawns from one another, and the squares on which they
stand, the following method is adopted : Each pawn is called
after the piece before which it stands, when the pieces and
pawns are properly placed at the beginning of the game : for
example, the pawn which stands in front of the king, is
called the king’s pawn ; that before the queen, the queen’s
pawn ; before the queen’s knight, the queen’s knight’s pawn ;
and so on with all the others : the squares on which the pawns
stand, are called the second square of the piece which stands
behind them: for example, the king’s pawn is originally
L 2
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placed on the king’s second square, the queen’s rook’s pawn
on the queen’s rook’s second square, &c., so that all the
squares are named after one or other of the pieces; take for
example the file of squares between each of the kings, they
are thus called : the square on which the king is originally
placed, is called the king’s square ; the next in front of him,
the king’s second square ; the next, the king’s third square ;
the next, the king’s fourth square; then the king’s fifth
square, or adversary’s king's fourth square; then the king’s
sixth square, or adverse king’s third square; then the king’s
seventh square, or adverse king’s second square; then the
king’s eighth square, or adverse king’s square; and so on
with all the other squares.

It is not uncommon, though incorrect, to say that a pawn
is at its own square instead of at king’s second square,
queen’s second square, &c., or at its third, fourth, &c.
squares, instead of king’s third, fourth, &c. squares; but
then the particular pawn is always named as king’s rook’s
pawn at its third square, which is the same as pawn at king’s
rook’s third square, &c., so that no ambiguity arises.



CHAPTER II

MOVES OF THE PIECES,

I MusT now instruct you in the various moves of the pieces
and pawns; the readiest way of learning them is to get a
friend to show you them on the board; in a quarter of an hour
you will have learned them all.

1. Tae Kine.—The move of the king is very simple, it
consists of one square at a time, either forward, backward,
sideways, or diagonally ; the king therefore can be played to
any square that adjoins the one in which he stands.

2. THE Rook.—The rook always moves in straight lines,
forward or backward, or sideways, but mof diagonally; he
moves also over any number of squares, and is not restricted
to one square like the king ; but (if there be nothing in the
way) he can move from one side of the board to the other:
for example, place a rook on the white king’s square, he may
then be moved at once to the black king’s square, or he may
stop short, and be played to king’s second, third, fourth, &c.
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squares; or you may play him to any square between white
king’s rook’s and white queen’s rook’s square ; so that a rook
placed on the king’s square (or indeed on any other) com-
mands fourteen squares.

Tue Bisuor.—The move of the bishop is not difficult to
recollect ; it moves diagonally, either forward or backward,
and like the rook, over any number of squares; it follows,
therefore, that if it be originally on a white square, it always
remains on a white square, if on a black square, it remains
on black.

Tae QueeN.—The queen which is the most powerful piece
at chess, combines the move of the rook and bishop, and
may be moved either as one or the other at the option of the
player. ’

Tue K~ieuT.—The movement of the knight is very
peculiar, it has a sort of zigzag motion; perhaps the easiest
method of explaining it is, in the first place, to state that
it invariably moves to a square of a different colour from
that on which it stands; secondly, that it cannot be moved to
any square which adjoins that on which it stands, but is
played to the next square beyond, and which is of a colour
different from that on which it stands. The following method
will teach you the move at once: Place a knight in the
middle of the board, suppose on the white king's fourth
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square, which square is white; put a pawn or card, or any
thing else that is convenient, on each of the squares that
touches that square on which it stands—you will find there
are eight such squares; immediately beyond these, and ad-
joining one or more of them you will find eight dlack squares,
to each of which the knight placed at the king’s fourth

square may be moved, but to no others. These eight squares
are the following :

Queen’s second square.
Queen’s bishop’s third square.
Queen’s bishop’s fifth square.
Queen’s sixth square.

King’s bishop’s sixth square.
King's knight's fifth square.
King’s knight's third square.
King’s bishop’s second square.

The knight is the only piece that has the privilege of play-
ing over another.

Tue Pawn.—The move of the pawn is always forward,
one square at a time ; when he first moves, he may be played
one or two squares, but ever afterwards one square only;
when a pawn captures one of the adversary’s pieces or pawns,
he does it by moving one square diagonally in advance :
for example, place a white pawn on the white king's fourth
square, a black pawn on the white queen’s fifth square,



8 MOVES OF THE PIECES.

another black pawn on the white king’s bishop’s fifth square; in
this position, if the white pawn be moved without taking, he
can be played to king’s fifth square only: but he may take
either of the black pawns; in doing which, you take off the
black pawn and put the white one in its place.

All the pieces exeept the pawns, capture the adverse pieces
in the direction in which they move; and the invariable
method of taking, is to place your own piece on the square
which was occupied by the piece captured. At draughts you
are obliged to take any man that can be taken, at chess you

may do as you please.



CHAPTER III.

TECHNICAL TERMS USED AT CHESS.

CasTLING OR To CastLE THE Kine.—This is a com-
pound move of the king and either of the rooks, it can only
be made once in the game : see the sixteenth law, in which
the restrictions are pointed out. It is usually made in order
to put the king into a place of greater safety, and at the same
time to bring a rook into play. The method of castling with
the king’s rook, is to play the rook to the kiung’s bishop's
square, and the king to the king’s knight’s square: if you
castle with the quéen’s rook, you play it to queen’s square,
and the king to the queen’s bishop’s square; in both cases
you bring the rook close to the king, and then play the king
to the square on the other side of the rook : though you move
two pieces, yet it is considered as only one move.
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Cueck.—To check, is to attack; it is chiefly used with
reference to the king: thus we say, to attack a rook, bishop,
&c.; but we say to check the king. There are three sorts of
checks, a simple check when the king is attacked only by
the piece that is moved ; a check by discovery, or a dis-
covered check, is when the piece that is moved does not
check, but by its removal discovers a check by another
piece: for example, place the black king on the king’s
knight’s square, a white rook on the black queen’s rook’s
square, a white bishop on the black queen’s bishop’s square ;
in this position the king is not attacked by the rook, because
the bishop is between the two pieces; but if you remove the
bishop, the king then becomes attacked by the rook, and this
is called a check by discovery. A4 double check combines
the other two checks, the piece that is moved giving check as
well as the piece that is discovered : for example, in the above
position, play the bishop to black king’s third square, and
you have a double check, as both the rook and the bishop
attack the king.

CueckMaTE.—When the king is attacked, he must take
the piece that attacks him, or interpose some piece between,
or move to a square where he cannot be taken by any of the
adversary's pieces; if he cannot do one of these three things,
he is said to be checkmated, and he loses the game; so that
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it is very possible for the game to be over, while all the pieces
remain on the board.

Foovr’s MaTe.—This checkmate is given in two moves, and
is the shortest that can occur. The following are the moves :
Place all the pieces and pawns on the board as if you were
going to begin a game. Suppose the black begins and
moves.

BLACK. WHITE,
1. K. B. P. one square. 1. K. P. two squares.
2. K. Kt. P. two squares. 2. Q.to K. R.fifth sq. giving checkmate.

It is evident that the king cannot take the queen, neither
can he interpose any piece, nor can he move the king to any
square, except the king’s bishop’s second square, where he is
liable to be taken by your queen; he is, therefore, check-
mated, and the white has won the game; of course, none
but an extremely young player ever loses the game in this
manner.

ScHoLaR's MaTe.—This checkmate occasionally occurs
with beginners. Place all the pieces as at the beginning, and
play them thus:

‘WHITE. BLACK.
1. K. P. two squares. 1. K. P. two squares.
2. K. B. to Q. B. fourth square, 2. K. B. to Q. B. fourth square.
8. Q. to K. R, fifth square. 3. Q. P. one square,

4. Q. takes K. B. P. and checkmates,
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In this position the king cannot take the queen, because
the white king’s bishop would retake (therefore the king can
never take a piece that is defended), neither can he interpose
any piece, nor can he move the king to any square without
being liable to be taken by the white queen; he is, therefore,
checkmated, and loses the game.

SmorHereD Mate.—This sort of checkmate can only be
given by the knight. Place the pieces as follow :

Black king on the black king’s rook’s square.

rook king’s knight’s square.
pawn king’s knight's second square,
pawa king’s rook’s second square.

Now suppose the player of the white has a knight at his
king’s fifth square ; by playing that knight to king’s bishop’s
seventh square, he gives checkmate; for the player of the
black cannot take the knight with any piece, neither can he
move the king ; and as for interposing any piece, that never
can be done when a knight checks, as the knight has the
privilege of leaping over any piece ; and in the above position,
if the knight were to move again, he would leap over the
rook or pawn, and capture the king. The rook and pawns
are in the way of the black king, it is therefore called a
smothered mate.

DousLEp PawN.—~When one pawn stands before any
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other on the same file, and both belong to the same player,
itis called a doubled pawn: for example, suppose the white
has a pawn at the king’s second square, and another at the
king’s third square, the latter is called a doubled pawn.

DrawN Game.—It often happens that neither party can
checkmate his adversary ; the game is then drawn. A drawn
game may happen in a variety of ways: firs?, when there is
not sufficient force on the board to give the checkmate : for
example, suppose your adversary has the king only, and
you have the king and a bishop, or a knight, &c., you can-
not possibly checkmate, and it is useless going on with the.
game; secondly, when you have force sufficient, but cannot
checkmate within the fifty moves required by the twenty-second
law; thirdly, by a perpetual check on the adversary’s king ;
Sourthly, when each party remains with a small and equal
force, such as a queen or rook, &c.; fifthly, when both
parties play on the defensive; sizthly, when either party is
- stalemated (explained below).

Ex Prise.—A piece that is attacked by another, is said
to be en prise of that piece.

To caiN THE ExcHANGE.—When you win a rook for a
bishop or knight, you are said to gain the exchange.

Gamerr.—This s a name giventoa peculiar opening ; there
are two gambits properly 8o called, the king’s gambit and the
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queen’s gambit ; in the former, each party begins the game,
by playing the king’s pawn two squares, then the first player
moves king’s bishop’s pawn two squares, and this is called
playing the king’s gambit. The queen’s gambit is begun in a
similar way on the queen’s side, each player moving queen’s
pawn two squares, and then the first player moves queen’s
bishop’s pawn two squares. Other names are often given
to the different species of gambits, as they vary in the sub-
sequent moves.

Mi¥or Piece.—The bishops and knights are called minor
pieces.

Passep Pawn.—Suppose you have a pawn on your king’s
knight's second square, if your adversary has not any pawn
on the king’s bishop’s, king’s knight’s, or king’s rook’s file,
your pawn is said to be passed ; that is, your pawn cannot be
prevented by any of your adversary’s pawns from reaching
the last square on the file. A rook’s pawn is passed, if your
adversary has no pawn on that rook’s file, nor on the adjoin-
ing knight's file. :

To QueeN a PAwN, OR TO ADVANCE A PAwN TO QUEEN.
—This is said of a pawn that reaches the last square of the
file on which it stands, when it may assume the power of a
queen, &c. See the twenty-first law.

StaLemMaTe.—When your king, without being attacked,
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is in such a position that you cannot move him without ex-
posing him to be taken by your adversary, and you have no
other piece or pawn that you can move, your king is said to be
stalemated, or in a stale, and the game is drawn agreeably to
the twenty- third law.

To Take EN PassaNt.—This is a phrase applied to a
pawn that is moved two squares; if it passes over a square
that is attacked by one of your adversary’s pawns, he has
the privilege of stopping it in its progress over that square,
and of taking it as if it had moved only one square: for ex-
ample, place a white pawn on the white king’s second
square, a black pawn on the black queen’s fifth square, and
another black pawn on the black king’s bishop’s fifth square ;
the white pawn may be played either one or two squares, at
the option of the player; if he move it one square, it is
evident that the player of the black may take it with either
of his pawns ; but if he move it fwo squares, the player of
the black has the privilege of taking it as if it had only
moved one square, because it passes over a square which is
attacked by one of his pawns, viz., the white king’s third
square. This privilege ceases, however, after the next move of
the black. Observe, no such privilege exists for any of the
pieces, it applies only to the pawns.
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CHAPTER 1IV.

ON THE RELATIVE VALUE OF THE PIECES AND PAWNS.

A pawn is of less value than any of the pieces, the centre
pawns, or the king’s, queen’s, and bishop’s, are of more
value than the others.

A bishop is equal to rather more than three pawns.

A knight is of equal value with the bishop.

A rook is equal to a bishop and two pawns, or a knight and
two pawns.

A queen is equal to two rooks and a pawn.

These values are to be understood at the beginning of the
game ; towards the end of the game, the queen is of less value,
and the rook of more; the pawns also increase much in
value, two pawns being often better than a knight at the end
of a game.
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CHAPTER V.

LAWS OF THE GAME.

No. 1.
TuE chess board must be so placed, that each player has
a white corner square on his right-hand : if it be improperly
placed, and four moves on each side have not been played,
either party may insist on the board being properly placed,
and the game recommenced.

No. 2.
If a piece or pawn be not on its proper square, the mistake
may be rectified, provided fowr moves have not been played
on each side, but not othetwise.

No. 3.
If a player forget to place all his pieces.or pawns on the
c
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board, he may add those forgotten, provided each party have
not played four moves, but not otherwise.

No. 4.

If a player engage to give his adversary the odds of a
piece, pawn, &c., and shall forget to remove that piece or pawn
from the board before jfour moves have been played by each
party, he shall be compelled to finish the game with the pieces
and pawns he has on the board; and though he should
checkmate his adversary, the game shall be considered as
drawn. But if he discover the mistake before the four
moves have been played, he shall be at liberty to remove the

piece, &c., and begin the game again.

No. 5.

When no odds are given, the players must draw lots for
the first move, which belongs alternately to each player. If
the game be drawn, the player who began that game, has
the first move of the next.

’

No. 6.
He who gives the odds of a piece, has the right of moving
first. N.B. Whenever a pawn is given, it is always the king’s

bishop’s pawn.
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No. 7.
If a player touch a piece or pawn, he must play it, unless
at the moment of touching, he say ¢ J’adoube,” (a French
expression, meaning, I arrange or replace).

No. 8.

While a player kolds the piece which he has touched, he
may play it where the likes ; but after quitting if, he cannot
recall the move.

No. 9.

If a player touch any of his adversary’s pieces or pawns
without saying ¢ J'adoube,” he may be compelled to take that
piece if it can be taken, or to move his king at the option of
his adversary ; but if the piece cannot be taken, nor the king
moved, no penalty can be inflicted.

No. 10.
If a player should move one of his adversary’s pieces, he
may be compelled to take it if it can beytaken; to replace
it where it stood, or to let it remain on the square to which he

moved it. -
No. 11.
If a player should take any of his adversary’s pieces with
one of his own that cannot take it without a false move, his
c 2
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antagonist has the option of compelling him to take it with a
piece that can capture it without a false move, or to move
his own piece which he touched.

No. 12.

Should a player capture one of his own pieces with
another, his adversary has the option of compelling him to
move either of the two.

No. 13.

A player who makes a false move, that is, moves a piece
or pawn to a square that i8 not within its power, exposes
bjmself to the infliction of one of the following penalties at
the choice of the adversary, viz., to let the piece remain on
the square to which he played it; to move it to a square
within its power, or to replace the piece where it stood, and
move his king instead of that piece. .

No. 14.
If aplayer should move fwice instead of once, his ad-
versary has the choice of annulling the second move or not.

No 1. .
When a pawn is moved two squares, and passes over a
square attacked by one of the adversary’s pawns, it may be
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taken by that pawn ‘“en passant:” for example, snppose
white has a pawn at his queen’s bishop’s fifth square, and
black has queen’s knight’s pawn unmoved ; if blagk play
that pawn fwo squares, he passes over a square attacked by
the white pawn (viz., the black queen’s knight’s third square),
and white has the option of suffering the pawn to be played
two squares or of taking it; but if he take, it must be as if
black had played it one square only, and in that case, white
would take off the black pawn, and place his own on the
black queen’s knight’s third square.

No. 16.

The king is not allowed to castle in four cases: first, if he
has been moved ; secondly, if he is in check; thirdly, if he
passes over a square attacked by one of his adversary’s pieces
or pawns; and fourthly, if the rook with which he attempts
to castle has been moved. If a player castles in any one of
these cases, his adversary may allow the move to remain, or
the pieces to be replaced, and the king or rook to be moved
at the option of the said adversary.

No. 17.

If a player touch a piece or pawn which he cannot move
without leaving his king in check, his adversary may compel
him to move his king; but if the king cannot be moved, no
penalty can be inflicted.
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No. 18.

When a player attacks his adversary’s king, he must give
notice of it by saying  check ;” if he neglect to say
*“ check,” his adversary is not obliged either to move his
king or interpose a piece, &c., he may move any piece with-
out attending to the check.

The player who checked without giving notice of it, can
derive no advantage from the circumstance ; for if he should
on the next move attack one of his adveisary’s pieces, and
say ‘‘check,” expecting to capture that piece, the player
whose king isin check may put back the moves made after the
check was given, and then move his king out of check, or
interpose a piece, &c.

No. 19.

If the king has been in check for two or more moves, and
it cannot be ascertained how it first occurred, the player
whose king is in check, must, as soon as he perceives it, re-
call his last move, and instead of it, free his king from the
check. But if it can be ascertained how the check occurred,
then all the moves after the check was given, must be put
back.

No. 20.

If a player should say * check,” without attacking the

king, and his adversary should in consequence move his
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king, or touch a piece to interpose, &c., fie is at liberty to
recall his last move, provided he perceives that his king is
not in check, previous to his adversary’s moving.

A player who says “ check,” is not, in consequence, com-
pelled to give check.

No. 21.

When a pawn has reached its eighth square, or any square
on the rank of the opponent’s pieces (in other words when
it has reached the extremity of the board), it immediately
assumes the power of a queen, rook, or any other piece the
player chooses.

No. 22.

Towards the end of the game, if one of the players remain
with a rook and a bishop against a rook, with both bishops, or
with a knight and a bishop against a king, he must checkmate
his ‘adversary in fifty moves on each side at most, to com-
mence from the moment his adversary declares he shall count
the moves; if at the expiration of the fifty moves, the check-
mate be not given, the game must be considered as drawn.
It is to be understood that if the player remain with a piece
or pieces that can checkmate with more ease than the above,
the same law holds good. But if a player agree to check-
mate with a particular piece or pawn, or on a particular
8quare, or engages to force his adversary to stalemate, or
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to checkmate him, he is not restricted to any number of
moves.
No. 23.
When either king is stalemated, the game is drawn.

No. 24.

If your adversary make a false move, castle improperly,
&c., you must take notice of such irregularity before you -
move, or even touch a piece, or you are no longer allowed to
inflict any penalties.

No. 25.

Should any new situation occur, respecting which there is
no law ; in order to prevent disputes, the players must refer
the point in question to the most skilful and disinterested
bystanders, and their decision must be considered as con-

clusive.
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CHAPTER VL

ON THE POWER OF THE PIECES AND PAWNS.

All the pieces except the rook, have less power on the sides
and corners of the board than in the middle.

A piece is said to attack and defend all the squares to which
it may be played.

Tae Kine.—In the middle of the board the king can be
played to eight squares ; on the sides, to five; and in the cor-
ners, to three squares only.

It is evident that one king cannot attack the other, because
by so doing, he puts himself en prise of the adversary’s king,
which, by the law of the game, he is not allowed to do.

Tue QueeN.—The queen is the most powerful of all the
pieces; for in the middle of the board, for example, from
her own fourth or fifth squares, or from the king’s fourth or
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fifth squares, she can be played to twenty-seven squares;
nearer the side of the board, to twenty-five; and from the
side, to twenty-one squares. Whenever she is attacked by
any piece, except the knight, she also attacks that piece.

The adverse king can never approach nearer to her than
within a knight’s move.

Tue Rook.—Next in value to the queen comes the rook,
which, wherever it may be placed, commands fourteen
squares,

Tae BisHor.—In the middle of the board the bishop may
be played to thirteen squares; towards the side, to eleven
or nine ; and on the side, to seven squares.

Tne Kvigar.—In the middle of the board the knight
may be played to eight squares; near the sides, to six; on
the sides, to four; and in the corners, to two squares.

It is the only piece that is allowed to play over others, con-
sequently no piece can interpose when it attacks.

Tae Pawn.—The pawn has the least power, attacking
and defending two squares only every where, except on the
side of the board, where it is limited to one square only.
Unlike the pieces, the pawn moves in one direction, but takes
in another; therefore it defends those squares to which it
cannot be moved, except for the purpose of capturing; there
is also this great difference between a piece and a pawn, the
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former always retaining its original rank of queen, rook,
&c.; whereas the latter, when it has reached the adversary’s
royal line (that is, the side of the board where all the ad-
versary’s pieces are originally placed), may be promoted to
the rank of any piece the player chooses (of course, except-
ing the king, of which each player cannot have more than one).

The knight and bishop are considered of equal value, much
depending on the position of the other pieces and pawns; two
bishops are, however, stronger than two knights, for two
bishops can checkmate, which two knights cannot.



CHAPTER VIIL

ON CHECKMATES.

THE object of each player is to checkmate the adversary’s
king. To effect this, you must so attack the king with one
or more pieces, that he cannot take the piece that attacks
him, nor move the king out of danger, nor interpose any
piece between the king that is attacked and the piece that
attacks. In short, if he cannot prevent his adversary from
taking the king the next move, he loses the game, and the
king is said to be checkmated. The following is a very
simple checkmate ; place the pieces thus:

The black king at his own square.

The white king at his sixth square,
The white queen at black queen’s rook’s square.

In this position the black king is said to be checkmated.
It is evident he cannot take the queen, because she is too far
off ; neither can he interpose any piece, nor can he move the
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king out of danger, for the three squares in front of him are
guarded by the white king, and all the other squares to
which he might move are guarded by the queen. Here is
another checkmate, but not so simple; place the pieces as
in the annexed diagram,

In this position if the white begin, he will checkmate by
playing queen to her fifth square, It is evident that the king
cannot take the queen, because she is defended by the pawn ;
neither can the king move any where, because all the squares
are guarded either by the white king or queen; nor can the
bishop take the queen, because the black king would expose
himself to be taken by the king’s rook; nor can the rook
take the queen, because the white queen’s rook might then
take the king : the black king is consequently checkmated.
Recollect that the king must not move into check; that is,
into the power of the adversary’s pieces, even though that
piece cannot move. For example, place the pieces thus :

WHITE, BLACK,
K. at Q. B. third square. K. at Q. R. fourth square.
R. at K, B. fifth square. B. at Q. Kt. fourth square.

I have often been required to determine whether the white
king can ‘now be played queen’s bishop’s fourth square.
Beginners often think he can; because, say they, as the
black bishop cannot move on account of the rook, he has no
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power to take the king, and consequently, the white king
does not place himself in the power of the bishop. The law,
however, is simple ; the king is not permitted to go into the
range of any of the adverse pieces or pawns; therefore, the
king cannot, in the above position, be played to queen’s
bishop’s fourth square. Let us now proceed to a few of the
easiest checkmates, which it will be advisable for you to learn
before you proceed to a game.
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CHAPTER VIII.

CHECKMATE WITH A QUEEN.

THe QUEEN is so powerful a piece, that she does not re-
quire the assistance of any other, except the king, to give
checkmate. Observe, once for all, that we often say, to
checkmate with the queen, the rook, the two bishops, &c.,
when perhaps, strictly speaking, we ought to say, to check-
mate with king and queen, king and rook, &c. ; as, however,
the kings are never captured at chess, they are of course
always on the board; consequently, it is not necessary to
name them. The checkmate with the queen cannot be given
in the middle of the board; it is absolutely necessary that
the king which is to be checkmated should be compelled to
move to one of the sides of the board, it matters not which :
the king must assist the queen in effecting this.
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FIRST POSITION.
WHITE, ‘ BLACK.
K. at his sixth square, K. at his square.
Q. at Q. Kt, seventh square.

White having the move, can checkmate in four ways; by
playing queen to adversary’s queen’s rook, queen’s knight, or
queen’s bishop's square, or by moving her to king's seventh
square ; in each instance, the black king is checkmated.
Suppose the white king were at king’s bishop’s sixth square,
the checkmate can still be given, but only on two squares,
namely, at king’s seventh square as before, and also at adver-
sary’s queen's bishop’s square ; but on no other, as you will
find if you try.

BECOND POSITION.
WHITE. BLACK.

K. at his fourth square. K. at his square.
Q. at Q. Kt. seventh square.

In this position, your queen confines his king to the side of
the board ; for as your queen commands all the squares on
the second rank, it is evident his king cannot quit the first;
to move the queen, therefore, would not be good play. All
you have to do is, to advance your king to support the queen ;
for, as 1 have before observed, the king must assist the queen.
You therefore play thus:
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WHITE. BLACK,
1. K. to his fifth square, 1. K. to K. B, square, or (A).
2. K. to K. B, sixth square, 2. K. to K. Kt. square, or (B).
3. Q. to K. Kt. 7th sq. checkmate.
;.
A,
1. K. to Q. square,
2. K. to his sixth square. 2. K. to his square,
3. Q. to adv. Q. Kt. sq. checkmate.
B,

2. K. to his square,
3. Q. to K, 7th sq. checkmate,

THIRD POSITION.

K. at Q. Kt. sixth square. K. at K. B. square,
Q. at Q. Kt. square.

The black king is already on the side of the board; you
must therefore endeavour to keep him there, and you play

thus:
WHITE. BLACK.

1. Q. to K, R. seventh square, 1. K. to his square,

You have now two ways of winning. In the first place:

2. K. to Q, B, sixth square, 2. K. to K. B. square.
3. K. to Q. sixth square. 3. K. to his square.
4 Q. to K, 7th sq. checkmate.

D
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In the second place :

WHITE, BLACK,
2. Q. to K, Kt. seventh square, 2. K. to Q. square,
348. to K. B. seventh square. 3. K. to Q. B. square,
4, Q. to Q. B, 7th sq. checkmate.

This last method is rather curious, as yeu force him te move
bis king towards yours,

FOURTH POSITION,
WHITE, BLACK.
K. at K. B. sixth square. K. at K, B, square.
Q. at K, B. square.
In this position you will checkmate in three moves, without
moving your king ; and for the first move you may play the
queen to any square. Suppose,

1. Q. to K, B. fourth square. 1. K. to his square,

You must now be careful where you play your queen, as
you might easily give a stalemate instead of a checkmate ; for
if you were to move the queen to her sixth square, the game
would be drawn, as the black king cannot be played to any
square without going into check ; and not being attacked, he
is stalemated. You ought now to play your queen, so as to
compel him to return with his king to king’s bishop’s square ;
therefore,
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WHITE. BLACK.
2. Q. to her second ; her fourth; or 2. K. to K. B. square.
to Q. B. seventh square. ’
3. Q.toadv. Q. sq. checkmate.

|

Suppose black had played otherwise; for example :

‘WHITE. BLACK.
1. Q. to K. B. fourth square. 1, K. to K, Kt, square,

If you play queen to king’s rook’s sixth square, you stale-
mate him ; therefore,

2. Q. to K. R. 2d, or K. R, 4thsq. 2. K, to K. B, square,
8. Q.toadv. K, R. sq. checkmate.

When the black king is not on one of the sides of the
board, it is more difficult to win.

FIFTH POSITION.
WHITE. BLACK.

K. at his square. K. at his sixth square.
Q. at her square.

In this position, your first object is to force the king to the

side of the board ; you therefore play,

1. Q. to her fifth square, 1. K. to K. B. fifth square,
2. K. to K, B. second square. 2. K. to K. Kt. fifth square,
3. Q.to K. fifth square.

If he play to king’s rook’s sixth square, you checkmate
D 2
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him by playing queen to king’s rook’s fifth square, or king’s
knight's third square; therefore,

WHITE. BLACK.
i . 3. K. to K. R. fifth square.
4%, to K. B, third square. 4. K. to K. R. sixth square.

5. Q. to adv, K. R. sq. checkmate.
You might also have checkmated on two other squares.

SIXTH POSITION.

WHITE, BLACK,
K. at his square. K. at his third square.
Q. at her square.
1. K.to K. B. second square. 1. K. to his second square.
2. K. to K, B. third square. 2. K. to his third square.
3. K. to K, B, fourth square. 3. K.to K. B. third square.
4. Q. to her seventh square. 4. K. to K. Kt. third square.
5. Q. to K, seventh square. 5. K. to R. third square,

You would stalemate him if you were to play queen to
king’s bishop’s seventh square ; the proper move is,

6. K. to K. B. fifth square. 6. K. to R. fourth square.
7. Q. checkmates.

I think you can now checkmate from any part of the board
with the queen ; we will therefore proceed to the checkmate
with both rooks.
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CHAPTER IX.

CHECKMATE WITH TWO ROOKS.

Tais checkmate is very easy, you do not even require the
assistance of the king; but the mate may often be given
quicker with his assistance.

FIRST POSITION.
WHITE. BLACK.

K. at K. R. square. K. at Q. R. seventh square.
K. R. at K. Kt, square. .
Q. R. at K. B. square,

1. K. R. to K, Kt. second 8q, ch. 1. K. to Q. R. sixth square,
2. Q. R.to K. B. third square, ch,

Black king cannot play back, because the king’s rook
guards the whole of that rank ; therefore,
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WHITE. BLACK,
2. K. to Q. R. fifth square.
3. K. R. to K, Kt. fourth sq. ch. 3. K. to Q. R. fourth square.
. R. to K. B, fifth sq. ch. 4. K, to Q. R, third square.
R. to K. Kt. sixth sq. ch. 5. K. to Q. R. second square.
6. Q. R. to K. B. seventh sq. ch. 6. K. to Q. R. square.

7. K. R. to adv. K, Kt, 8q. checkmate,

The alternate play of the rooks forces the black king to go
back a step every move. He might, however, have given a
little more trouble by playing differently ; for example,
replace the pieces, and play,

WHITE, BLACK.
1, K. R. to K. Kt. second 8q. ch. 1. K, to Q. Kt. sixth square.
2. Q. R, to K. B. third sq. ch. 2. K. to Q. B. fifth square.

3. K. R. to K. Kt. fourth sq. ch. 3. K. to Q. fourth square.
4. Q. R. to K. B. fifthsq.ch. 4, K. to his third square.

If you were now to play king’s rook as you did before, he
would take your queen’s rook ; you therefore play the latter
away, thus: )

5. Q. R.to Q. R. fifth square. 5. K.to K, B. third square.

Still you cannot check with king’s rook at king's knight's
sixth square, because he would take it ; you therefore play,
6. K. R, to Q. Kt. fourth square. 6. K. to his third square,

7. K. R. to Q. Kt. sixth square, ch. 7. K. to Q. second square,
8. Q. R to its seventh square,ch, 8. K. to Q. B, square,
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White cannot checkmate with king’s rook at adversary’s

queen’s knight's square, because black would take it; there.-
fore,

WHITE. BLACK., ’ .
9. K. R, to Q. Kt, seventh square, 9. K. to Q. square.
10. Q. R.to adv. Q. R.sq. chkmate.

The checkmate may, however, be given in a shorter way ;
thus,
. WHITE. BLACK,
1. Q. R. to Q. Kt. square. 1. K. to Q. R. sixthsquare.
2, K. R. to adv. K. Kt. square. 2. K. to Q. R, seventh square.
3. K. R. to adv. Q. Kt. square. 3. K. to Q. R. sixth square.
4. K. R, toadv. Q. R. square, or
Q. R. toits 8q. checkmate,

Even this is not the shortest method of winning: for ex-
ample, '
WHITE. BLACK.

1. Q. R. to K. B. third square. 1. K.to Q. Kt. seventh square.

2. K. R. to K. Kt, second square, ch. 2. K.to adv. Q. B. square.
3. Q. R, to K. B. sq. checkmate.

I shall give you only one position more.

SECOND POSITION.
WHITE. BLACK.
K. at his fourth square. K. at his third square.
Q. R. at its fourth square,
K. R. at K. third square.
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In this position you can checkmate in three moves, without
moving the king: for example,
WHITE, BLACK.
1. Q. R. to its seventh square. 1. K. to K. B. third square (A).

2. K. R. to K. Kt. third square, 2. K. to his third square.
3. K. R. to K. Kt. 6th sq. checkmate.

A,
1. K. to Q. third square.
2. K.R. to Q. B. third square. 2. K. to his third square,
3. K.R. to Q. B. 6th 8q. checkmate.

Observe the object of these moves; the first is to prevent
his king from moving back, the king is therefore confined to
the rank on which he is, and the move of the rook has made
that rank an artificial side of the board; the second move is
played to compel the king to return to his third square, and
is the only method to enable you to checkmate the next
move. In this position your king is of great use.
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CHAPTER X.

CHECKMATE WITH ONE ROOK.

Tars is a much more difficult mate than those we have
had; a little attention, however, will soon enable you to
comprehend it.

Previous to giving the checkmate, it is necessary (as was
the case with the checkmate of the queen) to force the
adverse king to one of the sides of the board; and your own
king must also be within one square of the adversary’s before
you can win. By playing over the following situations, you
will soon be able to give this checkmate from any part of the
board.

FIRST POSITION.
WHITE, BLACK,
K. at his sixth square. K. at his square.
R. at K. R.square,
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In this position, the white having to play, checkmates the
black by playing the rook to adverse king’s rook’s square; it
is evident the king cannot move any where without being
taken, he is therefore checkmated. It is absolutely necessary
that your king should be opposite his, with one square only
between ; for if your king, for example, were at queen’s sixth
square when you check with the rook, black could play king
to king's bishop’s second square. If, in this position, black
were to begin, you would be able to checkmate him in two
moves ; for example,

BLACK. WHITE.
1. K. to Q. square. 1. R. to Q. B. square.
2. K. to his square. 2. R.toadv. Q. B.sq.checkmate.
Or,
1. K. to K. B. square, 1. R. to K. Kt. square.
2. K. to his square, 2. R.toadv. K. Kt. sq. checkmate.

~ You will observe, that in both these cases all you have to
do is, so to play your rook, that he is compelled to move his
king back to his own square, and this is easily done by
playing it to one file beyond that to which the black king is
played ; that is, when he plays the king to the queen’s file
(or to queen’s square), you play the rook to the queen’s
bishop’s file; but if he plays the king to the king’s
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bishop’s file, then you play the rook to the king’s knight’s
file, as above.

SECOND POSITION.
WHITE, BLACK.

K. at K. Kt. sixth square, K. at K. R. square,
R. at Q. R. square.

White, by playing rook to adverse queen’s rook’s square,
checkmates. In this position, though there is only omne
square between the two kings, yet they are not exactly oppo-
site. This is not of consequence, when the black king is
in the corner; away from the corner, they must be exactly
opposite. In the present position, it is of no consequence
whether your king be at king's knight’s sixth square, or
king’s rook’s sixth square: the rook gives checkmate in
both cases. ’ '

THIRD POSITION.
WHITE, BLAEK.

K. at Q. fifth square. L K. at Q. square.
R. at K. R. third square.

Suppose the white begin,

1. K. to Q. sixth square. 1. K. to his square.

Your first move was an obvious one, as it confines his king
to the side of the board; the next is rather more difficult.
All you have to do is, to compel him to return to the queen’s
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sently : your first move compels him to go at once to the
side, or to move as the best, king to queen’s second square ;
by checking with the rook on the second move, you clearly
force him to go to the side, he chooses the queen’s bishop’s
square as the best ; your third move still confines his king to
the side; his fourth move is the best he has, and you play
your king to his sixth square (and not to queen’s sixth square),
compelling him to play king to queen’s bishop’s square ; for
if, instead, he were to play to king’s square, you would at
once checkmate him with the rook at adversary’s king’s rook’s
square; for the same reason, you then play king to queen’s
sixth square, obliging him to go to queen’s knight’s square,
and so on, until at last he is forced to play opposite your
king. I shall now give you the various moves he might have
made ; but without comment, as I think you will be able to
discover the reasons yourself.

c -

A,

BLACK. WHITE.
1. K. to Q. second square. 1. R. to K. R. seventh square, ch,
2. K. to his square, 2. K. to his sixth square,
3. K. to Q. square. 3. R.to K. Kt. seventh square.
4. K. to B. square, 4. K. to Q. sixth square,
5. K. to Kt. square. 5. K. to Q. B. sixth square,
6. K. to R. square, 6. K. to Q. Kt. sixth square,

7. K. to Kt. square. 7. R. checkmates.
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B.
BLACK. WHITE,

1. K. to his second square, 1. R. to K. B. third square.

If he play king to queen’s second square, you should check
him with the rook, and then proceed as in the first method
of play. Butif he play

2. K. to Q. square, 2. K, to Q, sixth square.
3. K. to his"square. 3. R. to K. B. equare.
4, K. to Q.square. 4, R. checkmates,

C.
2. K. to Q. B, square, 2. K. to Q. sixth square.
8. K. to Q. square. 3. R. checkmates,

D.
2. K. to Q. square. 2. K. to Q. sixth square.

8. K. to his square,or K. to B. sq. 3. R. to K. B, third square, or R. to
Q. Kt. second square,
4. K.to Q.square, 4. R. checkmates.
[ Y
E.
3. K. to Q. square. 3. K. to Q. B, sixth square.

If he play king to queen’s bishop’s square, you will check-
mate him in three moves, by playing your rook to queen’s
knight’s fifth square, king’s fifth square, and adversary’s
king’s square ; therefore,

4, K. to Lis square. 4. K. to Q. sixth square,
4. K.to K, B. square. 5. K. to his sixth square.
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BLACK, WHITE.
6. K. to Kt. square. 6. K. to B. sixth square.
7. K. to R. square. 7. K. to Kt. seventh square.
8. K. to Kt. square, 8. R.checkmates,
F,
8. K. to his square. 8. K. to Q. sixth square,

And the position is the same as the fourth move in (E).

G.
4, K. to Kt. square. 4. K.to Q. B, sixth square.
5. K, to R. square, . 5. K. to Q. Kt. sixth square.
6. K. to Kt. square. 6. R. checkmates.

FOURTH POSITION.

WHITE. BLACK,
K. at Q. R. square. K. at K. B. square.
R. at K. R. square.

In this position, as his king is already on the side of the
board, you should endeavour to keep him there, consequently
you play,

1. R. to K. R. seventh equare. 1. K. to Kt. square,
2. R.to Q. R, eeventh square. 2. K. to R.square.

All you have to do now is to bring up the king.

3. K. to Kt. second square. 3. K. to Kt. square.
4. K. to B. third square, 4. K.to B. square,
5. K. to Q. fourthsquare. 5. K to his square.

6. K. to Q. fifth square, 6. K.to Q. square.
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WHITE. BLACK.

7. K. to B, sixth square. 7. K. to his square.

8. K. to Q. sixthsquare. 8. K.to B.square,

9. K. to his sixth square, 9. K. to Kt. square.
10. K.to B. sixth square. 10. K. to R. square.
11. K. to Kt. sixth square. 11. K. to Kt. square,

12. R. checkmates,
FIFTH POSITION.

‘WHITE. BLACK.
K. at his square. K. at his sixth square.
R. at K. R.square. :

The best method of giving this checkmate is, not to force
his king all the way back to the side of the board, which
would compel your king to follow his, but rather to keep his
king near yours in the following manner :

1. R. to K. R. fourth square. 1. K. to K. B. sixth square (A).
to Q. second square. 2. K. to Kt. sixth square.
to Q. R. fourth square. 3. K. to K. B. sixth square,

2. K.

3. R,

4. R. to Q. Kt, fourth square. 4. K. to K, B, seventh square.
5. R. to K. B. fourth square, ch, . to Kt. sixth square,

6. K.
7. R.
8. K.
9. R.

= R

5. K.
to his third square. 6. K. to Kt. seventh square.
to K. Kt, fourth square, ch. 7. K. to R, sixth square.
to B. third square. 8. K. to R. seventh square.
to K. R. fourth square, ch. 9. K. to adv. Kt. square.
10. R. to K. R. third square. 10, Kt. to adv. B. square.
11, R.to K. R.square, checkmate,

A.
1. K. to Q. sixth square.
2. K. to B. second square. 2. K. to B. sixth square.
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3. K. to his second square. '3. K. to B. seventh square.
4. R.to Q. B. fourth square, ch. 4. K. to Kt. sixth square.
5. K. to Q. third square. - 5. K. to Kt. seventh square.

6. R.to Q. Kt. fourth square, ch.

If he play king to adversary’s queen’s bishop’s square, you
checkmate him in two moves without moving the king; if
he play

6. K. to R. sixth square.
7. K. to Q. B. third square. 7. K. to R, seventh square.
8. R.to Q. Kt. fifth square. 8. K. to adv. R. square.
9. K.to Q. B. second square. 9. K. to R. seventh square.
10. R.checkmates. )

For the various other and more difficult checkmates, I

refer you to my First and Second Series of Lessons.
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CHAPTER XI.

A KING AND PAWN AGAINST A KING.

Berore proceeding to instruct you how to win the game
when you have a king and pawn against your adversary’s king,
or if you have the king only, how to draw; it will be neces-
sary to teach you what is meant by having or gaining the op-
position as it is commonly called : many a game is lost, which
would otherwise be drawn, from not understanding how to
gain the opposition with the king, and yet it is not by any
means very difficult.

FIRST POSITION.

WHITE. BLACK.
K. at his sixth square, K. athis square.

In this position itis clear that your king prevents the black
from playing his king to the second rank, nor can he ever
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play to that rank if he have to move first, in which case
you are said to have the opposition ; but if you were to.move
first, he would have the opposition, and would be able to play
to the second rank ; for instance:

BLACK, WHITE,

1. K. to Q. square. 1. K. to Q. sixth square.

2. K. to Q. B. square. 2. K. to Q. B. sixth square.

8. K. to Q. Kt, square, &c. 3. K. to Q. Kt, sixth square, &c.
Or,

1. K. to K. B. square. 1. K. to K, B. sixth square,

2. K. to K. Kt. square, &c. 2. K. to K. Kt. sixth square, &c.

It is evident that his king cannot quit the side. of the

board, because you always oppose him. But suppose you
begin

WHITE, BLACK.

1. K. to Q. sixth square. - 1. K., to K, B. second square.
Or,

1. K. to K. B. sixth square. 1. K. to Q. second square.

Here he is able to quit the side of the board, because you
were obliged to give up the opposition, having the first move.
If it were an object to the black to prevent your king from
advancing, he could easily do it if you begin, but not so if he
begin : for example, -

E2
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WHITE, BLACK,
1. K. to Q. sixth square. 1. K.to Q. square,
2. K. to Q. B, sixth square. 2. K. to Q. B, square, and so on,

But if he begin, you will easily advance

BLACK, WHITE,

1. K. to Q. square. 1, K. to K. B. seventh square, and
afterwards to adv. K. B, square,

or K, Kt. square.
Or,

1. K. to K. B, square, 1. K. to Q. seventh square, &c.

The above may be called a close or near opposition ; a re-
mote opposition is that in which there are several squares
between the two kings: for example, suppose the black king
to be at his square, and the white king at his fourth square ;
here are three squares between the kings instead of one, and
whoever moves first, loses the opposition.,

SECOND POSITION.
WHITE. BLACK,
K. at his second square, K. at his square.

Here the opposition is as remote as it can be, there being five
squares between the two kings; whoever moves first, cannot
play his king to any of the squares between the white king’s
rook’s fifth square and white queen’s rook’s fifth square, unless
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his adversary permits him, neither can he prevent the other

from playing to that line: for example, suppose the white
begin

WHITE. BLACK.

1. K. to Q. third square, 1. K. to Q. second square.
2. K. to B. fourth square, 2. K. to B. third square.

3. K.to Q. fourth square, 3. K. to Q. third square.

4. K. to his fourth square, &c, 4. K. to his third square, &c.

It is evident that white cannot advance ; it is also equally
certain that whatever white may now play, black can advance :
for example,

5. K. to B. fourth square. 5. K.to Q. fourth square.
Or,

5. K.to Q. fourth square. 5. K. to B, fourth square.
Suppose the black begin

1. K. to B. second square.

If you were to play king to bishop’s second square, you
would lose the opposition : for example,

. 1. K. to B, second square,
2. K. to B. third square. 2. K. to B. third square.
3. K. to B. fourth square.
It being now your turn to play, you have lost the op-
position ; instead of playing as above, you ought to have
moved as follows, and you would have retained the opposition.
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BLACK, WHITE,
1. K.to B, second square. 1. K. to B, third square,
2. K. to Kt. third square, 2. K. to Kt.fourth square, &c.

As a general rule, recollect that when the number of
squares between the two kings is even, then he who begins
first, gains the opposition ; but if the number be odd, the
first player Joges it.

We shall now proceed to a few easy positions of king and
pawn against a king.

F1RST POSITION.
WHITE. BLACK,

K. at his sixth square. K. at K. B.square,
P.at K. B. sixth square.

In this position the winning or drawing the game depends
entirely on the first move; if the white begin, he will win;
but if the black begin, the game will be drawn. Suppose
the white begin

1. P, one square. 1. K. to Kt. second square.
2. Kt. to his sevensh square.

And afterwards advancing the pawn makes a new queen,
and wins easily. Suppose the black begin, he plays

BLACK.
1. K. to his square.

Gaining the opposition, on which depends the fate of the
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game; for had he played to knight’s square, you would have
played king to his seventh square, and afterwards, in two
moves, have made a queen of your pawn.

In the first place,

BLACK. WHITE.
1. P, first square, ch.
2. K. to B. square.
If you move to bishop’s sixth square, the black is stale-
mated ; if you move to any other square, black takes your
pawn: the game is consequently drawn.

In the second place,
1. K. to his fifth square,
2. K. to B. second square. 2. K, to B. fifth square.
3. K. to B. square,

If he had played any other move he would have lost, see (A);
by playing to king’s bishop’s square, he is able to gain the
opposition should you move the king either to his sixth square
or to king’s knight’s sixth square, without which he could not
draw the game.

3. K. to Kt. sixth equare,
4. K. to Kt. square, 4. K. to B. fifth square,

He may play the king back, ready to resume the oppo-
sition as before, or he may play the king directly before the
pawn ; I recommend the latter, because in no way can it be
wrong, and it is easier to recollect; therefore,
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BLACK. ‘WHITE.
5. K. to B. second square. 5. K. to his fifth square.
6. K. to B. square.

Ready to resume the opposition if you should play king to
his sixth square; any other move would lose the game, see
(©); (D), (E).

6. K. to his sixth square.

The position is now the same as at the beginning; and
black having to move, draws the game in the manner

already shown.
A.

3. K. to his square. 3. K. to his sixth square.

You gain the opposition, and wherever he plays, you
advance the pawn, and win as before.

B.
8. K. to Kt. square, 3. K. to Kt. sixth square,

If he play king to king’s bishop’s square, you should
advance the pawn; but if he play
4. K. to R. square,

you must not play the pawn, because black would be stale-
mated ; you play
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BLACK. WHITE.
4. K. to B. seventh square.
5. K. to R. second square. 5. K. to his seventh square; and af-

terwards, in two moves, the pawn
becomes a queen,

C.

6. K. to Kt. third square, 6. K. to his sixth square.

7. K. to R. second square, 7. K. to his seventh square, and in
two moves the pawn becomes a
queen.

D.
6. K, to Kt. square, 6. K. to his sixth square,
7. K. to B. square. 7. P. one square, &c.,as before.
E,
6. K. to his square, 6. K. to his sixth square, gaining the

opposition as before.

In the above example you will observe, that when the
pawn, on reaching the seventh square, does not 'give check, it
wins the game ; but if it check, the game is drawn : thisis a
general rule. This position will also teach you the great
advantage of gaining the opposition with your king.

SECOND POSITION.
WHITE, BLACK.

K. at his fifth square. K. at K. B. square.
P, at K. B. fifth square.

In this position, if you have the move you may win, agree-
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ably to the general rule, namely, when you can play your
king to the pawn’s sixzth square, in front of the pawn (it
matters not whether your pawn is one or more squares behind
the king), you invariably win : here the pawn's sixth square
is the king’s bishop’s sixth square, you therefore having the
move, play as follows :

WHITE. BLACK,

1. K. to K. B, sixth square. 1. K.to Kt. square.
2. K. to his seventh square ;

and afterwards plays the pawn in to the queen. . If he had
played his king to his own square, you would have moved
your king to knight’s seventh square, and then the pawn.
But if black have the move, he can prevent your ever being
able to play your king to the pawn’s sixth square, and conse-
quently can draw the game: for example,

. K. to his second square, 1. K. to B. fourth gquare.
. K. to B, third square. 2. K. to Kt. fourth square.
K. to B. second square. 3. K. to Kt. fifth square.

K. to Kt. second square. 4. P, ch.
K. to B. second square. 5. K. to B. fifth square.
. K. to B. square.

o gnwwen

Any other move loses the game; but here he is able to
oppose your king on whichever side of the pawn you play it :
for example,
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WHITE. BLACK.
6. K. to his sixth square.
7. K. to his square,

If you advance the pawn, it will give check, and the game
will be drawn as already explained ; if you move the king,
he will play to bishop’s second square, &c., and also draw
the game.

THIRD POSITION.
WHITE. BLACK.

K. at his fourth square, K. at K. B, square,
Pawn at K. B. fourth square.

In this position the game will be drawn, it matters not
which party begin : if the white were to move king to his
own fifth square, or to king’s bishop’s fifth square, it is
evident black would gain the opposition by playing king to
his own second square, or to king’s bishop’s second square,
and afterwards play in the manner already shown. If white
were to play the king to any other square, black would play
king to bishop’s second square, ready to oppose the king to
whichever side of the pawn he may be played.

But if the black begin, it is not obvious what his first move
ought to be; for if he play king to his second square or to
bishop’s second square, you will gain the opposition by play-
ing your king to his fifth square, or to king’s bishop’s fifth
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square, and thus win the game, as will presently be proved.
If he play king to knight’s square, or to knight's second
square, he would also lose. See below.

The proper move for the black must evidently be that
which will enable him to oppose your king, should you ad-
vance it; and the only square from which he can do that is,
his king’s square. He therefore plays

No. 1.
BLACK. WHITE.
1. K. to hissquare. 1. K. to his fifth square,
2. K. to his second square. 2. K. to B. fifth square,
3. K. to B. second square, 3. K. to Kt. fifth square.
4. K.to Kt. second square, 4. P. one square,
5. K. to B. second square. 5. P. onesquare.
6. K. to B. square. 6. K. to Kt sixth square.
7. K. to Kt. square, 7. K. to Kt. fifth square,
8. K. to B. second square. 8. K. to B, fifth square.
9. K. to B. square. 9. K., to his sixth square,
10, K. tohissq.,&c., draws the game.
No. 2.
1. K. to his second square. 1. K. to his fifth square.
2. K. to B. second square. 2. K. to B. fifth square.

3. K. to his second square (A). 3. K. to Kt. sixth square.
4. K. to B, square, (B).

It is evident, according to the general rule, that you can
win the game, inasmuch as you can play your king to the
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pawn’s sixth square (king’s bishop’s sixth square), but it is
not absolutely necessary that you should do so, as you may
win the game sooner by playing
4. P. one square.
If he play king to his own on to his second square, you

will play king to knight’s seventh square, and then advance
the pawn to queen ; therefore he plays

BLACK. WHITE.

5. K.to Kt. square. 5. P. one square,

6. K. to B.square. 6. P. one square, and wins.

A. .

3. K. to Kt. second square. 3. K. to his sixth square.

4. K, to Kt. square, 4. K. to his seventh square.

5. K. to Kt. second square. 5. P.one square.

6. K. toKt, square, 6. P. one square, &c.

B.

4. K. tohis third square. 4, P, checks.

5. K. to his second square. 5 K. to Kt. seventh square, and
afterwards advances the pawn
as before.

No. 3.

1. K. to Kt. square,

If you were to play king to bishop’s fifth square, he would
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draw the game by opposing your king at bishop’s second
square ; therefore,

BLACK. WHITE.
1. K. to his fifth square.
2. K. to B. square, 2. K. to B, sixth square,
8. K. to his square. 3. P.one square.
4. K.to B, square, 4. K. tobhis sixth square,
5. K. to his square, 5. Pawn one square,
6. K., to B. square. 6. Pawn one square, and it does not

check, you win the game.

A king and either of the rook’s pawn’s cannot win if the
adversary’s king can be played to the corner, towards which
the pawn is proceeding : for example,

FOURTH POSITION.
WHITE, BLACK,
K. at K, Kt. fifth square, K. at K, Kt. second square,
P. atK. R. fifth square.

White to move.

1. K. to B. fifth square.

The easiest way of drawing this game is, to play the king
to and from the corner, for whether the pawn check or not,
on reaching the seventh square, the game will be drawn;
therefore,
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WHITE. BLACK.

1, K. to R. square.

2. K.to Kt. sixth square. 2. K. to Kt. square,
3. P. one square. 3. K. to R. square,

If you advance the pawn, black will be stalemated ; if
you play any other move, he will repeat the above moves.
It occasionally happens that the king can draw the game

against a rook’s pawn, even though he cannot reach the
corner : for example,

SEVENTH POSITION.
WHITE, BLACK.

K. at K. R. sixth square, K. at K. B. fourth square,
Pawn at K, R. fifth square,

Black to move.

BLACK. WHITE.

1. K. to B, third square, 1. K, to R. seventh square.
2. K. to B, second square. 2. K. toadv. R, square.

3. K. to B. square. 3. P. one square.

4. K. to B. second square. 4. K. to R, seventh square,

5. K. to B. square,

If you play king to knight's third square, he will play
king to knight’s square, and afterwards to rook’s square,
&c.; and if
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BLACK, WHITE.
5. K, to adv. R. square,
6. K. to B. second square. 7. Pawn one square.
7. K. to B. square, and white is
stalemated.

You will observe that the principle of drawing this game,
consists in preventing the white from quitting the rook’s
file, which he never can do without allowing black to play
to the corner.

N
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CHAPTER XII.

ON THE VARIOUS BEGINNINGS OR OPENINGS OF GAMES.

THERE are several methods of beginning the game; the
following are those which are usually played.

1. Toe Kixe’s Brsnor’s Game.—This is begun by each
party playing his king’s pawn two squares, and then the
first player moves his' king’s bishop to queen’s bishop's
Sourth square.

2. Tue Kine’s KNigHT'S GamMe.—Each party moves his
king’s pawn two squares, and then the first player moves
his king’s knight to king’s bishop’s third square.

3. Queex’s Bisnor’'s Pawn’s Game.— Each player
moves his king’s pawn two squares, and the first player
then moves his queen’s bishop’s pawn one square.

4. King’s Gamsir.—Each player moves his king’s pawn
two squares, and the first player then moves his king’s
bishop’s pawn two squares.
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5. Queen’s Gamsit.—Each player moves his queen’s
pawn two squares, and the first player then moves his
queen’s bishop’s pawn two squares.

In ninety-nine games out of a hundred, one of these open-
ings is played; there are others which are occasionally
played, such as playing first the queen’s pawn two squares,
and then the gqueen’s bishop to king's bishop’s fourth
&quare ; or beginning with the queen’s bishop’s pawn two
squares, and then queen’s knight to queen’s bishop’s third
square ; or beginning with king’s bishop’s pawn two
squares, and then king's knight to king’s bishop’s third
square.

I shall now proceed to an examination of those five open-
ings which are usually played ; first observing that the
queen’s gambit is not often played, though a safe beginning.
None of the games begun with queen’s pawn two squares,
are so entertaining or attacking as those which are begun by
playing the king's pawn two squares.
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CHAPTER XIII

FIRST OPENING, OR KING'S BISHOP’S GAME.

FIRST GAME.

WHITE, BLACK.,

1. K. P. two squares, 1. K. P. two squares.

To begin the game by playing your king’s pawn two
squares, is very proper; the advantage of it consists in
giving freedom to your queen and king’s bishop. Next to
playing this pawn, moving the queen’s pawn two squares is
the best ; all the other pawns are more or less inferior.

2. K. B. to Q. B. fourth square.

This is the best square to which the bishop can be played
in the beginning of the game, it attacks the weakest point of
2
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the adversary, viz., the king's bishop’s pawn, and is not in
the way of any of your own pieces. The best move for the
black is also to play his king’s bishop to queen’s bishop’s
fourth square, as follows:

WHITE. BLACK,
2. K. B. to Q. B. fourth square,
3. Q. B. P, one square, 3. Q.to K. second square.

Instead of playing queen’s bishop’s pawn, you might have
made a very attacking move by playing queen to king’s
rook’s fifth game. See the first game of the defence. The
object of moving the queen’s bishop’s pawn, is to enable you
to advance queen’s pawn two squares, it being always de-
sirable to have your pawns well established in the centre of
the board. Black moves his queen to king’s second square,
to prevent you from moving the queen’s pawn two squares,
the consequence of doing which would be as follows :

4. Q. P. two squares. 4. P. takes P.
5, P.takes P. 5, Q.takes P, and checks.
6. Q. B. to K. third square, 6. K. B, to Q. Kt. third square.

Black has won a pawn.

Instead of playing queen to king’s second square, black
had two other ways of playing, viz.,
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Queen’s knight to queen’s bishop’s third square (see the
secoud game) ; king’s knight to bishop’s third square (see
the third game). We shall suppose you now to play

WHITE, BLACK,
4. K. Kt. to B, third square, 4. Q. P, one square,

The best place for the king’s knight in the beginning of
the game, is the king’s bishop’s third square, attacking the
adverse king’s pawn. Black moves his queen’s pawn in
order to free his queen’s bishop.

5. K. castles, 5. K. Kt. to K. B. third square.

For the method of castling, see page 9. It is generally good
play to castle soon, and usually better to castle on the
king’s than on the queen’s side. Black plays his knight to
enable him to castle; instead of it, he might have played
queen’s bishop to king’s knight’s fifth square, or king’s knight
to queen’s bishop’s third square.

6. Q. P. two squares. 6. K. B. to Q. Kt. third square,

Having castled, you may play the queen’s pawn two
squares with safety, because if he were to exchange pawns,
and afterwards take your king’s pawn with his queen, he
would not check your king as he did on the fourth move.
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It would have been quite as good play to have moved the
queen’s pawn one square only. Black plays quite right in
not taking your queen’s pawn, because you would have re-
taken with your queen’s bishop’s pawn attacking his king’s
bishop, and compelling him to move it, you would then have
two pawns in the centre, and he only one.

The game is now quite equal; your next move may be
either queen’s bishop to king’s knight’s fifth square, or king’s
bishop to queen’s third square.

SECOND GAME.

WHITE. BLACK,

P. two squares, 1. K. P. two squares.

B. to Q. B. fourth square. 2. X. B. to Q. B. fourth square.

B. P. one square. 8. Q. Kt. to Q. B. third square.

P, two squares. 4. P. takes P.
5. K.
6. K.
7. Q.

. K.

. K.

. Q.

. Q.

. K. B. takes K. B. P. ch. takes B.

. Q. to K. R. fifthsq. ch. Kt. P. one square.
P.

. Q. takes K. B. one square.
. Q. to Q. Kt. fifth square,

PN S DN

The above moves prove that playing queen’s knight to
bishop’s third square, does not prevent you from advancing
queen’s pawn two squares on the fourth move. If he had
not taken your bishop with his king, you would still have had
the best of the game, having prevented him from castling;



KING’S BISHOP'S GAME. 71

for according to the laws, the king cannot castle after having
once moved.

THIRD GAME.

WHITE, BLACK,

1. K. P. two squares, 1. K. P. twosquares.

2. K. B. 10 Q. B.fourth square. 2. K. B, to Q. B. fourthsquare,
3. Q. B. P. one square. 3. K. Kt, to B. third square.

Black’s third move is very commonly played; it is, how-
ever, far from being so good a move as queen to king’s
second square.

4. Q. P. two squares,

We shall now suppose black to play one of the two fol-
lowing moves, viz.,
& 1. K. B. to Q. Kt. third square,
2. K. P. takes P.

No. 1.
WHITE, BLACK,
4. K. B.to Q, Kt. third square.
5, Q. P, takes K., P. 5. K. Kt. takes K. P.
6. K. B, takes K. B.P. ch.

FIRST DEFENCE.
6. K. takes K. B.
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WHITE, BLACK,

10. Q.to K. B. seventh sq. ch. 10. K. to Q. square.
11, K, B. P. two squares.

You have gained a pawn and a good position.

No. 2.

Diagram No. 3.
4. K. P. takes P,
5. K. P. one square,

FIRST DEFENCE.
5. K. Kt. to K. fifth square.

6. K. B. takes K. B. P. ch, 6. K. takes B.
7. Q. to K. B. third sq. ch. 7. K. tohis square,
8.. Q. takes Kt., and your position is

superior to his.

SECOND DEFENCE.

5, Q. P.two squares.

6. P, takes Kt. 6. P, takes B.
7. P. takes K. Kt. P. 7. K. R. to Kt, square,
8. Q.to Q R.fourthsq.ch. 8. Q. Kt. to B. third square,
9. Q. takes P., and you have the
best of the game.

You might also in the sixth move have played king's bishop
to queen’s knight’s third square, and afterwards have taken
queen’s pawn with queen’s bishop’s pawn.
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THIRD DEFENCE.

WHITE. BLACK.
5. Q.to K. second square.
6. K.

6. Q. B. P. takes P. B. checks.
7. K.

to B. square.

This move will appear strange to young players, who will
wonder you do not interpose either queen’s knight or queen’s
bishop; it is, however, the only move to give you the best
of the game; by playing the king, you compel him to
remove king’s knight, which he might otherwise have al-
lowed to remgin where® it was. Now there are only two
squares to which his knight can be played, either to its
own square or to king’s fifth square; if the former, you
play king’s knight to king's bishop’s third square, and his
game is much confined, because he cannot move queen’s
pawn on account of a check from your queen at queen’s
rook’s fourth square, which would win a piece, for if he
interposed queen’s knight at bishop’s third square, to defend
king’s bishop, you would play queen’s pawn one square,
winning that knight. We will now suppose that, instead of
playing king’s knight to its square, he plays

7. K.Kt. to K. fifth square.
8. Q. to K. Kt. fourth square,
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If he play king’s knight to king’s bishop’s third square,
you must not take it with king’s pawn, because he would
checkmate you with his queen; but you take king’s knight’s
pawn with the queen, secure of winning either king’s rook
or king’s knight. If he play king’s knight to queen’s third
square, you must not take it on account of the aforesaid
checkmate; but you play king’s bishop to king’s second
square, and you take king’s knight the next move. The best
move for the black is to play

WHITE, BLACK.
8. Q. B. P. one square.
9. Q.takes K, Kt. 9. Q. P. two squares,
10. K. B. takes P, 10, P. takes B.
11. Q. takes P.

Having gained two pawns, you have, of course, the best
of the game.

We shall now proceed to the defence of the bishop’s game>
supposing the black to have the first move.

Defence.

FIRST GAME.

1. K. P. two squares, 1. K. P.two squares,
2. K. B. to Q. B. fourth square. 2. K. B.to Q. B. fourth square,
3. Q. to K. R. fifth squere.
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This is the most attacking move that can be made in the
beginning of the game. Black threatens to take your king’s
bishop’s pawn with his queen, giving checkmate ; this is
usually called the scholar’s mate ; he also attacks your king’s
pawn with his queen. This attack, strictly speaking, is not
good play; there is, however, but little danger attending it,
if the subsequent moves be well played. You have a choice
of two moves to defend the two points attacked; the first
is queen to king’s bishop’s third square, the objection to
which is, that it occupies a square to which your knight may
be afterwards played to advantage; to the other move there
is no objection, you therefore play

WHITE. . BLACK.
’ 3. Q. to K. second square,
4. Q.

4. K. Kt. to B. third square. P. onesquare.

5. K. Kt.to its fifth square,

Your king’s bishop’s pawn is now attacked by three pieces ;
if you defend it by playing king’s bishop to king’s third
square, he will take your bishop with his, and you cannot re-
take with your pawn on account of the position of his queen.
You might defend the king’s bishop’s pawn by playing king's
knight to king’s rook’s third square, and afterwards castle
your king, having a very good game. The best move, how-
ever, is to leave the pawn undefended, and play
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WHITE. BLACK, .
5. K. Kt. to K. B, third square,
6. K. B. takes K. B, P. ch. 6. K, to Q. square.
7. Q. to K. R. fourthsquare. 7. K. R, to B. square.

If he had moved his queen to any other square, you would
have won either the knight or bishop by playing king’s rook’s
pawn one square ; but you cannot win the piece if he play
queen to king’s rook’s fourth square, because if you attack
his knight with king’s rook’s pawn, he will remove king’s
bishop, and you cannot take his knight without losing your
rook. Having moved your rook to bishop’s square, you
threaten to take his bishop with it, he therefore plays

8. K. B. to Q. B. fourth square. 8. K. Kt. to its fifth square.

9. Castles. 9. K. B. takes K. B. P, ch.
-10. R. takes B, 10. K. Kt. takes R.
11. K. R, P,one square. 11. K. R. P. one square.
12. K. Kt. to B, third square. 12. Q. takes Q.
18. Kt, takes Q. 13. Kt. takes K. P.

Your game is evidently very superior to his. Your eighth
move decided the game in your favour, as you attacked his
king’s bishop’s pawn with three pieces, and whatever he had
then done, you would have had"a fine game by taking king’s
- bishop’s pawn.
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First Variation, beginning at the sixth move of the black.
Diagram No. 4.

WHITE, BLACK.
6. Q. takes K. B, P. ch. 6. Q. takes Q.
7. K. B. takes Q. ch. 7. K. to Q. second square.

As he might have taken your queen with his knight, there
will be a variation on that move. It is much better for you
to play the king to queen’s second square, still attacking the
bishop, than to queen’s square, because he is compelled to
remove the bishop or lose a piece by your playing king’s
rook’s pawn one square.

8. K. B. to Q. B. fourth square. 8. K. R. P. one square.
9. K. Kt to K. B. third square. 9. K. Kt. takes P.

Your position is rather superior to his. If he had played
knight to king’s bishop’s seventh square, attacking your rook,
you would have won two pieces for one, by playing rook to
king’s bishop’s square, and afterwards taking the knight.

Second Variation, beginning at the seventh move of the
First Variation.

Diacram No. 5.

7. K. Kt. takes Q. 7. K. R. to B. square,
8. K. Kt. to its fifth square. 8. K. R. P, one square.
9 K. Kt, to B, third square. 9. K, Kt. takes K. P.
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Your game is much superior to his, as he cannot prevent
you from winning a pawn, as you attack king’s bishop’s pawn
with two pieces. Suppose, in order to defend king’s bishop's
pawn, he were to play thus:

WHITE, BLACK.
10. Castles. 10. K. B, takes K. B. P, ch.

If* he move the king, you have clearly a pawn more than
he. If he play '

11. K. R. takes B. 11. Kt. takes R.
12. K. takes Kt. 12. K. P. one square.

You now win more than a pawn, for as he must lose his
knight, you will remain with a rook against a knight.

S8ECOND GAME.

BLACK. WHITE,
1. K. P. two squares. 1. K. P. two squares.
2. K. B. to Q. B. fourth square. 2. K. B. to Q. B, fourth square,
3. Q. to K, B. third square. 3. K. Kt. to B, third square.

4. Q. to K, Kt, third square.

-."'I‘his appears a good move, as the queen attacks two un-
defended pawns; it will be seen, however, that he cannot
take the king’s pawn without loss. It is usually bad play to
move out the queen in the early part of the game.
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BLACK, WHITE.
4. Castles.
5. Q. takes K. P. 5. K. B. takes K, B. P, ch,

If he takes the bishop, you will check king and queen with
the knight ; therefore,

6. K. to Q. square. 6. K. R. to K, square.
7. Q. to K. B, fourth square. 7. K. B. takes K. Kt,
8. K. R. takes B. 8. K. R. takes K, P,
9. Q. to K. B. square. 9. Q. P. two squares.

You have evidently by far the best of the game.

THIRD GAME.

BLACK. WHITE,
1. K. P. two squares, 1. K. P. two squares.
2. K. B. to Q. B. fourth square, 2. K. B. to Q. B. fourth square.
3. Q. B. P. one square. 3. Q. to K. second square.
4. K. Kt. to K. second square. 4. K. B. takes K. B. P. ch.
5. K. takes B. 5. Q. to Q. B, fourth square, ch,
6. Q. P. two squares. 6. Q. takes B,

Black played ill in moving king’s knight to king’s second
square; he ought to have played it to king’s bishop’s third
square. Many young players think it bad play to move the
knight in front of the pawns, and therefore they move king’s
knight to king’s second square ; the above moves prove that it
is bad play; it is, however, not obvious why the same would not
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take place, had the knight been moved to king’s bishop’s
third square. The following moves will show that, had he
so played, you would have done wrong to have gaken his
king’s bishop’s pawn : for example,

BLACK, WHITE,
4. K. Kt. to B, third square. 4. K. B. takes K. B. P. ch.
5. K. takes B. 5. Q. to Q. B. fourth square, ch.
6. Q. P. two squares. 6. Q. takes B.

. K. Kt, takes K, P.

Black has the best of the position in consequence of his
centre pawns. It is evident in both the above instances, if
instead of taking his bishop with your queen, you had firs¢
taken queen’s pawn with king’s pawn, he would have retaken
with the queen guarding his king’s bishop.

<
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CHAPTER XIV.

SECOND OPENING, OR KING'S KNIGHTB GAME.

FIRST GAME.
WHITE. BLACK.

1. K. P. two squares. 1. K. P. two squares.
2. K. Kt. to K. B, third square.

Your knight now attacks his king’s pawn, and as he has
several methods of defending it, there is great variety in this
game. The best move for the black is queen’s knight to
queen’s bishop’s third square; but he may play one of the

following :
1. K. B. to Q. third square.
2. Q. to K. B. third square.
3. Q. P. one square.
4 K. Kt. to K. B. third square.

We shall suppose black now to play
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2. K. B. to Q. B. third square.

One would naturally suppose this move cannot be good,
inasmuch as it prevents the queen’s pawn from being played,
and consequently confines his pieces. The following moves
will show you how to take advantage of it.

WHITE. BLACK.
3. K. B. to Q. B. fourthsquare. 3. K. Kt. to B. third square.
4. Q. P. two squares. 4. K. Kt. takes P.

As he might have played queen’s bishop’s pawn one square
on the third move, a variation will be given. Instead of
taking your king’s pawn, he might have played queen’s
knight to bishop’s third square. See the second variation.
If he had taken your queen’s pawn (fourth move), you would
have won a piece by advancing king’s pawn one square.

5. Q. P. takes P. 5. K. B. to Q. B. fourth square.

You might now take his king’s bishop’s pawn with king’s
bishop, and on his taking the bishop, play queen to her fifth
square, checking and winning king’s knight; but it is rather
better to play queen to her fifth square, because you threaten
checkmate, and you also attack the undefended knight ;
therefore,

6. Q. to her fifth square, 6. K. B. takes K. B. P. ch.
¢ 2
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WHITE. BLACK.
7. K. to his second square. 7. Castles.
8. Q. takes Kt. 8. K. B. to Q. Kt. third square.

Your game is very superior to his, having won a piece for
a pawn, you have besides a very powerful attack ; your next
move should be king’s knight to its fifth square, and after-
wards king’s rook to king’s bishop’s square. It was better
for you to play king to his second than to queen’s square,
because you attacked his king’s bishop, which was afterwards
compelled to move.

First Varialion, beginning at the third move of the black.
3. Q. B. P. one square.

4. Q. P, two squares. 4. P. takes P,

5. Q. takes P, 5. Q. to K. second square.
6. Q. takes K. Kt. P. 6. Q. to K, B. third square.
7. K. B, takes K. B, P, ch, 7. Q. takes B.

8. Q. takes R,

You have much the best of the game, having gained a rook
and two pawns for a bishop. If on the fifth move he had
played king’s bishop to its square, to defend king’s knight’s
pawn you would have played king’s knight to king’s fifth
square, attacking his king’s bishop’s pawn. If he had not
taken your bishop on the seventh move, you would have won
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his queen by playing queen’s bishop to king’s knight’s fifth
square.

Second Variation, beginning at the fourth move of the
black.

Diacram No. 6.

WHITE. BLACK.
4. Q. Kt. to Q. B. third square.
5. Q. P. takes P. 5. K. B.takes P, (A).
6. K. Kt. to its fifth square. 6. Castles,
7. K. B. P. two squares. 7. K. B. to Q. fifth square.
8. K. P. one square.

You have an excellent position; if he were to remove
king’s knight, you ought to play queen to king’s rook’s fifth
square.

A.
5. Q. Kt. takes P.
6. Kt. takes Kt. 6. K. B. takes Kt.
7. K. B. P. two squares. 7. K. B. to Q. third square,
8. K, P, one s8q., and wins a piece.

If black, instead of removing his bishop (seventh move),
had taken your king's pawn with king’s knight, it would not
be good play to take his bishop, because he would have a
strong attack upon you by checking you with queen at king’s
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rook’s fifth square ; you ought to play queen to king’s rook’s
fifth square, and afterwards take the bishop.

SECOND GAME.

WHITE. BLACK.
1. K. P. two squares. 1. K. P. two squares.
2. K. Kt. to B. third square. 2. Q. to K. B, third square.
3. K.B

. to Q. B. fourth square. 3. Q. to K. Kt, third square.

Black now attacks two undefended pawns; but he cannot
take either of them without loss, as will presently be shown.
If on the third move he had played king’s bishop to queen’s
bishop’s fourth square, you might castle.

4. Q. P. one square, (A). 4. Q. takes K. Kt. P.

You will now win his queen : for example,
5. K. B, takes K. B. P. ch,

If he take the bishop, you play king’s rook to king’s
knight’s square; if he take the rook, you of course win the
queen ; if he play queen to king’s rook’s third square, you
check king and queen with the knight; therefore,

5. K. to his second square.

6. K. R. to K. Kt. square. 6. Q. to K, R, sixth square,
7. K. R. to K. Kt. third square.
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As the queen has no place to move to, the best thing the
black can do is, to take the rook and afterwards the bishop;
but your game would even then be far superior to his. I
shall now show you that you may leave the king’s pawn un-
defended, and that he cannot take it without loss.

A.
WHITE. BLACK.

4. Castles, 4. Q. takes K. P.
5. K. B. takes K. B. P, ch.

It is evident that if he take the bishop, you check king
and queen with the knight; therefore,

First Defence.
5. K. to Q. square.
6. K. Kt. takes K. P.
If he were to take the knight, you would win his queen or
checkmate him, by playing king’s rook to king’s square;
therefore,

6. K. Kt.to B, third square.
7. K. R.to K. square.

You have evidently the best of the game, having won a
pawn and prevented his castling.

Second Defence.
5. K. to his second square.
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It would not be good play to take his king’s pawn with
king’s knight, because he would take the knight, and on
your attacking the queen with the rook, he would take the
rook, and then the bishop winning ¢hree pieces for the queen,
which would be more than an equivalent; therefore,

WHITE, BLACK,
6. R. to K, square. 6. Q. to K. B. fifth square.
7. K. R. takes P, ch. 7. K. takes B.
8. Q. P. two squares. 8. Q. to K, B. third square.
9. K. Kt. to its fifth square, ch, 9. K. to Kt. third square.
10, Q. to her third square, ch.

If he play king to rook’s third square, you checkmate by
playing knight to king’s bishop’s seventh square; therefore,

10. K. to R. fourth square.

11. K. Kt. P, two squares, ch. 11. K. takes P., or playsto K. R.
12. Q. to K. R. third square, and fourth square.
checkmates.

THIRD GAME.

WHITE. BLACK.
1. K. P. two squares. 1. K. P. two squares.
2. K. Kt. to B. third square, 2. Q. P. one square,

This is a much better method of defending the king’s
pawn than the preceding ; the chief objection to it is, that
it confines the king’s bishop.
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WHITE. BLACK.
3. Q. P. two squares.
First Defence.

8. K. B. P. two squares.
4. Q. P. takes P. 4. K. B. P. takes P,
5. K. Kt.to its fifth square.

It would be bad play to take the pawn, because you would
exchange queens, and then check king and rook with the
knight ; therefore,

5. Q. P. one square.
6. P. to K. sixth square. 6. K. Kt. to R. third square.
7. Q. checks. ' 7. K. Kt. P. one square,

8. Q. to K. R. third square.

Your position is very superior to the black’s; the pawn at
king’s sixth square confines his queen’s bishop, and you
threaten to take his king’s pawn with the knight, attacking
his king’s knight with queen’s bishop.

Second Defence.
3. Q. B. to K. Kt, fifth square.
4. Q. B, P. one square.
In the first place.

4. K. Kt. to K. B. third square.
5. Q. to Q. R. fourth square, ch,
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If he play queen to her second square, you play queen to
queen’s knight’s third square, attacking queen’s knight's
pawn; but if

‘WHITE. BLACK,

5. Q. B. to Q. second square.
6. Q. to Q. Kt, third square. 6. K
7. Q. takes Q. Kt. P, 7. Q. B. to its third square.
8. K. B. to Q. Kt. fifth square. 8. Q. to her second square.
9. Q. takes R. 9. Q
10, K. B, takes Q. ch, 10. Q. Kt. takes K. B.

Having gained a rook for a bishop, you have of course the
best of the game. Black ought on the seventh move to bave
played queen’s knight to queen’s bishop’s third square; you
would, however, even then have had the best of the game.

In the second place.

4. Q. B. takes Kt,

5. Q. takes Q. B. 5. P. takes P.
6. P.tskes P. 6. K. Kt. to B, third square,
7. K. B. to Q. B. fourth square.

Your position is superior to his. If he were now ¢, play
king’s bishop to king’s second square, you would haye an
excellent game by advancing ki
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WHITE. BLACK.

B. P. two squares. Kt. to Q. second square,

7. K. 7. Q.

8. Q. Kt. to Q. B. third square, 8. Q. P. takes Kt.

9. Q. Kt. to Q. fifth square, 9. Q. to her third square.
10. Q. P, takes P. 10. P. takes P,

11, P, takes P.

If he were to take the pawn with the queen, you would
exchange queens, then take queen’s bishop's pawn with the
knight, winning queen’s rook. If he were to take the pawn
with queen’s knight, you would win it by playing queen’s
bishop to king’s bishop’s fourth square ; therefore,

11. Q. to Q. B, fourth square.

12. Q. Kt. P. two squares. 12. Q. to Q. B, third square.
13. K. B. to Q. Kt. fifth square.

If he take the bishop, you check king and queen with the
knight; therefore,

13. Q. to K. Kt. third square,
14. Q. takes Q. 14. P. takes Q.

Knight takes queen’s bishop’s pawn, checks, and wins
queen’s rook.
FIFTH GAME.

WHITE. BLACK.
1. K. P. two squares. 1. K, P. two squares.
2. K. Kt. to B, third square. 2. Q. Kt.to Q. B. third square.

3. K. B. to Q. B. fourth square.
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Black now defends the king’s pawn in the best manner ;
his next move ought to be king’s bishop to queen’s bishop's
fourth square ; we shall, however, suppose him to play

WHITE. BLACK.

3. K. Kt. to K. B, third square.
4. K. Kt. to its fifth square.

First Defence.
4. K. Kt. takes K. P,

It would be bad play to take king’s bishop’s pawn with
king’s knight, because he would play queen to king’s rook’s
fifth square, having a powerful attack ; neither would it be
right to take his Knight, because he would advance queen’s
pawn two squares, recovering the piece; your best move is

5. K. B. takes K. B, P, ch. 5. K. to his second square,
6. Q. P. one square.

If he take your knight, you evidently win his queen by
retaking. If he play king’s knight to queen’s third square,
you also win the queen by playing knight to king’s sixth
square ; for if he take it, you check king and queen with
queen’s bishop: his best move is to play king’s knight to
king’s bishop’s third square ; you then remove your king’s
bishop, having evidently the best of the game.
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Second Defence.
WHITE. BLACK.
4. Q. P. two squares.
5. K. P. takes P.
In the first place.

5. Q. Kt.to Q. R. fourth square.
6. K. B. checks. 6. Q. B. to Q. second square,
7. Q. to K. second square.

You have gained a pawn, and have a good position.

In the second place.

5. K. Kt, takes P,
6. Q. P. two squares.

If he were to take the queen’s pawn with queen’s knight,
you would win a piece by playing queen’s bishop’s pawn one
square. If he take the pawn with queen’s pawn, you may
sacrifice the knight by taking king’s bishop’s pawn. You
might also on the sixth move have played queen to king’s
bishop’s third square; but the best move is at once to sa-
crifice king’s knight, by taking king’s bishop’s pawn; but
the succeeding moves are too difficult for any but experienced
players to understand ; they are given at length in my
SECOND SERIES OF LESSONS, page 60, to which I refer you.
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SIXTH GAME.

‘WHITE, BLACK.
1. K. P. two squares. 1. K. P. two squares.
2. K. Kt. to B. third square. 2. Q. Kt. to B. third square.

3. K. B. to Q. B. fourth square. 3. K. B. to Q. B. fourth square.
4. Q. B. P. one square.

No. 1.
4. K. Kt.to K. second square.
5. K. Kt. toits fifth square. 5. Castles.
6. Q. to K. R. fifth square. 6. K. R. P. one square.

Black played ill in moving king’s knight to king’s second
square; it is seldom the knight can be played to that square,
in the beginning, with safety ; it would have been much better
to have played it to king’s bishop’s third square, you could
not then have played queen. to king’s rook’s fifth square.
As he might have played queen’s pawn two squares instead
of castling, I shall give you a variation on that move.

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

In the first place.

7. Q. to K. square,
8. K. Kt, takes K. R. P. ch. 8. K. to R.second square,
9. K. Kt. to K, B, seventh 8q. ch. 9. K. to Kt, square.
10. Q. to adv. K. R. square, and checkmates,
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In the second place.

WHITE. BLACK,
7. K. R, takes Kt.
8. K. B, takes R. ch. 8. K. to R.second square.

You have evidently the best of the game, having gained
a rook and pawn for a knight.
Variation, beginning at the fifth move of the black.

Diacram No. 7.
5. Q. P. two squares.

6. K. P. takes P, 6. K. Kt. takes P.

7. Q. P. two squares. 7. P. takes P.

8. K. Kt. takes K. B. P. 8. Q. to K, second square, ch.
9. Q. to K. second square. 9, Q. takes Q.
10. K. takes Q. 10. K. takes K. Kt.
11, K. B, takes Kt. ch. 11. Q. B. to K. third square.
12. K. B. takes Q. Kt. 12. P. takes K. B.

This is a much better method of play for the black than
the former; you have, however, the best of the game, as his
pawns are separated.

‘No. 2.

Diacram No. 8.

4. K. Kt. to K. B. third square,
5. Q. P. two squares. 5. K. B. to Q. Kt, third square.
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In a variation, he takes queen’s pawn with king’s pawn,
which is better play.

WHITE, BLACK.
6. Q. P, takes P,
In the first place.
6. K. Kt. takes K. P.
7. Q. to her fifth square. 7. K. B.takes K. B. P. ch.

8. K. to his second square.

It is evident that black must lose a piece, arising from his
having taken your king’s pawn.

In the second place.

. 6, K. Kt. to K. R. fourth square.
7. K. B, takes K. B, P, ch. 7. K. takes B.
8. K.Kt. toits fifth square, ch.

If he play king to knight’s square, you should check with
queen at her fifth square. If he play king to knight’s third
square, you will win his queen at the least, by playing queen
to king’s knight’s fourth square; therefore,

8. K. to his square,
9, Q. takes Kt. ch.

White has the best of the game,
H
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In the third place.

WHITE, BLACK.
6. K. Kt. to its fifth square.
7. K. B. takes K. B. P. ch. 7. K. to B.square.
8. Q. B. to K. Kt. fifth square, 8. K. B. takes K. B. P. ch.
9. K. to his second square. 9. Q. Kt. to K. second square.
10, Q. to Q. Kt. third square. 10. K. B.to Q. Kt. third square,

11. K. B.to K. R. fifth square,
winning a piece with a very
powerful attack.

Variation, beginning at the fifth move of the black.
Diacram No. 9.
5. K. P. takes P.

6. K. P. one square.

If he play king's knight to king’s rook’s fourth square,
you play king’s knight to its fifth square, &c. If he play
it to king’s knight's fifth square, you take his king’s bishop’s
pawn with king’s bishop, &c. ; therefore,

[}

. K. Kt. to K. fifth square.
. K. Kt. takes K. B. P.

. P. tukes Q. B. P. ch.

. P. takes Q. Kt. P,

7. K. B. to Q. fifth square.
8. K. takes Kt.
9. K. to his square.

10. Q. B. takes P.

© D9

There is not much difference in the game ; the advantage
is, however, on your side.
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SEVENTH GAME.

WHITE. BLACK,
1. K., P. two squares. 1. K. P. two squares.
2. K. Kt. to B. third square. 2. Q. Kt. to B. third square.
3. K. B. to Q. B, fourth square. 3. K. B.to Q. B. fourth square.
4. Q. B. P. one square. 4. Q. to K. second square.

Black’s fourth move was formerly supposed to be the only
one that would effectually prevent the white from playing
queen’s pawn two squares ; it has since been discovered that
the pawn may be played two squares : this will be shown in
a variation.

5. K. castles. 5. Q. P. one square.
6. Q. P. one square. 6. Q. B, to K. third square.

Black’s fifth move was the best he could play; it may be
taken as a general rule, that when the adversary castles, if
you have not already moved your queen’s pawn, it is good
play to move it one square. You might on the sixth move
have played your queen’s pawn two squares. Black’s sixth
move is not the best he could play, king’s knight to king’s
bishop’s third square, or king’s bishop to queen’s knight’s
third square, would have been much better.

7. K. B.to Q. Kt. fifth square. 7. Q. R. P. one square.
8. K. B.to Q. R. fourth square. 8. Q. Kt. P. two squares,
9. K. B, to Q. B. second square.

H 2
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You have a very good game; black ought now to play
queen’s bishop to king’s knight’s fifth square ; if he were to
play out king’s knight in order to castle, he would lose a
piece or two bishops for a rook : for example,

WHITE,. BLACK,

9. K. Kt. to B, third square,
10. Q. P.one square. 10. P, takes P,
11, P, takes P.

If he remove king’s bishop, you advance queen’s pawn,
attacking two pieces; therefore,

11, Q. B. to its fifth square.
12. P. takes K. B. 12. Q. B. takes R.

13. Q. takes Q. B,, and has the best
of the game.

Variation beginning at the fifth move of the white.

Diacram No. 10.

5. Q. P, two squares, 5, P, takes P.
6. Castles,

First Defence.

6. P. takes P.
7. Q. Kt. takes P. 7. K. Kt. to B. third square.
. K.-P. one square. 8. K. Kt, to itsfifth square.
9. Q. Kt. to Q. fifth square. 9. Q. to her square,

10. Q. Kt, P. two squares,
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BLACK, WHITE.
9, K. R, takes B,

10. Kt. tukes Kt,

9, Castles,
10. K. Kt, takes R, ch,

You have the best of the game. If you had taken his

bishop with your knight, he would have checkmated you with
. his queen.

In the second pluce.

3. K. Kt, takes K. B. P, ch. 8. Kt. tahes Kt.

9. K. B, takes Kt. 9. Q. to K. B. third square,
10, K. B. to Q. Kt. third square. 10, Q. takes K. B. P, ch.
11, K. to Q. square. 11. Q. takes Kt. P,

.
Black must lose, as you threaten his rook, and also to
check king and queen with the queen’s bishop.

Variation, beginning at the fifth move of the black.

Diacram No. 11.

5. Q. B. to K. Kt, fifth square. 5. Q. to her second square.

6. K. B. to Q. Kt fifth square. 6. Q. R.P. one square.

7. K. B, takes Kt. 7. Q. takes B.

8. Castles. 8. K. B, P. one square.

9. Q. B.to Q second square. 9. K. Kt. to K. second square.

The game is equal. You might on the fifth move have
played king’s knight to bishop’s third square, or to king's
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FIRST GAME.

BLACK. WHITE.
1. K. P. two squares. 1. K. P. two squares.
2. K. Kt. to B, third square. 2. Q. Kt. to B, third square.
3. K. B. to Q. Kt. fifth square, 3. K. B. to Q. B. fourth square.
4, K. B. takes Kt, 4. Q. P. takes K. B,
5. K. Kt. takes K., P. 5. K. B.takes K. B. P. ch.
6. K. takes B. 6. Q. to her fifth square, ch.
7. K. to B. square. 7. Q. takes K, Kt.

Your position is better than his,

SECOND GAME.

BLACK. WHITE.
1. K. P. two squares. 1. K. P. two squares.
2. K. Kt. to B. third square, 2. Q. Kt. to B. third square.
3. K. B.to Q. B. fourth square. 3. K. B. to Q. B. fourth square.
4. Q. P. one equare. 4. Q. P. one square.
5. K. Kt. to its fifth square. 5. K. Kt. to R, third square.
6. Q. to K. R. fifth square. 6. Castles.
7. Q. B. P. oue square, 7. K. to R. square.

Your seventh move appears to be a bad one, as you leave
your king’s bishop’s pawn to be taken. Black will, however,
have the worst of the game if he take it : for example,

In the first place.
8, K. B. takes K, B. P. 8. Q. to K. B. third square.
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BLACK, WHITE.
9. Castles. 9. K. R. takes B,
10. K. Kt. takes R, ch, 10. Kt. takes Kt.

You have the best of the game. If you had taken his

bishop with your knight, he would have checkmated you with
. his queen.

In the second pluce.

8. K. Kt, takes K. B. P, ch. 8. Kt. takes Kt.

9. K. B. takes Kt. 9. Q. to K. B. third square,
10. K. B, to Q. Kt. third square. 10, Q. takes K. B. P. ch.
11, K. to Q. square. 11. Q. takes Kt. P.

€

Black must lose, as you threaten his rook, and also to
check king and queen with the queen’s bishop.
Variation, beginning at the fifth move of the black.

Diacram No. 11.

5. Q. B. to K. Kt, fifth square. 5. Q. to her second square,

6. K. B. to Q. Kt fifth square. 6. Q. R.P. one square.

7. K. B. takes Kt. 7. Q. takes B,

8. Castles. 8. K. B, P. one square.

9. Q. B. to Q second square. 9. K. Kt. to K. second square.

The game is equal. You might on the fifth move have
played king’s knight to bishop’s third square, or to king's
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second square; but it would have been bad play to have
moved king’s bishop’s pawn one square.

THIRD GAME,
BLACK. WHITE,
1. K. P. two squares. 1. K, P. two squares,
2. K. Kt. to B. third square. 2. Q. Kt. to B. third square.
8. K. B. to Q. B. fourth square. 3. K. B. to Q. B. fourth square,
4. Q. B. P. one square. 4. Q. P. one square.

In the first place.

5. Q. P. one square, 5. K. B. to Q. Kt, third square.
6. Castles. 6. K. Kt. to B. third square.
7. Q. B. to K. Kt. fifth square. 7. Castles.

8. Q. Kt. to Q. second square. 8. Q. B.to K. Kt. fifth square.
The game is quite equal. -

In the second place.

5. Q. P. two squares. 5. K. P. takes P.
6. Q. B. P, takes P. 6. K. B. to Q. Kt. third square.
7. Q. P. one square, 7. Q. Kt. to K. second square.

The game is equal. If you had played queen’s knight to
queen’s rook’s fourth square, on the seventh move, black
would have removed king’s bishop to queen’s third square,
threatening to advance queen’s knight’s pawn on your knight.
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CHAPTER XV.

THIRD OPENING, OR QUEEN'S BISHOP’S PAWN'S GAME.

FIRST GAME,
WHITE. BLACK.

1. K. P. two squares. 1, K. P, two squares,
2. Q. B.P. one square,

The best move is to play queen’s pawn two squares; we
shall, however, suppose him to play,

In the first place,

2. K. B.to Q. B. fourth square.

3. K. Kt. to B. third square. 8. Q. P.one square.
4. K. B.to Q. B, fourth square. 4. K. Kt. to K. B, third square.
5, Castles, 5. K. Kt takes P.
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Taking this pawn is a bad move, he ought to have played
queen’s knight to queen’s bishop's third square, or he might
have castled.

WHITE. BLACK.
to Q. R. fourth square, ch, 6. Q. B. P, oue square,
7. K.

6. Q. B.
7. K. B. takes K. B. P, ch. takes B.
8. Q. takes K. Kt.

Your position is superior to his.

In the second place.

2. K. Kt. to B. third square.
- Q.to Q, B. second square. 3. K. B. to Q. B. fourth square.
. K. Kt. to B. third square.

W

First Defence.
4. K. Kt. to its fifth square.

5. Q. P, two squares.’ 5. K. P, takes P.
6. Q. B, P, takes P, 6. K. B. checks.
7. Q. Kt. to Q. B, third square. 7. Q. to K. second square.

Your position is better than his, on account of your centre
pawns. Black’s fourth move is a bad one; such premature
attacks should be avoided.

Second Defence.

4. Q. Kt. to Q. B. third square,
5. K, B. to Q. B. fourth square. 5. Q. P. one square.
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WHITE. BLACK.
6. K, castles, 6. K. castles. .
7. Q. P. one square, 7. Q. B. to K. Kt. fifth square.

The game is quite equal.

SECOND GAME.
WHITE, BLACK,
1. K. P. two squares. 1. K, P. two squares.
2. Q. B. P. one square, 2. Q. P. two squares.
3. K. Kt. to B. third square.

First Defence.

3. Q. P. takes P.
4. K, Kt. takes P. 4. K. B. to Q. third square.,
5. K, Kt.to Q. B, fourthsquare. 5, Q. B. to K. third square.
6. Q. P. two squares.

The game is equal. You would have played ill had you
checked him with your queen on the fifth move, and then
have taken his king’s pawn, because he would have won your
knight by playing queen to king’s second square, and
afterwards king’s bishop’s pawn one square.

Defence, the black having the first move.

FIRST GAME.
BLACK, WHITE,
1. K. P, two squares. 1. K. P. two squares.



108 QUEEN’S BISHOP'S PAWN’S GAME.

BLACK, ‘WHITE,
2. Q. B. P. one square. 2. Q. P. two squares,
3. P. takes P. 3. Q. takes P,

If he play queen’s pawn one square, you may play king’s
bishop’s pawn two squares : if

4. Q. P. two squares. 4, P. takes P,

5. P, takes P, 5. K. B. checks.

6. Q. Kt. to B. third square, 6. K. B, takes Kt

7. Q. Kt. P. takes B. 7. Q. B, P. two squares.

8. Q. B. to K. third square. 8. P. takes P.

9. P. takes P. 9. Q. Kt. to B. third square.

Your position is better than his, in consequence of his
isolated pawn.

SECOND GAME.

BLACK, WHITE,
1. K, P. two squares. 1. K. P. two squares,
2. Q. B. P. one square. 2. Q. P. two squares,
3. K. Kt, to B, third square. 3..P. takes P.
In the first place.
4. Q. checks. 4. Q. B. P, one square.
5. Q. takes P, 5. K. B. to Q. third square.
6. Q. P. two squares. 6. K. B. P. two squares,
7. Q. to Q. B, second square, 7. K. P. one square,

The position is in favour of the white.
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In the second place.

BLACK. WHITE,
4, K. Kt. takes P. 4. K. B. to' Q. third square,
5. Q. P. two squares, 5. Q. to K. second square,

6. Q. B. to K, B. fourth square, 6. K. B, P. one square.

7. Q. to K. R. fifth square, ch. 7. K. to B. square.

8. K. Kt. to its sixth square, ch, 8. P. takes Kt.

9. Q. takes R. 9. B. takes B. R
10. K. B. to Q. B. fourth square.  10. Q. B, to K. third square.

The game is in your favour, as you have won two pieces for
a rook. Black ought on the sixth move to have played king’s
knight to queen’s bishop’s fourth square.
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CHAPTER XVI.

KING’S GAMBIT.

Tue king’s gambit is a favourite game among the genera-
lity of players; it is a very attacking game, and gives rise
to many interesting positions.

Authors and players have differed with regard to this
method of opening the game, some contending that as a
pawn is sacrificed on the second move, the first player ought
to lose the game; others say that the attack compensates for
the loss of the pawn, and therefore the game may be played
without danger ; moreover, the pawn which takes on the second
move, is doubled on the same file with another, which is some-
times a disadvantage. Both parties can cite authorities for
their opinions, and it is perhaps difficult to determine which is
right. One thing, however, is certain, that no one contends
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that the first, or gambit player, ought to win ; the utmost he
can hope for against a good player, is to draw : this is also
the case with all other openings when well played. There is,
besides, more variety in this game than in others, and it con-
sequently requires more knowledge and practice; it is, there-
fore, usually attempted in playing against an inferior player,
or when the first player gives the odds of a rook or knight.
The word gambit is said to be derived from an Italian phrase
used in wrestling, signifying a peculiar movement by which
the adversary is tripped up.

Let us now proceed to examine the leading moves of this
opening.

FIRST GAME.
WHITE. BLACK.

1. K. P. two squares. 1. K. P. two squares.
2. K. B. P. two squares.

This pawn you sacrifice in order to gain an attack, and to
establish your king's and queen’s pawns in the centre of the
board. The best move for the black, is to take and defend
it: but instead of that, he may refuse, and play either

1. Q. P. two squares, or,
2. K. B. to Q. B, fourth square.
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No. 1.
WHITE,. BLACK,
2. Q. P. two squares.
3, K. P. takes P. 3. Q. takes P.
4. Q. Kt, to B. third square. 4. Q. to K, third square.

If instead of taking your pawn with the queen, he had
taken the other pawn with the king’s pawn, your move would
be king’s knight to bishop’s third square, to prevent his
checking you with his queen at king’s rook’s fifth square.
If on the fourth move he play queen to her own square, you
may take his pawn with king’s bishop’s pawn ; and should he
then play queen to king’s rook’s fifth square checking, you
must interpose king’s knight’s pawn, and he is obliged to re-
move his queen, which cannot be played to your king’s fourth
square attacking the king and rook, on account of the
position of your queen’s knight.

At present, he threatens, by taking your king’s bishop’s
pawn, to give you a check by discovery; this you may allow
him to do, and play
. takes P. checking,

. checks.

. to Q. Kt. third square,
. P. one square,

K. Kt, to K. B. third square., 5,

K. to B, second square. 6.

Q. P. two squares, 7

K. B. to Q. Kt, fifth square,ch. 8

K. R.to K. square, winning the
queen,

©ENon
Omm™
“’uw
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The moves of the black are very natural to a young player,
but they have lost him the game. His check with the king’s
bishop was bad play, because you advanced your queen’s
pawn, and compelled it to retire; he ought then to have
played to king's second square, instead-of to queen’s knight’s
third square, and you could not in the former case have won
his queen. If on the eighth move he had played the king to
queen’s square, or to king’s bishop’s square, thinking by
that means to save the queen, you would still have played
your rook to king’s square, winning the queen at the least,
for if he remove her, you give checkmate with rook at ad-
verse king’s square.

Instead of checking with the bishop on the sixth move,
black ought to have played (in order to prevent your king’s
bishop from checking him),

WHITE, BLACK.

6. Q. B. P. one square,
7. K. B. to K. second square. 7. K. Kt. to B, third square.
8. K. R. to K. square, 8. K. B. to K. second square,

The game is now about equal ; your next move should be

either queen’s pawn two squares, or king to knight’s square.

You will, perhaps, think it strange that I should let you

move the king on the sixth move instead of interposing

queen or king’s bishop, as by so doing, you are prevented
1
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from castling ; but on examination, you will find that you suffer
no inconvenience from it, and that you have the chance of
winning his queen as above.

In similar positions, when the black has his king and queen
on the same file, it is often good play to move the king in
order to attack them with the rook.

No. 2.
WHITE, BLACK,
2. K. B. to Q. B, fourth square.
3. K. Kt. to B, third square, 8. Q. P. one square,

4. Q. B, P. one square.

You play king’s knight to bishop’s third square, to prevent
its being taken by the bishop, and also at the same time to
attack the king’s pawn. Had you taken his king’s bishop’s
pawn on the third move, you would have exposed yourself
to a dangerous check from the queen at your king’s rook’s
fourth’square.

4. Q. to K. second square.
5. Q. P. two squares. 5. K. P. takes Q. P,
6. Q. B. P, takes P. 6. K. B. to Q. Kt, third square.
7. Q. Kt. to Q. B. third square.

You have the best of the game owing to your centre pawns.
You will naturally ask why the black did not take your
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king’s pawn on the sixth move checking the king; the fol-
lowing moves will prove that if he had so done, he would
have lost a piece : for example,

WHITE. BLACK.
6. Q. takes K. P, ch,
7. K. to B, second square,

Black is compelled to remove the king’s bishop or lose it;
he plays, therefore,

7. K. B. to Q. Kt third square.
8. K. B. checks.

If black interpose any piece, you will evidently win the
queen by playing your rook to king’s square; he therefore
plays

8. K. to K. B. square, or to Q. sq.
9. K. R. to K. square,
also winning the queen; for if he remove her, you will check-
mate him by playing rook to his king’s square. These moves
prove that black must lose the king’s bishop at the least.

THIRD GAME.

WHITE, BLACK,
1. K. P. two squares. 1. K. P, two squares,
2. K. B. P. two squares. 2. P. takes P.

3. K. Kt. to B. third square.
12
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This move of the knight is one of the best that can be
played; you bring a piece into play, and prevent the black
from checking you with the queen. Black ought now to
move king’s knight’s pawn two squares, in order to defend
the gambit pawn; if instead, he were to play king’s bishop
to queen’s bishop’s fourth square, you would advance queen's
pawn two squares, forcing his bishop to retire to the improve-
ment of your game. But suppose he play

3. K. Kt. to B. third square.

4. K. P. one square, 4. K. Kt. to Q. fourth square.
5. Q. B. P. two squares. 5. K. Kt. to Q. Kt. fifth square.
6. Q. P. two squares, 6. K. Kt. P. two squares.

7. K. R. P, two squares.

It is evident he cannot defend the king’s knight’s pawn
with his king’s rook’s pawn, bacause you would take the
pawn with yours, and he could not retake without losing his
rook ; he therefore moves,

In the first place,

7. K. Kt. P. one square.
8. K. Kt. to its fifth square. 8. K. R, P. one square.
9. K. Kt. to K. fourth square, 9. K. B. to K. second square.
10. Q. B. takes P.

You have the best of the game, as black’s pieces are much
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confined ; if he were now to take your king’s rook’s pawn
giving check, you would interpose king’s knight’s pawn, and
afterwards take his king’s rook’s pawn.

In the second place.

WHITE. BLACK.
7. K. B. P, one square.
8. Q. R. P one square. 8. K. Kt. to Q. B. third square.
9. K. Kt tukes K. Kt. P. 9. P. takes Kt.
10. Q. checks. 10. K. to his second square.
11. Q. takes K. Kt, P. ch. 11. K. to B, second square.
12. Q. takes P. ch. 12, K. to Kt. square.
13. Q. B. P. one square. 13. Q. P. two squares, to prevent

the check of the B.
14. Q. B. P, takes P. en pussant.  14. Q. B. to K. third square.

15. Q. P. one square. 15. Q. B. takes P,
16. K. B. to Q. B, fourth square, 16, B. takes B.
17. Q. takes B. ch. 17. K. to Kt, second square.

18. Q. to K. sixth square, threaten- 18. K. R. P, one square.
ing checkmate with Q. B.

19. K. R. to its third square, and wins, the check of the rook being fatal
to the black.

I have purposely given you more moves than usual in this
game, in order to show you how to conduct an attack after
sacrificing a piece. It is usually bad play in the king’s
gambit to move king’s bishop’s pawn one square, in order to
defend the king’s knight’s pawn,
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FOURTH GAME.

WHITE.
two squares,

BLACK,
1. K. P. two squares.
2. P. takes P.

1. K. P,
2. K. B. P. two squares,
3. K. Kt. to B, third square. 3. K. Kt. P. two squares.

This is the best mode of play for the black. You have
now two methods of playing, viz., king’s rook’s pawn two
squares, or king's bishop to queen’s bishop’s fourth square ; the
latter is oftener played than the former, and will be the sub-
ject of a future game ; at present, we will suppose you to play

4. K. R. P. two squares,

5. Kt. takes K, Kt. P,

6. Q. checks.

7. Q. takes Kt. P, ch,

8. Q. to K. R. fourth square.
9. Q. to Kt, fifth square, ch.

4. K. B. P. one square.

5. P. takes Kt.

6. K. to his second square.
7. K. to his square.

" 8. K. to his second square.

9. K. to B. second square,

10. Q. takes R. and ought to win.

This is another proof that it is bad play to move king’s
bishop’s pawn one square defending king’s knight's pawn.
If he were on the fourth move to play king’s bishop to king’s
second square, or to king's rook’s third square, you should
take his king’s knight’s pawn with yours, and afterwards play
queen’s pawn two squares, and he would not long be able to
defend the gambit pawn.
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FIFTH GAME.

WHITE. BLACK.

1. K. P. two squares. 1. K. P. two squares.

2. K. B. P. two squares. 2. P. takes P.

8. K. Kt. to B. third square. 3. K. Kt, P. two squares.

4. K. B. to Q. B. fourth square, 4. K. B. to K. Kt, second square.

This move of the black is considered one of the best that
can be played : it prevents your knight from advancing to
the king's fifth square, and by defending his rook, enables
him afterwards to defend his king’s knight's pawn with king’s
rook’s pawn. The next best move for you is to play either
king’s rook’s pawn two squares or to castle.

Suppose you play
5. K. R. P. two squares,

First Defence.

5. K. B. P. one square.

6. K. Kt. takes K. Kt. P, 6. P. takes Kt.
7. Q. checks. 7. K. to his second square.
8. Q. to K. B. seventh square, ch, 8. K. to Q. third square.
9. Q. takes B. and has the best of
the game.
Second Defence.

5. K. Kt. P. one square,
6. K. Kt.'to its fifth square. 6. K. Kt. to R. third square.
7. Q. P. two squares. 7. K. B. P. one square.
8. Q. B. takes P,
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In the first place.

WHITE. BLACK.
8. P. takes Kt,
9. Q. B. takes P. 9. K. B. to its third square.
10. Q. B. takes Kt. 10. K. B. takes P. ch.

11, K. to his second square.

There is not much difference in the game.

In the second place.

8. Q. P, onesquare.

You might save your knight by playing it to king’s sixth
square, but it is better to play as follows :

9. Castles. 9, P. takes Kt.
10. Q. B. takes P, 10, Q. to her second square.
11, Q. to her second square. 11, K. Kt. to its square.

“12. R, to K. B. seventh square,
wins K. B, and remains with
the best of the game.

Third Defence.

5. K. R. P. one square.
6. Q. P. two squares. 6. Q. P, one square.
7. Q. B. P. one square,

In the first place.

7. Q. B. to K. third square.
8. K. B. takes B. 8. P. takes B.
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WHITE, BLACK.
9. K. R. P takes P. 9. P. takes P,
10. R. takes R. 10. B. takes R.

11, Q. to Q. Kt. third square, and
wins a Pawn,

In the second place.

7. Q. B. to K, Kt, fifth square,
8. Q. to Q. Kt. third square.

If he were to take king’s knight with queen’s bishop, you
should take king’s bishop’s pawn checking, and afterwards
take his queen’s bishop ; but if he play

8. Q. B. to K. R, fourth square,
9. K, R. P. takes P, 9. P. takes P,

10, K. R. takes Q. B. 10. K. R. takes R.
11. K, B. takes K. B. P. checking,

and afterwards takes K. R.

having much the best of the

game.

The seventh move of the black in this defence is incorrect,

as he loses at least a pawn by it; the proper move is queen’s
bishop’s pawn one square, as in the next game.

8IXTH GAME.

WHITE. BLACK,

P. two squares. P. two squares,
B

1. K. 1. K.
2. K, B. P. two squares, 2. P. takes P.
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WHITE. BLACK.

3. K. Kt. to B. third square. 3. K. Kt. P. two squares.

4. K. B. to Q. B. fourth square, 4. K. B. to K. Kt. second square.
5. K. R. P. two squares, 5. K. R. P. one square.

6. Q. P. two squares, 6. Q. P.one square,

7. Q. B. P. one square. 7. Q. B. P. one square.

8. P. takes P. 8. P, takes P.

9. K. R. takes R. 9. K. B. takes R.

In this position black has still the best of the game, having
a pawn more than the white. In the present position, if you
were to play queen to queen’s knight’s third square, he would
move queen to king’s second square; but if instead of moving
the queen, you were to play king’s knight to king’s rook’s
second square, in order afterwards to play queen to king’s
rook’s fifth square, he might play king’s knight to bishop’s
third square. The following method of play is very attack-
ing and ingenious, and may be ventured against an inferior
player :

10. X. Kt. to K. fifth square. 10. Q. P, takes Kt.
11. Q. to K. R. fifth square. 11. Q. to K. B. third square.
12. P. takes P. 12. Q. to K. Kt. second square.

13. P. to K. sixth square.

He might now take the pawn with queen’s bishop, and
would have rather the best of the game; but suppose he

play
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WHITE, BLACK,
13. K. Kt. to B. third square.

14. P, takes P, ch,
In the first place.
14, K. to B, square.
15. Q. B, takes P.
He cannot take the queen, because the queen’s bishop would
checkmate, neither can he take the queen’s bishop, because
the queen would checkmate ; therefore,

15. K. Kt. takes P,
16. Q. Kt. to Q. second square. 16, P. takes Q. B.
17. Kt. takes Kt,

Though you -have a piece less, yet your attack is very
strong. If he were now to play queen to king’s fourth
square in order to exchange, you might castle, and he could
not take the queen without soon losing the game.

In the second place.

Diacram No. 12.

14. K. to his second square.
15. Q. to K. second square. 15. Q. B. to K. Kt, fifth square.
16. Q. to her third square. 16. Q. Kt. to Q. second square,

Black has much the best of the game, having gained a
piece for which you have no attack of consequence.
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SEVENTH GAME.

WHITE. BLACK,

1. K. P. two squares, 1. K. P. two squares.

2. K. B. P. two squares. 2. P. takes P,

3. K. Kt. to B. third square. 3. K. Kt. P. two squares.
4. K, B. to Q. B. fourth square. 4. K. Kt. P. one square.

The black’s fourth move gives rise to many interesting
variations of the king's gambit; it is difficult to determine
whether it is a better move than playing king’s bishop to
knight’s second square; the usual moves for the white are,
to play king’s knight to king’s fifth square, or to castle.

Suppose then,

5. K. Kt. to K. fifth square. 5. Q. checks.

6. K. to B. square, 6. K. Kt. to K. R. third square.
7. Q. P. two squares. 7. Q. P. one square,

8. K. Kt. to Q. third square. 8. Gambit P. one square.

All these are regular moves, and usually played in this sort
of gambit. Some players instead of giving the check, play
king’s knight to rook’s third square on the fifth move; it is,
however, better to check, as it compels you to move the king.
You ought now to advance the pawn on the queen ; we will,
however, suppose you to play,

No. 1.

9, P. takes P. 9. P, takes P,
10. Q. takes P. 10. Q. B, checks.
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If you play king to his second square, you lose the queen
by his 'attacking her with queen’s bishop at king’s knight’s
fifth square ; if you play king to knight's square, the check
of the rook will also cost you the queen, and consequently
the game.

No. 2.

WHITE. BLACK.
9. K, Kt. P. one square.

Diacram No. 13.
First Defence.

9. Q. to K. second square,
10. Q. Kt. to Q. B. third square.  10. Q. B. P. one square.

The game is rather in favour of the white, for by playing
the king’s rook’s pawn one square, you will be able to break
through the pawns on that side.

Second Defence.

9. Q. to K. R. sixth square, ch.
10. K. to his square.

If he play queen to king’s knight’s seventh square attack-
ing the rook, you will win his queen by playing first king’s
knight to king’s bishop’s second square, and afterwards
king’s bishop to its square; you also threaten by playing
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king’s knight to king's bishop’s fourth square to win his
queen ; therefore he plays

WHITE, BLACK,
10. Q. to K. R. fourth square.

11. K. Kt. to K. B. fourth square. 11. Q. to Q. R. fourth square, ch.
12. Q. B. to Q. second square.

In the first place.

12. Q. to Q. Kt. third square.
13. K. Kt. to Q. fifth square,

If he takes queen’s knight's pawn, he loses the queen by
your playing queen’s bishop to its third square. If he play
queen to queen’s bishop’s third square, you also win her by
playing king’s bishop to queen’s knight’s fifth square, for if
he take the bishop, you check king and queen with king’s
knight; therefore he plays

13. Q. takes Q. P.

14, K. B. to Q. third square. 14. Q. to Q. B, fourth square.
15. Q. Kt, P, two squares.

He must lose the queen, for if he play queen to her fifth
square, you move queen’s bishop to its third square; if he
play her to queen’s bishop’s third square, you attack her
with king’s bishop as before.
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In the second place.

Diacram No. 14.
WHITE, BLACK.
, 12. Q. to Q. R. fifth square,
13. Q. Kt.to Q. R. third square. 13. Q. B. P, one square.
14. K. Kt. to Q. fifth square,

It is evident that if he take the knight, he loses his queer
by a check from your king’s bishop ; therefore,

14. Q. Kt. P, two squares.

15. Q. Kt, P. one square, 15. Q. takes Q. Kt.

16. Q. B. to Q. Kt. fourth square. 16. Q. to adv. Q. Kt. second square,
17. Q. R. to Q. Kt. square. 17. Q. takes Q. R, P.

18. Q. R. to its square, 18. Q. to adv. Q. Kt. second square.
19. Q. B. to its third square. 19. Q. takes R.

20. Q. takes Q.

You have much the best of the game, for if he take king’s
bishop, you check*king and rook with the knight; if he
take king’s knight, you retake with king’s bishop, equally
winning queen’s rook.

EIGHTH GAME.

WHITE. BLACK,

1. K. P. two squares, 1. K. P, two squares.

2. K. B. P. two squares. 2. P, takes P.

3. K. Kt. to B, third square. 3. K. Kt. P. two squares.
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WHITE., BLACK.
4. K. B. to Q. B. fourth square. 4, K, Kt. P. one square.
5. K. Kt. to K. fifthsquare. - 5. K. Kt. to K. R. third square.

First Defence.

6. Q. P. two squares, 6. Q. P. one square.

7. K. Kt. to Q. third square. 7. Gambit P. one square.

8. K. Kt. P. one square. 8. K. Kt. to its square.

9. K. R. P. one square, 9. K. R. P. twn squares.
10, P. takes P. 10. Q. B. takes P,

In this position your game is better than his, because his
pawns on the king’s side are broken up. If you had not
played king’s rook’s pawn on the ninth move, he would have
played king's bishop to king’s knight’s second square, in
order to be able afterwards to take your pawn with king’s
rook’s pawn instead of with queen’s bishop, his pawns would
then have been united and strong.

Second Defence.

Diacgram No. 15.

6. K. Kt. tukes K. Kt, P, 6. Q. checks.
7. K. Kt. to K. B. second square. 7. Q. P. two squares.

You did not play well to take bis king's knight’s pawn on
the sixth move, queen’s pawn two squares is much better.



KING'S GAMBIT. 129

If you were now to take queen’s pawn with king’s bishop, he
would win you queen by playing queen’s bishop to king's
knight’s fifth square ; therefore,

In the first place,

WHITE. BLACK.
8. K. B. to Q. third square, 8. K. B. to Q. B. fourth square.
9. Q. to K, second square, 9. K. Kt. to its fifth square.
10. K. R. to K, B, square. 10. K. Kt. takes Kt.
11. K. R, takes Kt. 11. Q. takes R.ch.
12. Q. takes Q. 12. K. B.takes Q.
13. K. takes K. B, 13, P. takes P. .

Black has the best of the game, having gained a rook for
a bishop.
In the second place.

8. K. P. takes P. 8. Gambit P. one square.
9. K. B. checks. 9. Q. B. P. one square.
10. P, takes P, 10. Q. to K. second square.
11. K. to K. B. square. 11, P. takes P.
12. K. takes P. 12. Q. to K. Kt. fourth square, ch,

You must lose your bishop, and consequently have the
worst of the game.

If instead of checking with your bishop on the ninth
move, you had played it to queen’s knight’s third square or
to queen’s third square, he would have taken your king’s

K
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knight’s pawn, and afterwards your king’s rook’s pawn. If
you had played king’s bishop to its own square, he would
have won a piece by checking with queen at king’s second

square.
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CHAPTER XVII.

SALVIO GAMBIT.

Ta1s gambit which first appeared in Salvio’s Treatise on
Chess, differs from the common king’s. gambit on the sixth
move of the second player; the usual move is to play the
king's knight to king’s rook’s third square; but in the Salvio
gambit it is played to king’s bishop’s third square: it is an
ingenious move, and a good one when the player receives the
odds of a piece, but against equal play, the other move is
considered the best.

FIRST GAME.

'WHITE, BLACK,
1. K. P, two squares. 1, K. P. two squares.
2. K. B. P. two squares, 2. P, takes P,
3. K. Kt, to B. third square. 3. K. Kt. P. two squares.
4. K. B. to Q. B. fourth square. 4. K. Kt. P, one square.

K 2
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Black played correctly in moving the king to his second
square rather than to queen's square, though some interest-
ing moves occur when the latter in played : for example,

Diaanam No. 16.

7. K. to Q. square.
0, K. B to Q. Kt third aquars, 8. K. Kt. to K. R. fourth square.
0, K. Kt to, K, I weventh sy, oh, 9, K, to his square,
10, K, Kt, MTTRID 10, K Kt. to its sixth square, ch,
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WHITE. BLACK,

10. K. B. to Q. Kt. third square.  10. K. Kt. to K. B. third square.
11. Q. P. two squares, 11. Q. P. one square.

12, K, Kt. to Q. third square. 12. Gambit P. one square.

13. P, takes P. 13, P. takes P.

14, K. to B. second square.

The game is about equal, as black will not long be able to
defend the pawn at king’s bishop’s sixth square.
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which makes it impossible to defend the gambit pawn for
many moves; but if you play as follows, you acquire a very
strong attack : for example,

WHITE, BLACK.
5. K. Kt. P, one square, 5. P, takes P.
6. Castles. 6. P. takes P. ch.

7. K. to R, square.

First Defence.

7. K. B. to K. second square.
8. K. B. takes K. B. P, ch. )

In the first place.

8. K. takes B.
9. K. Kt. to K. fifth square, ch. 9. K. to his third square,
10. Q. to K. Kt. fourth square, ch. 10, K. takes Kt.
11. Q. to K. B. fifth square, ch. 11, K. to Q. third square,
12. Q. to her fifth sq. checkmating,

These moves are very brilliant. Black played badly in
moving king’s bishop to king's second square; he ought,
instead, to have played queen’s pawn two squares. If, on
the ninth move, black had played king to his square, he
would evidently have lost the queen by your attacking her
with king’s knight.



10,
11,
12.
13.
14.

8.

CUNNINGHAM GAMBIT,
In the second place.

Diacgram No. 19.

WHITE. BLACK.
8. K. to B. square.
. K. Kt. to K. fifth square. 9. K. Kt. to B. third square.

K. B. to Q. Kt. third square.  10. Q. to K, square,
K. Kt. to K. B. seventh square. 11. K. R. to K. Kt. square.

K. P. one square, 12. Q. P. two squares,
P. takes Kt. 13. P, takes P.
K. B. takes P.

You have the best of the game.

Second Defence.
Diacram No. 20.

7. Q. P. two squares.
K. B. takes P. 8. K. Kt. to B. third square.

137

If you were to take his king’s bishop, he would take yours
with king’s knight; if you remove bishop to queen’s knight’s
third square, he takes your king’s pawn; therefore,

9.
10.

K. B, takes K. B. P. ch. 9. K. takes B.
K. Kt. takes B. 10. K. R. to K. B. sq.

You cannot gain king’s knight by advancing king’s pawn
because he would check you with his queen at her fifth square,



138

CUNNINGHAM GAMBIT.

obliging you (in order to defend king’s knight) to move king’s
knight to bishop’s third square; he then has time to remove

his knight.

1
12
13,

WHITE.
. Q. P. two squares.
. Q. B, to K. Kt. fifth square.
. Q. B. takes Q,

14. Q. takes R.

15

. K. takes P.

Suppose you play

BLACK.
11. K. to Kt. square.
12. K. Kt. takes K. P.
13. R. takes R. ch.
14. K. Kt. to its sixth square, ch.
15. Kt. takes Q. ch.

Black has the best of the game.
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It would evidently be bad play to move king’s bishop’s
pawn one square, on account of the check from your queen;
thercfore,

WHITE, BLACE.
4. K. R. P, one square.
. Q. P.two squares, . K. B. to K, Kt, second square.
. P. takes P. . P. takes P,
. R. takes R. . B. takes R.

. Q.to K. R. fifth square,
. K. P. one square.
. K. Kt. to K. R. third square.

. Q. to K. B. third square.
Q. to K. Kt. second square.

S ©®N oW
© oo

-

You have the best of the game, as he cannot prevent your -
winning a pawn. These moves show that you must not
defend the gambit pawn in the usual way, by playing king’s
knight’s pawn two squares ; the best move instead, is to check
with the queen.

No. 2.

Diacram No. 21.

3. Q. to K. R. fifth square, ch.
4, K. to B. square.
First Defence.

4. K. B. to Q. B. fourth square.
5. Q. P. two squares. 5. K. B. to Q. Kt. third square.
6. K. Kt. to B. third square.

If he play queen to king’s rook’s third square, you play
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king’s knight to king’s fifth square, secure of winning a rook
for a knight; therefore,

In the first place,

WHITE. BLACK.

6. Q. to K. Kt. fifth square.
7. K. B. takes K. B. P, ch.

If he take the bishop you check king and queen with the
knight ; therefore,
7. K. to B. square.

8. K. R. P, one square, 8. Q. to K. Kt. sixth square,

9. Q. Kt. to Q. B, third square, 9. K. takes B,

10. Q. Kt. to K, second square. 10. Q. to K. Kt. third square,
11. K. Kt. to K. fifth square checks,

and wins the queen.

Black could not save the queen after having played her on
the sixth move to king’s knight’s fifth square; he ought to
to have moved her to king’s rook’s fourth square.

In the second place.
6. Q. to K. second square.

7. Q. B. takes P, 7. Q. takes K, P,

8. K. B. takes K. B. P. ch. 8. K. to B, square.

9. Q. B. to K. Kt. third square, 9. Kt. to K, R. third square,
10. Q. Kt. to Q. B. third square. 10. Q. to K. second square.
11, K, B. to Q. B. fourth square.

White has the best of the game
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Second Defence.
Diacram No. 22.

WHITE. BLACK.
K. Kt. P, two squares.

. Q. to K, R. fourth square,

. Q. P. one square,

. K. B. to K. Kt. second square.
. K. R. P. one square.

. Q. to K. Kt, third square.

5. K. Kt. to B, third square.
6. Q. P. two squares.

7. Q. to her third square,

8. K. R. P, two squares.

9. K. to Kt, square.

CONO TP

Black has, perhaps, rather the best of the game, which is,
however, difficult for both parties.

SECOND GAME.

WHITE. BLACK,
1, K. P. two squares, 1. K. P, two squares,
2. K. B. P. two squares, 2. K. P, takes P,
3. K. B. to Q. B. fourth square, 3. Q. checks.
4. K. to B. square, 4. K, Kt, P. two squares.
5. K. Kt. to B. third square, 5. Q. to K. R. fourth square.
6. K. R. P. two squares.
First Defence.

6. K. Kt. P, one square,
7. K. Kt, to its fifth square. 7. K. Kt, to K. R. third square,
8, Q. P. two squares. 8. K. B, P. one square,
9. K. Kt. to R. third square. 9. Q. takes K. R, P,

10. Kt.to K, B. second square.
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In the first place.

WHITE, BLACK.
10. Q. to K. Kt. fourth square.
11. K. Kt, to Q. third square, 11, Q. P. one square.

12, K. Kt, takes P,

Your game is as good as his, though he has a pawn more:
your position is much superior to his.

In the second place.

10. Q. to K. Kt, sixth square.
11. Q. Kt. to Q. B. third square.  11. P. to K. B, sixth square.
12. P. takes P. 12. P. takes P,
13. Q. B. takes K. Kt. 13. K, B. takes B.
14, K. R. takes B.

You have decidedly the best of the game. If he were now
to check you with the queen, and afterwards repeat the check
at your king’s knight’s square, you should interpose king’s
bishop to save king’s knight, Had he not advanced the pawn
on the eleventh move, you would have won his queen by
playing queen’s knight to king’s second square.

Second Defence.

Diacram No. 23:

6. K. B. to K. Kt. second square.
7. Q. P. two squares, 7. Q. P. one square.
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BLACK,
8. Q. B. to K. Kt,. fifth square.
9. Q. B, takes Kt,
10. Q. takes P, ch,

WHITE.
8. K. to Kt. square.
9, P. takes P.
10, K. Kt. P. takes B,
11. K. to B. square.
The game is rather in favour of the black. The sixth
move of the black is the best he can play, for you cannot

take his knight’s pawn, either with the pawn or knight.
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WHITE. BLACK,
5. K. B, takes P. 5. Q. B. to Q. second square.
6. Q. to K. B. third square,

You will win the queen’s rook at the least, for you threaten
checkmate by taking his king’s bishop’s pawn, and he cannot
defend the rook without being checkmated in two moves at
most. Black played ill in advancing queen’s knight’s pawn
two squares: in the queen’s gambit it is bad play to defend
the gambit pawn; in this respect it differs very materially
from the king’s gambit. It is better to play the king’s pawn
two squares on the third move, unless you know that your
adversary usually defends the gambit pawn, in which case
you play it one square only.

Second Defence.

4. Q. B. P. one square.
. P. takes P. 5. P. takes P.
. Q. to K. B. third square, and
wins a piece.

[

Third Defence.
4. Q. B. to Q. second square.

5. P, takes P. 5. Q. B. tukes P.

6. Q. Kt. P, one square, 6. Q. to her fourth square.
7. P. takes P, 7. Q. B, takes P,

8. Q. to Q. R. fourth sq. checks,

and wins Q. B.
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If black had not played queen to her fourth square (sixth

move), he must have lost the gamblt pawn.

SECOND GAME.

-t

Wﬂl'l'l;. . BLACK.
. Q. P. two squares, 1. Q. P. two squares.
. Q. B. P. two squares. 2. P. takes P.
. K. P. two squares. 3. K. P. two squares.
. P. takes P. 4. Q. takes Q.
. K. 5.

Q. Kt. P. two squares,

Black ought on the fifth move to have played queen’s

knight to queen’s second square; his previous moves are
correct. You might have played queen’s pawn one square,
instead of taking his pawn on the fourth move.

6. Q. R. P. two squares. 6. Q. B. P, one square.
7. P. takes P. ' 7. P. takes P,
8. Q. Kt. to Q. B. third square.

First Defence. »
8. Q. B, to Q. second square

9. Q. Kt. to Q. fifth square. " 9. K.to Q. square.
10. Q. Kt. to its sixth square, and

wins a R. for a Kt, . .
Second Defence.
Diacram No. 24.

8. Q. B. to Q. R, third square,
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WHITE, BLACK,
9. Q. Kt. P. one square. 9. Q. Kt. P. one square.
10. Q. Kt. to Q. fifth square. 10. K. to Q. square,

You have the best of the game; you may either take his
pawn or play queen’s bishop to queen’s second square. If
he had taken your queen’s knight's pawn in the ninth move,
your best move would be to take his queen’s bishop with
your rook.

TUIRD GAME.

WHITE, BLACK.

1. Q. P. two squares. 1. Q. P. two square.

2. Q. B. P. two squares. 2. P. takes P.

3. K. P. two squares. 3. K. P. two squares.

4. P. takes P. 4, Q. takes Q.

5. K. takes Q. 5. Q. Kt. to Q. second square,

6. K. B. P. two squares. 6. Q. Kt. to Q. B. fourth square.
7. Q. Kt. to Q. B. third square, 7. Q. B. P. one square.

8. Q. R. P. two squares, 8. Q. B. checks.

9. K. Kt. to B. third square. 9. Q. R. checks,

10. K. to his square.

If on the eighth move you had taken the gambit pawn
with king’s bishop, he would have played queen’s knights
pawn two squares, and afterwards another square, forcing
your queen’s knight to remove; he would then have taken
your king’s pawn. If on the tenth move you had played
king to queen’s bishop’s second square, he might have taken
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your king’s pawn with queen’s knight, and, on your retaking,
have played queen’s bishop to king’s bishop’s fourth square,
recovering the piece. The next best move for the black is

WHITE. BLACK.
10, Q. B, takes Kt,
11. P. takes B, 11. Q. Kt. to its sixth square,
12. Q. R, to Kt. square, 12. Q. Kt. takes B.
13. Q. R. takes Kt. 13. K. B. to Q. B. fourth square.

The game is equal : if you were to take the gambit pawn,
he would play king’s bishop to king’s sixth square, attacking
rook and pawn.

THE END-

WHITING, BEAUFORT HOI/SE, STRAND.
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CEBS S.

CHAPTER 1.

Tue game of chess is played by two persons upon a board
divided into sixty-four squares (eight on each side), coloured
alternately black and white; when properly placed the
nearest corner on each player’s right hand is white. The
ranges of squares from right to left are called ranks, and
those across the board from one player to another, files.

Each player has eight pieces and eight pawns (one set is
usually black, and the other white) ; the piecesare a king, a .
queen, two rooks (or castles), two bishops, and two knights ;
these may be called the officers of our little army, the eight
pawns are the soldiers.

The method of placing the pieces and pawns previous to
the commencement of a game is as follows: Having placed
the board with a white square on your right-hand corner,
place a rook on that square; on the corner square on your

B
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left hand (which of course is a black one), place the other
rook ; next to each of the rooks place a knight, next to each
knight a bishop: you will then have two squares left for the king
and queen. If you play with the white pieces you must place
the queen on a white square, the remaining black square is
for the king : the black pieces are placed in a similar way on
the opposite side of the board ; the black queen being on a
black square, and the black king on a white one, each player
places the eight pawns in front of the pieces on the square
immediately before them. The frontispiece shows the proper
position of the pieces and pawns before a game is begun.
Before teaching you the movements of each piece, I must
inform you of the manner in which the moves are described
in most chess works. The square on which the king is
originally placed, isalways called the king’s square; the bishop
which stands close to the king, is called the king’s bishop,
next to this piece stands the king’s knight, and in the ad-
joining corner the king's rook ; the squares they stand on
are always called the king’s bishop’s square, the king’s knight's
square, and the king's rook’s square. You will observe that
the squares are called after the piece that is originally placed
onthem. On the other side of the king stands the queen, and
the square she occupies is called the queen’s square; next to
her is a bishop, which, because it is on the queen's side, is called
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the gueen’s bishop, to distinguish it from the bishop which
stands close to the king ; next to the queen’s bishop is the
queen’s knight, and in the corner the queen’s rook; the
squares on which these pieces stand, are called the queen’s
bishop’s square, the queen’s knight’s square, and the queen’s
rook’s square. Two things must here be observed : first, that
these squares always retain the same name, though the piece
which originally stoed on them has moved to another square :
for example, suppose the white queen to be on the right-hand
cornersquare, she is said to be on the king’s rook’s square, &c. ;
the second thing to observe is, that as each player has a king’s
square, king’s knight’s square, queen’s rook’s square, &c., to
distinguish one from the other, we say, the dlack king’s
square, the white king’s rook’s square, &c. To distinguish
the pawns from one another, and the squares on which they
stand, the following method is adopted : Each pawn is called
after the piece before which it stands, when the pieces and
pawns are properly placed at the beginning of the game : for
example, the pawn which stands in front of the king, is
called the king’s pawn ; that before the queen, the queen’s
pawn ; before the queen’s knight, the queen’s knight’s pawn ;
and 80 on with all the others : the squares on which the pawns
stand, are called the second square of the piece which stands
behind them: for example, the king’s pawn is originally
B 2
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placed on the king’s second square, the queen’s rook’s pawn
- on the queen’s rook’s second square, &c., so that all the
squares are named after one or other of the pieces; take for
example the file of squares between each of the kings, they
are thus called : the square on which the king is originally
placed, is called the king’s square ; the next in front of him,
the king’s second square ; the next, the king’s third square ;
the next, the king’s fourth square; then the king’s fifth
square, or adversary’s king's fourth square; then the king’s
sixth square, or adverse king’s third square; then the king’s
seventh square, or adverse king’s second square; then the
king’s eighth square, or adverse king’s square; and so on
with all the other squares.

It is not uncommon, though incorrect, to say that a pawn
is at its own square instead of at king’s second square,
queen’s second square, &c., or at its third, fourth, &c.
squares, instead of king’s third, fourth, &c. squares; but
then the particular pawn is always named as king's rook’s
pawn at its third square, which is the same as pawn at king’s
rook’s third square, &c., so thut no ambiguity arises.



CHAPTER II.

MOVES OF THE PIECES,

I MusT now instruct you in the various moves of the pieces
and pawns; the readiest way of learning them is to get a
friend to show you them on the board; in a quarter of an hour
you will have learned them all.

1. Tae Kine.—The move of the king is very simple, it
consists of one square at a time, either forward, backward,
sideways, or diagonally; the king therefore can be played to
any square that adjoins the one in which he stands.

2. Tue Rook.—The rook always moves in straight lines,
forward or backward, or sideways, but nof diagonally; he
moves also over any number of squares, and is not restricted
to one square like the king ; but (if there be nothing in the
way) he can move from one side of the board to the other:
for example, place a rook on the white king’s square, he may
then be moved at once to the black king’s square, or he may
stop short, and be played to king’s second, third, fourth, &c.
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squares; or you may play him to any square between white
king’s rook’s and white queen’s rook’s square ; so that a rook
placed on the king’s square (or indeed on any other) com-
mands fourteen squares.

Tne Bisnor.—The move of the bishop is not difficult to
recollect ; it moves diagonally, either forward or backward,
and like the rook, over any number of squares; it follows,
therefore, that if it be originally on a white square, it always
remains on a white square, if on a black square, it remains
on black.

Tue QueeN.—The queen which is the most powerful piece
at chess, combines the move of the rook and bishop, and
may be moved either as one or the other at the option of the
player.

Tue K~ieaT.—The movement of the knight is very
peculiar, it has a sort of zigzag motion; perhaps the easiest
method of explaining it is, in the first place, to state that
it invariably moves to a square of a different colour from
that on which it stands ; secondly, that it cannot be moved to
any square which adjoins that on which it stands, but is
played to the next square beyond, and which is of a colour
different from that on which it stands. The following method
will teach you the move at once: Place a knight in the
middle of the board, suppose on the white king’s fourth
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square, which square is white; put a pawn or card, or any
thing else that is convenient, on each of the squares that
touches that squdre on which it stands—you will find there
are eight such squares; immediately beyond these, and ad-
joining one or more of them you will find eight dlack squares,
to each of which the knight placed at the king's fourth

square may be moved, but to no others. These eight squares
are the following :

Queen’s second square,
Queen’s bishop’s third square.
Queen’s bishop’s fifth square.
Queen’s sixth square,

King’s bishop’s sixth square.
King's knight's fifth square.
King’s knight's third square.
King’s bishop’s secend square.

The knight is the only piece that has the privilege of play-
ing over another.

Tue Pawn.—The move of the pawn is always forward,
one square at a time ; when he first moves, he may be played
one or two squares, but ever afterwards ome square only;
when a pawn captures one of the adversary’s pieces or pawns,
he does it by moving one square diagonally in advance:
for example, place a white pawn on the white king’s fourth
square, a black pawn on the white queen’s fifth square,
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another black pawn on the white king’s bishop’s fifth square; in
this position, if the white pawn be moved without taking, he
can be played to king’s fifth square only : but he may take
either of the black pawns; in doing which, you take off the
black pawn and put the white one in its place.

All the pieces except the pawns, capture the adverse pieces
in the direction in which they move; and the invariable
method of taking, is to place your own piece on the square
which was occupied by the piece captured. At draughts you
are obliged to take any man that can be taken, at chess you

may do as you please.



CHAPTER III.

TECHNICAL TERMS USED AT CHESS.

CastLING OR To CastLe THE King.—This is a com-
pound move of the king and either of the rooks, it can only
be made once in the game : see the sixteenth law, in which
the restrictions are pointed out. It is usually made in order
to put the king into a place of greater safety, and at the same
time to bring a rook into play. The method of castling with
the king’s rook, is to play the rook to the king’s bishop's
square, and the king to the king’s knight’s square: if you
castle with the quéen’s rook, you play it to queen’s square,
and the king to the queen’s bishop’s square; in both cases
you bring the rook close to the king, and then play the king
to the square on the other side of the rook : though you move
two pieces, yet it is considered as only one move,
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Cneck.—To check, is to attack; it is chiefly used with
reference to the king: thus we say, to attack a rook, bishop,
&c.; but we say to check the king. There are three sorts of
checks, @ simple check when the king is attacked only by
the piece that is moved ; @ check by discovery, or a dis-
covered check, is when the piece that is moved does not
check, but by its removal discovers a check by another
piece: for example, place the black king on the king’s
knight’s square, a white rook on the black queen’s rook’s
square, a white bishop on the black queen’s bishop’s square ;
in this position the king is not attacked by the rook, because
the bishop is between the two pieces; but if you remove the
bishop, the king then becomes attacked by the rook, and this
is called a check by discovery. A double check combines
the other two checks, the piece that is moved giving check as
well as the piece that is discovered : for example, in the above
position, play the bishop to black king’s third square, and
you have a double check, as both the rook and the bishop
attack the king.

CHECkMATE.—When the king is attacked, he must take
the piece that attacks him, or interpose some piece between,
or move to a square where he cannot be taken by any of the
adversary's pieces; if he cannot do one of these three things,
he is said to be checkmated, and he loses the game; so that
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it is very possible for the game to be over, while all the pieces
remain on the board.

Foor’s MaTe.—This checkmate is given in two moves, and
is the shortest that can occur. The following are the moves :
Place all the pieces and pawns on the board as if you were
going to begin a game. Suppose the black begins and
moves.

BLACK. WHITE,
1. K. B. P. one square. 1. K. P, two squares.
2. K. Kt. P. two squares. 2. Q.to K. R. fifth sq. giving checkmate.

It is evident that the king cannot take the queen, neither
can he interpose any piece, nor can he move the king to any
square, except the king’s bishop’s second square, where he is
liable to be taken by your queen; he is, therefore, check-
mated, and the white has won the game; of course, none
but an extremely young player ever loses the game in this
manner.

ScroLaR’S MaTe.—This checkmate occasionally occurs
with beginners. Place all the pieces as at the beginning, and
play them thus:

WHITE. BLACK.
1. K. P. two squares. 1. K. P. two squares.
2. K. B. to Q. B. fourth square, 2. K. B. to Q. B. fourth square.
3. Q.to K. R, fifth square. 3. Q. P. one square,
4. Q. takes K. B. P, and checkmates,
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In this position the king cannot take the queen, because
the white king’s bishop would retake (therefore the king can
never take a piece that is defended), neither can he interpose
any piece, nor can he move the king to any square without
being liable to be taken by the white queen ; he is, therefore,
checkmated, and loses the game.

SmorHERED MaTE.—This sort of checkmate can only be
given by the knight. Place the pieces as follow :

Black king on the black king’s rook’s square,

rook king’s knight's square.
pawn king’s knight’s second square.
pawa king’s rook’s second square,

Now suppose the player of the white has a knight at his
king’s fifth square ; by playing that knight to king’s bishop’s
seventh square, he gives checkmate; for the player of the
black cannot take the knight with any piece, neither can he
move the king ; and as for interposing any piece, that never
can be done when a knight checks, as the knight has the
privilege of leaping over any piece ; and in the above position,
if the knight were to move again, he would leap over the
rook or pawn, and capture the king. The rook and pawns
are in the way of the black king, it is therefore called a
smothered mate.

DousLEp PawN.—~When one pawn stands before any
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other on the same file, and both belong to the same player,
itis called a doubled pawn: for example, suppose the white
has a pawn at the king’s second square, and another at the
king’s third square, the latter is called a doubled pawn.
Drawn Game.—It often happens that neither party can
checkmate his adversary ; the game is then drawn. A drawn
game may happen in a variety of ways: firs?, when there is
not sufficient force on the board to give the checkmate : for
example, suppose your adversary has the king only, and
you have the king and a bishop, or a knight, &c., you can-

not possibly checkmate, and it is useless going on with the.

game ; secondly, when you have force sufficient, but cannot
checkmate within the fifty moves required by the twenty-second
law; thirdly, by a perpetual check on the adversary’s king ;
JSourthly, when each party remains with a small and equal
force, such as a queen or rook, &c.; fifthly, when both
parties play on the defensive; six¢hly, when either party is
- stalemated (explained below).
EN Prise.—A piece that is attacked by another, is said
to be en prise of that piece.
To cary THe Excnance.—When you win a rook for a
bishop or knight, you are said to gain the exchange.
Gamerr.—This is a name giventoa peculiar opening ; there
are two gambits properly 8o called, the king’s gambit and the

L
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queen’s gambit ; in the former, each party begins the game,
by playing the king’s pawn two squares, then the first player
moves king’s bishop’s pawn two squares, and this is called
playing the king’s gambit. The queen’s gambit is begun in a
similar way on the queen’s side, each player moving queen’s
pawn two squares, and then the first player moves queen’s
bishop’s pawn two squares. Other names are often given
to the different species of gambits, as they vary in the sub-
sequent moves.

Mivor Prece.—The bishops and knights are called minor
pieces.

Passep Pawn.—Suppose you have a pawn on your king’s
knight’s second square, if your adversary has not any pawn
on the king’s bishop’s, king’s knight’s, or king’s rook’s file,
your pawn is said to be passed ; that is, your pawn cannot be
prevented by any of your adversary’s pawns from reaching
the last square on the file. A rook’s pawn is passed, if your
adversary has no pawn on that rook’s file, nor on the adjoin-
ing knight’s file. :

To QueeN a PAwN, OR TO ADVANCE A PawN TO QUEEN.
—This is said of a pawn that reaches the last square of the
file on which it stands, when it may assume the power of a
queen, &c. See the twenty-first law.

StaLemaTE.—When your king, without being attacked,
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is in such a position that you cannot move him without ex-
posing him to be taken by your adversary, and you have no
other piece or pawn that you can move, your king is said to be
stalemated, or in a stale, and the game is drawn agreeably to
the twenty- third law.

To TakE EN PassanT.—This is a phrase applied to a
pawn that is moved two squares; if it passes over a square
that is attacked by one of your adversary’s pawns, he has
the privilege of stopping it in its progress over that square,
and of taking it as if it had moved only one square: for ex-
ample, place a white pawn on the white king’s sccond
square, a black pawn on the black queen’s fifth square, and
another black pawn on the black king’s bishop’s fifth square ;
the white pawn may be played either one or two squares, at
the option of the player; if he move it one square, it is
evident that the player of the black may take it with either
of his pawns; but if he move it fwo squares, the player of
the black has the privilege of taking it as if it had only
moved one square, because it passes over a square which is
attacked by one of his pawns, viz., the white king’s third
square. This privilege ceases, however, after the next move of
the black. Observe, no such privilege exists for any of the
Ppieces, it applies only to the pawns.
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CHAPTER 1V.

ON THE RELATIVE VALUE OF THE PIECES AND PAWNS.

A rawN is of less value than any of the pieces, the centre
pawns, or the king’s, queen’s, and bishop’s, are of more
value than the others.

A bishop is equal to rather more than three pawns.

A knight is of equal value with the bishop.

A rook is equal to a bishop and two pawns, or a knight and
two pawns.

A queen is equal to two rooks and a pawn.

These values are to be understood at the beginning of the
game ; towards the end of the game, the queen is of less value,
and the rook of more; the pawns also increase much in
value, two pawns being often better than a knight at the end

of a game.
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CHAPTER V.

LAWS OF THE GAME.

No. 1.
THE chess board must be so placed, that each player has
a white corner square on his right-hand : if it be improperly
placed, and four moves on each side have not been played,
either party may insist on the board being properly placed,
and the game recommenced.

No. 2.
If a piece or pawn be not on its proper square, the mistake
may be rectified, provided four moves have not been played
on each side, but not otherwise.

No. 3.
If a player forget to place all his pieces.or pawns on the
c
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board, he may add those forgotten, provided each party have
not played fowr moves, but not otherwise.

No. 4.

If a player engage to give his adversary the odds of a
piece, pawn, &c., and shall forget to remove that piece or pawn
from the board before jfour moves have been played by each
party, he shall be compelled to finish the game with the pieces
and pawns he has on the board; and though he should
checkmate his adversary, the game shall be considered as
drawn. But if he discover the mistake defore the four
moves have been played, he shall be at liberty to remove the
piece, &c., and begin the game again.

No. 5.

When no odds are given, the players must draw lots for
the first move, which belongs alternately to each player. If
the game be drawn, the player who began that game, has
the first move of the next.

Ve

No. 6.
He who gives the odds of a piece, has the right of moving
first. N.B. Whenever a pawn is given, it is always the king’s
bishop’s pawn.
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No. 7.
If a player touch a piece or pawn, he must play it, unless
at the moment of touching, he say ¢ J’adoube,” (a French
expression, meaning, I arrange or replace).

No. 8.

While a player holds the piece which he has touched, he
may play it where the likes ; but after quitting it, he cannot
recall the move.

No. 9.

If a player touch any of his adversary’s pieces or pawns
without saying ¢ J'adoube,” he may be compelled to take that
piece if it can be taken, or to move his king at the option of
his adversary ; but if the piece cannot be taken, nor the king
moved, no penalty can be inflicted.

No. 10.
If a player should move one of his adversary’s pieces, he
may be compelled to take it if it can beytaken; to replace
it where it stood, or to let it remain on the square to which he

moved it. -
No. 11.
If a player should take any of his adversary’s pieces with
one of his own that cannot take it without a false move, his
c?2
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antagonist has the option of compelling him to take it with a
piece that can capture it without a false move, or to move
his own piece which he touched.

No. 12.

Should a player capture one of his own pieces with
another, his adversary has the option of compelling him to
move either of the two.

No. 13.

A player who makes a false move, that is, moves a piece
or pawn to a square that is not within its power, exposes
himself to the infliction of one of the following penalties at
the choice of the adversary, viz., to let the piece remain on
the square to which he played it; to move it to a square
within its power, or to replace the piece where it stood, and
move his king instead of that piece. .

No. 14,
If a player should move ‘wice instead of once, his ad-
versary has the choice of annulling the second move or not.

No 15. .
When a pawn is moved two squares, and passes over a
square attacked by one of the adversary’s pawns, it may be
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taken by that pawn ‘“en passant:” for example, suppose
white has a pawn at his queen’s bishop’s fifth square, and
black Las queen’s knight’s pawn unmoved ; if blagk play
that pawn Zwo squares, he passes over a square attacked by
the white pawn (viz., the black queen’s knight’s third square),
and white has the option of suffering the pawn to be played
two squares or of taking it; but if he take, it must be as if
black had played it one square only, and in that case, white
would take off the black pawn, and place his own on the
black queen’s knight’s third square.

No. 16.

The king is not allowed to castle in four cases : first, if he
has been moved ; secondly, if he is in check ; thirdly, if he
passes over a square attacked by one of his adversary’s pieces
or pawns; and fourthly, if the rook with which he attempts
to castle has been moved. If a player castles in any one of
these cases, his adversary may allow the move to remain, or
the pieces to be replaced, and the king or rook to be moved
at the option of the said adversary.

No. 17.

If a player touch a piece or pawn which he cannot move
without leaving his king in check, his adversary may compel
him to move his king; but if the king cannot be moved, no
penalty can be inflicted.
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No. 18.

When a player attacks his adversary’s king, he must give
notice of it by saying ‘ check ;” if he neglect to say
‘“ check,” his adversary is not obliged either to move his
king or interpose a piece, &c., he may move any piece with-
out attending to the check.

The player who checked without giving notice of it, can
derive no advantage from the circumstance ; for if he should
on the next move attack one of his adveisary’s pieces, and
say ‘check,” expecting to capture that piece, the player
whose king isin check may put back the moves made after the
check was given, and then move his king out of check, or
interpose a piece, &c.

No. 19.

If the king has been in check for two or more moves, and
it cannot be ascertained how it first occurred, the player
whose king is in check, must, as soon as he perceives it, re-
call his last move, and instead of it, free his king from the
check. But if it can be ascertained how the check occurred,
then all the moves after the check was given, must be put
back.

No. 20.

If a player should say *check,” without attacking the

king, and his adversary should in consequence move his
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king, or touch a piece to interpose, &c., he is at liberty to
recall his last move, provided he perceives that his king is
not in check, previous to his adversary’s moving.

A player who says ¢ check,” is not, in consequence, com-
pelled to give check.

No. 21.

When a pawn bas reached its eighth square, or any square
on the rank of the opponent’s pieces (in other words when
it has reached the extremity of the board), it immediately
assumes the power of a queen, rook, or any other piece the
player chooses.

No. 22.

Towards the end of the game, if one of the players remain
with a rook and a bishop against a rook, with both bishops, or
with a knightand a bishop against a king, he must checkmate
his ‘adversary in fifty moves on each side at most, to com-
mence from the moment his adversary declares he shall count
the moves; if at the expiration of the fifty moves, the check-
mate be not given, the game must be considered as drawn.
It is to be understood that if the player remain with a piece
or pieces that can checkmate with more ease than the above,
the same law holds good. But if a player agree to check-
mate with a particular piece or pawn, or on a particular
square, or engages to force his adversary to stalemate, or
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to checkmate him, he is not restricted to any number of

moves,
No. 23.

When either king is stalemated, the game is drawn.

No. 24.

If your adversary make a false move, castle improperly,
&c., you must take notice of such irregularity before you -
move, or even touch a piece, or you are no longer allowed to
inflict any penalties.

No. 25.

Should any new situation occur, respecting which there is
no law ; in order to prevent disputes, the players must refer
the point in question to the most skilful and disinterested
bystanders, and their decision must be considered as con-

clusive.
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CHAPTER VI.

ON THE POWER OF THE PIECES AND PAWNS.

All the pieces except the rook, have less power on the sides
and corners of the board than in the middle.

A piece is said to attack and defend all the squares to which
it may be played.

Tae Kine.—In the middle of the board the king can be
played to eight squares ; on the sides, to five; and in the cor-
ners, to three squares only.

It is evident that one king cannot attack the other, because
by 8o doing, he puts himself en prise of the adversary’s king,
which, by the law of the game, he is not allowed to do.

Tae QueeN.—The queen is the most powerful of all the
pieces; for in the middle of the board, for example, from
her own fourth or fifth squares, or from the king’s fourth or
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fifth squares, she can be played to twenty-seven squares ;
nearer the side of the board, to twenty-five; and from the
side, to twenty-one squares. Whenever she is attacked by
any piece, except the knight, she also attacks that piece.

The adverse king can never approach nearer to her than
within a knight's move. .

Tue Rook.—Next in value to the queen comes the rook,
which, wherever it may be placed, commands fourteen
squares.

Tae Bisnor.—In the middle of the board the bishop may
be played to thirteen squares; towards the side, to eleven
ornine; and on the side, to seven squares.

Tne KNicur.—In the middle of the board the knight
may be played to eight squares; near the sides, to six; on
the sides, to four; and in the corners, to two squares.

It is the only piece that is allowed to play over others, con-
sequently no piece can interpose when it attacks.

Tue Pawn.—The pawn has the least power, attacking
and defending two squares only every where, except on the
side of the board, where it is limited to one square only.
Unlike the pieces, the pawn moves in one direction, but takes
in another; therefore it defends those squares to which it
cannot be moved, except for the purpose of capturing; there
is also this great difference between a piece and a pawn, the
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former always' retaining its original rank of queen, rook,
&c.; whereas the latter, when it has reached the adversary’s
royal line (that is, the side of the board where all the ad- ~
versary’s pieces are originally placed), may be promoted to
the rank of any piece the player chooses (of course, except-
ing the king, of which each player cannot have more than one).

The knight and bishop are considered of equal value, much
depending on the position of the other pieces and pawns; two
bishops are, however, stronger than two knights, for two
bishops can checkmate, which two knights cannot.
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CHAPTER VII

ON CHECKMATES.

The object of each player is to checkmate the adversary’s
king. To effect this, you must so attack the king with one
or more pieces, that he cannot take the piece that attacks
him, nor move the king out of danger, nor interpose any
piece between the king that is attacked and the piece that
attacks. In short, if he cannot prevent his adversary from
taking the king the next move, he loses the game, and the
king is said to be checkmated. The following is a very
simple checkmate; place the pieces thus :

The black king at his own square.

The white king at his sixth square.
The white queen at black queen’s rook’s square.

In this position the black king is said to be checkmated.
It is evident he cannot take the queen, because she is too far
off ; neither can he interpose any piece, nor can he move the
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king out of danger, for the three squares in front of him are
guarded by the white king, and all the other squares to
which he might move are guarded by the queen, Here is
another checkmate, but not so simple; place the pieces as
in the annexed diagram.

In this position if the white begin, he will checkmate by
playing queen to her fifth square, It is evident that the king
cannot take the queen, because she is defended by the pawn;
neither can the king move any where, because all the squares
are guarded either by the white king or queen; nor can the
bishop take the queen, because the black king would expose
himself to be taken by the king’s rook; nor can the rook
take the queen, because the white queen’s rook might then
take the king : the black king is consequently checkmated.
Recollect that the king must not move into check; that is,
into the power of the adversary’s pieces, even though that
piece cannot move. For example, place the pieces thus :

‘WHITE, BLACK,

K. at Q. B. third square. K. at Q. R. fourth square.
R. at K, B. fifth square. B. at Q. Kt. fourth square.

I have often been required to determine whether the white
king can mow be played queen’s bishop’s fourth square.

Beginners often think he can; because, say they, as the
black bishop cannot move on account of the rook, he has no
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power to take the king, and consequently, the white king
does not place himself in the power of the bishop. The law,
however, is simple ; the king is not permitted to go into the
range of any of the adverse pieces or pawns; therefore, the
king cannot, in the above position, be played to queen’s
bishop’s fourth square. Let us now proceed to a few of the
easiest checkmates, which it will be advisable for you to learn
before you proceed to a game.
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CHAPTER VIII.

CHECKMATE WITH A QUEEN.

THe QUEEN is so powerful a piece, that she does not re-
quire the assistance of any other, except the king, to give
checkmate. Observe, once for all, that we often say, to
checkmate with the queen, the rook, the two bishops, &c.,
when perhaps, strictly speaking, we ought to say, to check-
mate with king and queen, king and rook, &c. ; as, however,
the kings are never captured at chess, they are of course
always on the board; consequently, it is not necessary to
name them. The checkmate with the queen cannot be given
in the middle of the board; it is absolutely necessary that
the king which is to be checkmated should be compelled to
move to one of the sides of the board, it matters not which :
the king must assist the queen in effecting this.
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FIRST POSITION.
WHITE, ’ BLACK.
K. at his sixth square. K. at his square.
Q. at Q. Kt. seventh square,

White having the move, can checkmate in four ways; by
playing queen to adversary’s queen’s rook, queen’s knight, or
queen’s bishop’s square, or by moving her to king’s seventh
square; in each instance, the black king is checkmated.
Suppose the white king were at king’s bishop’s sixth square,
the checkmate can still be given, but only on two squares,
namely, at king’s seventh square as before, and also at adver-
sary’s queen's bishop’s square; but on no other, as you will
find if you try.

SECOND POSITION.
WHITE. BLACK.

K. at his fourth square. K. at his square.
Q. at Q. Kt. seventh square.

In this position, your queen confines his king to the side of
the board ; for as your queen commands all the squares on
the second rank, it is evident his king cannot quit the first ;
to move the queen, therefore, would not be good play. All
you have to do is, to advance your king to support the queen ;
for, as I have before observed, the king must assist the queen.
You therefore play thus:
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WHITE. BLACK,
1. K. to his fifth square, 1. K. to K. B, square, or (A).
2. K. to K. B. sixth square, 2. K. to K. Kt. square, or (B).
3. Q. to K. Kt. 7th sq. checkmate.
T
A,
1. K. to Q. square,
2. K. to his sixth square, 2. K. to his square,
3. Q. to adv. Q. Kt. sq. checkmate.
B.

2. K. to his square,
3. Q. to K. 7th sq. checkmate,

THIRD POSITION,

K. at Q. Kt. sixth square. K. at K. B. square.
Q. at Q. Kt. square.

The black king is already on the side of the board; you
must therefore endeavour to keep him there, and you play

thus:
WHITE. BLACK.

1. Q. to K. R. seventh square, 1. K. to bis square,

You have now two ways of winning. In the first place :

2. K. to Q, B. sixth square, 2. K. to K. B. square.
3. K. to Q. sixth square. 3. K. to his square.
4 Q. to K, 7th sq. checkmate.

D
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In the second place:

WHITE. BLACK,
2. Q. to K. Kt. seventh square, 2. K. to Q. square,
3¢f. to K. B. seventh square. 3. K. to Q. B. square,
4, Q. to Q. B. 7th sq. checkmate,

This last method is rather curious, as you force him to move
his king towards yours.

FOURTH POSITION.
WHITE, BLACK.
K. at K. B. sixth square. K. at K, B, square.
Q. at K, B. square.
In this position you will checkmate in three moves, without
moving your king ; and for the first move you may play the
queen to any square. Suppose,

1. Q. to K, B. fourth square. 1. K. to his square,

You must now be careful where you play your queen, as
you might easily give a stalemate instead of a checkmate ; for
if you were to move the queen to her sixth square, the game
would be drawn, as the black king cannot be played to any
square without going into check ; and not being attacked, he
is stalemated. You ought now to play your queen, so as to
compel him to return with his king to king’s bishop’s square ;
therefore,
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WHITE. BLACK.
2. Q. to her second ; her fourth; or 2. K. to K. B. square.
to Q. B. seventh square, '
3. Q.toadv, Q. 8q. checkmate,

Suppose black had played otherwise ; for example :

WHITE. BLACK,
1. Q. to K. B. fourth square, 1. K. to K, Kt, square,

If you play queen to king’s rook’s sixth square, you stale-
mate him ; therefore,

2. Q.to K. R. 2d, or K. R. 4thsq. 2. K, to K. B, square,
8. Q.toadv. K. R. sq. checkmate.

When the black king is not on one of the sides of the
board, it is more difficult to win.

FIFTH POSITION.
WHITE,. BLACK.

K. at his square. K. at his sixth square.
Q. at her square.

In this position, your first object is to force the king to the
side of the board ; you therefore play,

1. Q. to her fifth square. 1. K. to K. B. fifth square,
2. K. to K. B. second square. 2. K. to K. Kt. fifth square.
3. Q.to K. fifth square.

If he play to king's rook’s sixth square, you checkmate
D 2
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him by playing queen to king’s rook’s fifth square, or king’s
knight’s third square; therefore,

WHITE, BLACK.
. ' 3. K. to K. R. fifth square.
4, %K. to K. B, third square. 4. K. to K. R. sixth square.

5. Q. to adv. K. R, sq. checkmate.
You might also have checkmated on two other squares.

SIXTH POSITION.

WHITE. BLACK,
K. at his square. K. at his third square.
Q. at her square.
1. K.to K. B. second square. 1. K. to his second square.
2. K. to K, B. third square. 2. K. to his third square.
3. K. to K. B. fourth square. 3. K. to K. B. third square.
4. Q. to her seventh square. 4, K. to K. Kt. third square.
5. Q. to K, seventh square. 5. K. to R. third square.

You would stalemate him if you were to play queen to
king’s bishop’s seventh square ; the proper move is,
6. K. to K. B. fifth square. 6. K. to R. fourth square.
7. Q. checkmates.

I think you can now checkmate from any part of the board

with the queen ; we will therefore proceed to the checkmate
with both rooks.
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CHAPTER IX.

CHECKMATE WITH TWO ROOKS.

Tars checkmate is very easy, you do not even require the
assistance of the king; but the mate may often be given
quicker with his assistance.

FIRST POSITION.
WHITE. BLACK.

K. at K. R. square, K. at Q. R. seventh square.
K. R. at K. Kt. square.

Q. R. at K. B, square,

1. K. R.to K. Kt, second 8q, ch. 1. K. to Q. R. sixth square,
2. Q. R. to K. B. third square, ch.

Black king cannot play back, because the king’s rook
guards the whole of that rank ; therefore,
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WHITE. BLACK,
2. K. to Q. R. fifth square.
3. K. R. to K. Kt. fourth sq. ch. 3. K. to Q. R, fourth square,
. R. to K. B, fifthsq. ch. 4. K. to Q. R, third square,
598 R. to K. Kt. sixth sq. ch. 5. K. to Q. R. second square.
6. Q. R. to K. B. seventh sq. ch. 6. K. to Q. R. square.

7. K. R. to adv. K. Kt, 8q. checkmate,

The alternate play of the rooks forces the black king to go
back a step every move. He might, however, have given a
little more trouble by playing differently ; for example,
replace the pieces, and play,

WHITE, BLACK.
1, K. R. to K. Kt. second sq.ch. 1. K, to Q. Kt. sixth square,
2. Q. R. to K. B. third sq. ch. 2. K. to Q. B. fifth square.
3. K. R. to K. Kt. fourthsq. ch. 3. K. to Q. fourth square.
4. Q. R. to K. B. fifth sq.ch, 4., K. to his third square.

If you were now to play king's rook as you did before, he
would take your queen’s rook ; you therefore play the latter
away, thus: _

5. Q. R.to Q. R. fifth square. 5. K. to K. B. third square.

Still you cannot check with king’s rook at king’s knight’s
sixth square, because he would take it ; you therefore play,
6. K. R. to Q. Kt. fourth square. 6. K. to his third square,

7. K. R. to Q. Kt. sixth square, ch. 7. K. to Q. second square,
8. Q. R to its seventh square,ch, 8, K, to Q. B. square,
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White cannot checkmate with king’s rook at adversary’s

queen’s knight’s square, because black would take it ; there-
fore,

WHITE. BLACK.

9. K. R, to Q.Kt, seventh square, 9. K. to Q. square,
10. Q. R.to adv. Q. R.sq. chkmate.

The checkmate may, however, be given in a shorter way ;
thus,
WHITE. BLACK,
1. Q. R. to Q. Kt. square. 1. K. to Q. R. sixth square.
2, K. R. to adv. K. Kt. square. 2. K. to Q. R. seventh square.
3. K. R. to adv. Q. Kt. square, 3. K. to Q. R. sixth square,
4. K. R. toadv. Q. R. square, or
Q. R. toits sq. checkmate,

Even this is not the shortest method of winning : for ex-
ample, ‘
WHITE. BLACK.

1. Q. R. to K. B. third square. 1. K.to Q. Kt. seventh square.

2. K. R. to K. Kt. second square, ch. 2. K.to adv. Q. B. square.
3. Q. R. to K. B. sq. checkmate.

I shall give you only one position more.

SECOND POSITION.
WHITE. BLACK.
K. at his fourth square, K. at his third square.
Q. R. at its fourth square,
K. R. at K. third square,
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In this position you can checkmate in three moves, without
moving the king: for example,

WHITE. BLACK.
1. Q. R. to its seventh square. 1. K. to K. B. third square (A).
2. K. R. to K. Kt. third square, 2. K. to his third square.
3. K. R. to K. Kt. 6th 8q. checkmate.
A,
1. K. to Q. third square.

2. K.R. to Q. B. third square. 2. K. to his third square,
3. K.R.to Q. B. 6th 8q. checkmate.

Observe the object of these moves; the first is to prevent
his king from moving back, the king is therefore confined to
the rank on which he is, and the move of the rook has made
that rank an artificial side of the board; the second move is
played to compel the king to return to his third square, and
is the only method to enable you to checkmate the next
move. In this position your king is of great use.
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CHAPTER X.

CHECKMATE WITH ONE ROOK.

THis is a much more difficult mate than those we have
had; a little attention, however, will soon enable you to
comprehend it.

Previous to giving the checkmate, it is necessary (as was
the case with the checkmate of the queen) to force the
adverse king to one of the sides of the board; and your own
king must also be within one square of the adversary’s before
you can win. By playing over the following situations, you
will soon be able to give this checkmate from any part of the
board.

FIRST POSITION.
WHITE. BLACK.

K. at his sixth square. K. at his square.
R. at K. R.square,
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In this position, the white having to play, checkmates the
black by playing the rook to adverse king’s rook’s square; it
is evident the king cannot move any where without being
taken, he is therefore checkmated. It is absolutely necessary
that your king should be opposite his, with one square only
between ; for if your king, for example, were at queen’s sixth
square when you check with the rook, black could play king
to king’s bishop’s second square. If, in this position, black
were to begin, you would be able to checkmate him in two
moves ; for example,

BLACK. WHITE,

1. K. to Q. square. 1. R. to Q. B. square.

2. K. to his square, 2. R.toadv. Q. B. sq. checkmate.
Or,

1. K. to K. B. square, 1. R. to K. Kt, square.

2. K. to his square, 2. R.toadv, K. Kt. 8q, checkmate.

~ You will observe, that in both these cases all you have to
do is, so to play your rook, that he is compelled to move his
king back to his own square, and this is easily done by
playing it to one file beyond that to which the black king is
played ; that is, when he plays the king to the queen's file
(or to queen’s square), you play the rook to the queen’s
bishop’s file; but if he plays the king to the king's
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bishop’s file, then you play the rook to the king’s knight's
file, as above.

SECOND POSITION.
WHITE. BLACK.

K. at K. Kt. sixth square. K. at K. R. square,
R. at Q. R, square.

White, by playing rook to adverse queen’s rook’s square,
checkmates. In this position, though there is only one
square between the two kings, yet they are not exactly oppo-
site. This is not of consequence, when the black king is
in the corner; away from the corner, they must be exactly
opposite. In the present position, it is of no consequence
whether your king be at king’s knight’s sixth square, or
king’s rook’s sixth square: the rook gives checkmate in
both cases. ‘

THIRD POSITION.

WHITE. BLAEK.
K. at Q. fifth square. L K. at Q. square.
R. at K. R. third square.
Suppose the white begin,
1. K. to Q. sixth square. 1. K. to his square.

Your first move was an obvious one, as it confines his king
to the side of the board; the next is rather more difficult.
All you have to do is, to compel him to return to the queen’s



44 CHECKMATE WITH ONE ROOK.

square ; this is effected by playing the rook to one file beyond
that on which his king is placed : for example,

WHITE. BLACK.

2. R. to K. B. third square. 2, Is compelled to play K, to Q. sq.
3. R.to adv. K. B. 8q. checkmate.

If, on the first move, he had played his king to queen’s
bishop’s square, you would have moved your rook one file
beyond, to queen’s knight’s third square, compelling him to
return, and then have checkmated him with rook at adverse
queen’s knight’s square.

Replace the pieces, and let the black begin.

BLACK. WHITE,
1. K. to Q. B. second 8q. (A).(B). 1. R. to Q. Kt. third square.

2, K. to Q. second sq. (C). (D). 2. R.to Q. Kt. seventh square, ch.
3. K. to Q. B, square (E).(F). 3. R. to K. R, seventh square.

4. K. to Q. square, (G). 4. K. to his sixth square,

5. K. to Q. B. square. 5. K. to Q. sixth square,

6. K. to Q. Kt. square. 6. K. to Q. B. sixth square.

7. K. to R. square. 7. K. to Q. Kt. sixth square.

8. K. to Kt. square. 8. R.to adv. K. R. 8q. checkmate.

Let us examine these moves.

As the black king cannot be checkmated unless he be on
the side of the board, it was evidently good play for him to
quit it on the first move ; he might have played to queen’s
second or king’s second square, these we will examine pre-
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sently : your first move compels him to go at once to the
side, or to move as the best, king to queen’s second square;
by checking with the rook on the second move, you clearly
force him to go to the side, he chooses the queen’s bishop’s
square as the best ; your third move still confines his king to
the side; his fourth move is the best he has, and you play
your king to his sixth square (and not to queen’s sixth square),
compelling him to play king to queen’s bishop’s square ; for
if, instead, he were to play to king’s square, you would at
once checkmate him with the rook at adversary’s king’s rook’s
square; for the same reason, you then play king to queen’s
sixth square, obliging him to go to queen’s knight’s square,
and so on, until at last he is forced to play opposite your
king. I shall now give you the various moves he might have
made ; but without comment, as I think you will be able to
discover the reasons yourself.

A,

BLACK. WHITE.
1. K. to Q. second square, 1. R. to K. R. seventh square, ch,
2. K. to his square. 2. K. to his sixth square,
8. K. to Q. square. 3. R.to K. Kt. seventh square.
4. K. to B. square, 4. K. to Q. sixth square,
5. K. to Kt. square. 5. K. to Q. B. sixth square.
6. K. to R. square. 6. K. to Q. Kt. sixth square,
7. K. to Kt. square. 7. R, checkmates.
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B.
BLACK. WHITE,

1. K. to his second square. 1. R. to K, B, third square.

If he play king to queen’s second square, you should check
him with the rook, and then proceed as in the first method
of play. But if he play

2. K. to Q. square. 2. K. to Q. sixth square.
8. K. to his"square. 3. R. to K, B. square.
4. K. to Q. square, 4. R. checkmates,

C.
2. K. to Q. B, square, 2. K. to Q. sixth square.
8. K. to Q. square. 3. R. checkmates,

D.
2. K. to Q. square. 2. K. to Q.sixth square.

8. K. to his square,or K. to B. sq. 3. R, to K. B. third square, or R. to
Q. Kt. second square,
4. K.to Q.square. 4. R.checkmates.
[Y

E.
3. K. to Q. square. 3. K. to Q. B, sixth square.

If he play king to queen’s bishop’s square, you will check-
mate him in three moves, by playing your rook to queen’s
knight’s fifth square, king’s fifth square, and adversary’'s
king’s square; therefore,

4, K. to his square. 4. K. to Q. sixth square,
4. K.to K, B. square, 5. K. to his sixth square.
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BLACK, WHITE.
6. K. to Kt. square. 6. K. to B.sixth square.
7. K. to R. square. 7. K. to Kt. seventh square,
8. K. to Kt. square, 8. R.checkmates.
F,
3. K. to his square. 3. K. to Q. sixth square,

And the position is the same as the fourth move in (E).

G.
4. K. to Kt. square. 4. K.to Q. B, sixth square.
5. K. to R. square, . 5. K. to Q. Kt. sixth square,
6. K. to Kt. square. 6. R. checkmates.
FOURTH POSITION.
WHITE. BLACK,
K. at Q. R. square. K. at K. B. square.

R. at K, R. square.

In this position, as his king is already on the side of the
board, you should endeavour to keep him there, consequently
you play,

1, R. to K. R, seventh square. 1. K. to Kt. square,
2. R.to Q. R, seventh square. 2. K. to R.square,

All you have to do now is to bring up the king.

3. K.to Kt. second square, 3. K. to Kt. square.
4. K. to B, third square. 4. K. to B. square,
5. K. to Q. fourthsquare. 5. K to his square.

6. K. to Q. fifth square, 6. K, to Q. square.
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WHITE.
7. K. to B. sixth square.
8. K. to Q. sixthsquare.
9. K. to his sixth square,
10. K. to B. sixth square.
11. K. to Kt. sixth square.
12. R, checkmates,
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BLACK.
7. K. to his square.
8. K.to B.square,
9. K. to Kt. square.

10. K. to R. square.
11. K. to Kt. square,

FIFTH POSITION.

WHITE.

K. at his square.
R. at K. R.square.

BLACK.
K. at his sixth square.

The best method of giving this checkmate is, not to force
his king all the way back to the side of the board, which
would compel your king to follow his, but rather to keep his
king near yours in the following manner :

1. R. to K. R. fourth square.

2. K. to Q. second square.

3. R. to Q. R. fourth square.

4. R. to Q. Kt, fourth square.

5. R. toK. B. fourth square, ch,
6. K. to his third square,

7. R. to K. Kt fourth square, ch.
8. K. to B. third square.

9. R. to K. R, fourth square, ch.
10. R. to K. R. third square,
11, R.to K. R.square, checkmate,

A.

2. K. to B. second square.

1. K. to K. B. sixth square (A).
2. K. to Kt. sixth square.

3. K. to K. B. sixth square.

4. K. to K. B. seventh square.
5. K. to Kt sixth square.

6. K. to Kt. seventh square.

7. K. to R, sixth square.

8. K. to R. seventh square.

9. K. to adv. Kt. square.

10, Kt. toadv. B. square.

1. K. to Q. sixth square.
2. K. to B, sixth square.
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3. K. to his second square. "3. K. to B.seventh square.
4. R.to Q. B.fourth square,ch. 4. K. to Kt. sixth square.
5. K. to Q. third square. 5. K. to Kt. seventh square.

6. R.to Q. Kt. fourth square, ch.

If he play king to adversary’s queen’s bishop’s square, you
checkmate him in two moves without moving the king; if
he play
. K. to R. sixth square.

. K. to R. seventh square.
K

. K. to adv. R. square.
. K. to R. seventh square.

8. R.to Q. Kt. fifth square.
9. K.to Q. B. second square.
10. R.checkmates.

6
7. K. to Q. B. third square. 7
8
9

For the various other and more difficult checkmates, I
refer you to my First and Second Series of Lessons,



50

CHAPTER XI.

A KING AND PAWN AGAINST A KING.

Berore proceeding to instruct you how to win the game
when you have a king and pawn against your adversary’s king,
or if you have the king only, how to draw; it will be neces-
sary to teach you what is meant by having or gaining the op-
position as it is commonly called : many a game is lost, which
would otherwise be drawn, from not understanding how to
gain the opposition with the king, and yet it is not by any
means very difficult.

FIRST POSITION.

WHITE, BLACK.
K. at his sixth square. K. at his square.

In this position itis clear that your king prevents the black
from playing his king to the second rank, nor can he ever
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play to that rank if he have to move first, in which case
you are said to have the opposition ; but if you were to move
first, he would have the opposition, and would be able to play
to the second rank ; for instance :

BLACK, WHITE,

1. K. to Q. square. 1. K, to Q. sixth square.

2. K. to Q. B. square. 2. K. to Q. B. sixth square.

3. K. to Q. Kt, square, &c. 3. K. to Q. Kt. sixth square, &c.
Or,

1. K. to K. B. square. 1. K. to K, B. sixth square.

2. K. to K. Kt. square, &c. 2. K. to K. Kt. sixth square, &c.

It is evident that his king cannot quit the side of the
board, because you always oppose him. But suppose you
begin

WHITE, BLACK.

1. K. to Q. sixth square, 1. K. to K, B. second square.
Or,

1. K. to K. B. sixth square. 1. K. to Q. second square,

Here he is able to quit the side of the board, because you
were obliged to give up the opposition, having the first move.
If it were an object to the black to prevent your king from
advancing, he could easily do it if you begin, but not so if he
begin : for example,

E2
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WHITE. BLACK,
1. K.to Q. sixth square, 1. K. to Q. square,
2. K. to Q. B. sixth square. 2. K. to Q. B. square, and so on,

But if he begin, you will easily advance

BLACK, WHITE,
1. K.to Q. square. 1. K. to K. B. seventh square, and
afterwards to adv. K. B. square,

or K, Kt. square.
Or,

1. K. to K. B. square, 1. K. to Q. seventh square, &c.

The above may be called a close or near opposition ; a re-
mote opposition is that in which there are several squares
between the two kings: for example, suppose the black king
to be at his square, and the white king at his fourth square ;
here are three squares between the kings instead of one, and
whoever moves first, loses the opposition,

SECOND POSITION.
WHITE. BLACK,
K. at his second square, K. at his square.

Here the opposition is as remote as it can be, there being five
squares between the two kings ; whoever moves first, cannot
play his king to any of the squares between the white king’s
rook’s fifth square and white queen’s rook’s fifth square, unless
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his adversary permits him, neither can he prevent the other

from playing to that line: for example, suppose the white
begin

WHITE. BLACK.

1. K.to Q. third square. 1. K. to Q. second square.
2. K. to B. fourth square, 2. K. to B. third square.

3. K.to Q. fourth square, 8. K. to Q. third square.

4. K. to his fourth square, &c, 4. K. to his third square, &c.

It is evident that white cannot advance ; it is also equally
certain that whatever white may now play, black can advance :
for example,

5. K. to B. fourth square. 5. K.to Q. fourth square.
Or,

5. K. to Q. fourth square. 5. K. to B, fourth square.
Suppose the black begin

1. K. to B, second square.
If you were to play king to bishop’s second square, you
would lose the opposition : for example,

. 1. K. to B.second square,
2. K. to B. third square. 2. K. to B. third square.
3. K. to B. fourth square.
It being now your turn to play, you have lost the op-
position ; instead of playing as above, you ought to have
moved as follows, and you would have retained the opposition.
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BLACK, WHITE,
1. K.to B, second square. 1. K. to B, third square.
2. K. to Kt. third square. 2. K. to Kt. fourth square, &c.

As a general rule, recollect that when the number of
squares between the two kings is even, then he who begins
first, gains the opposition ; but if the number be odd, the
first player loses it.

We shall now proceed to a few easy positions of king and
pawn against a king.

F1RST POSITION.
WHITE. BLACK,

K. at his sixth square. K. at K. B.square,
P.at K. B. sixth square,

In this position the winning or drawing the game depends
entirely on the first move; if the white begin, he will win;
but if the black begin, the game will be drawn. Suppose
the white begin

1. P, one square. 1. K. to Kt. second square.
2. Kt. to his sevensh square.

And afterwards advancing the pawn makes a new queen,
and wins easily. Suppose the black begin, he plays

BLACK,
1. K. to bis square.

Gaining the opposition, on which depends the fate of the
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game; for had he played to knight's square, you would have
played king to his seventh square, and afterwards, in two
moves, have made a queen of your pawn.

In the first place,

BLACK. WHITE.
1. P, first square, ch,

2. K. to B, square.

If you move to bishop’s sixth square, the black is stale-
mated ; if you move to any other square, black takes your
pawn: the game is consequently drawn.

In the second place,
1. K. to his fifth square.
2. K. to B. second square. 2. K. to B, fifth square.
3. K, to B, square.

If he had played any other move he would have lost, see (A);
by playing to king’s bishop’s square, he is able to gain the
opposition should you move the king either to his sixth square
or to king’s knight’s sixth square, without which he could not
draw the game.

3. K. to Kt. sixth square.
4. K. to Kt. square, 4. K. to B. fifth square,

He may play the king back, ready to resume the oppo-
sition as before, or he may play the king directly before the
pawn ; I recommend the latter, because in no way can it be
wrong, and it is easier to recollect; therefore,
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BLACK. WHITE.
5. K. to B. second square. 5. K. to his fifth square.
6. K. to B. square.

Ready to resume the opposition if you should play king to
his sixth square; any other move would lose the game, see
(€) (D), (E).

6. K. to his sixth square.

The position is now the same as at the beginning ; and
black having to move, draws the game in the manner

already shown.
A,

3. K. to his square. 3. K. to his sixth square.

You gain the opposition, and wherever he plays, you
advance the pawn, and win as before.

B.
3, K. to Kt. square, 8. K. to Kt. sixth square,

If he play king to king’s bishop’s square, you should
advance the pawn; but if he play
4. K. to R, square,

you must not play the pawn, because black would be stale-
mated ; you play
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BLACK. WHITE,
4. K. to B. seventh square.
5. K. to R. second square. 5. K. to his seventh square; and af-

terwards, in two moves, the pawn
becomes a queen,

C.

6. K. to Kt. third square, 6. K. to his sixth square.

7. K. to R, second square, 7. K. to his seventh square, and in
two moves the pawn becomes a
queen.

D.
6. K. to Kt. square, 6. K. to his sixth square.
7. K. to B. square. 7. P. one square, &c.,ag before.
E.
6. K. to his square, 6. K. to his sixth square, gaining the

opposition as before,

In the above example you will observe, that when the
pawn, on reaching the seventh square, does not give check, it
wins the game ; but if it check, the game is drawn : thisis a
general rule. This position will also teach you the great
advantage of gaining the opposition with your king.

SECOND POSITION.
WHITE. BLACK.

K. at his fifth square. K. at K. B. square.
P. at K. B. fifth square.

In this position, if you have the move you may win, agree-
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ably to the general rule, namely, when you can play your
king to the pawn’'s sixzth square, in front of the pawn (it
matters not whether your pawn is one or more squares behind
the king), you invariably win : here the pawn's sixth square
is the king’s bishop’s sixth square, you therefore having the
move, play as follows :

WHITE. BLACK,

1. K. to K. B. sixth square. 1. K.to Kt. square.
2. K. to his seventh square ;

and afterwards plays the pawn in to the queen. . If he had
played his king to his own square, you would have moved
your king to knight’s seventh square, and then the pawn.
But if black have the move, he can prevent your ever being
able to play your king to the pawn’s sixth square, and conse-
quently can draw the game: for example,

1+ K. to his second square. 1. K. to B. fourth square.
2. K. to B. third square. 2. K. to Kt. fourth square.
8. K. to B. second square. 3. K. to Kt. fifth square.
4. K. to Kt. second square. 4. P, ch,

5. K. to B, second square. 5. K. to B. fifth square.

6. K. to B. square.

Any other move loses the game; but here he is able to
oppose your king on whichever side of the pawn you play it :
for example,
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WHITE. BLACK.
6. K. to his sixth square.

7. K. tohis square,

If you advance the pawn, it will give check,and the game
will be drawn as already explained ; if you move the king,
he will play to bishop’s second square, &c., and also draw
the game.

THIRD POSITION.
WHITE. BLACK,
K. at his fourth square. K. at K. B, square.
Pawn at K. B. fourth square.

In this position the game will be drawn, it matters not
which party begin : if the white were to move king to his
own fifth square, or to king’s bishop’s fifth square, it is
evident black would gain the opposition by playing king to
his own second square, or to king’s bishop’s second square,
and afterwards play in the manner already shown. If white
were to play the king to any other square, black would play
king to bishop’s second square, ready to oppose the king to
whichever side of the pawn he may be played.

But if the black begin, it is not obvious what his first move
ought to be; for if he play king to his second square or to
bishop’s second square, you will gain the opposition by play-
ing your king to his fifth square, or to king’s bishop’s fifth
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square, and thus win the game, as will presently be proved.
If he play king to knight’s square, or to knight’s second
square, he would also lose. See below.

The proper move for the black must evidently be that
which will enable him to oppose your king, should you ad-
vance it; and the only square from which he can do that is,
his king’s square. He therefore plays

No. 1.
BLACK. WHITE.
1. K. to his square. 1. K. to his fifth square.
2. K. to his second square. 2. K. to B. fifth square.
3. K. to B. second square, 3. K. to Kt. fifth square.
4. K.to Kt. second square. 4. P. one square.
5. K. to B. second square. 5. P. onesquare.
6. K. to B. square. 6. K. to Kt. sixth square.
7. K. to Kt, square, 7. K. to Kt. fifth square,
8. K. to B, second square. 8. K. to B. fifth square.
9. K. to B. square. 9. K. to his sixth square,
10. K. to hissq.,&c., draws the game.
No. 2.
1. K. to his second square. 1. K. to his fifth square.
2. K. to B. second square. 2. K. to B. fifth square.
3. K. to his second square (A). 3. K.to Kt.sixth square.
4. K. to B, square, (B).

It is evident, according to the general rule, that you can
win the game, inasmuch as you can play your king to the
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pawn’s sixth square (king’s bishop’s sixth square), but it is
not absolutely necessary that you should do so, as you may
win the game sooner by playing

4. P. one square.

If he play king to his own on to his second square, you
will play king to knight’s seventh square, and then advance
the pawn to queen; therefore he plays

BLACK.
5. K.to Kt, square,
6. K. to B. square.

. to Kt. second square.

to Kt. second square.

3. K

4. K, to Kt. square,

5. K.

6. K. toKt. square.

4, K. tohis third square,
5. K

. to his second square.

1. K. to Kt. square.

WHITE,
5. P. one square.
6. P. one square, and wins.

A.
3. K. to his sixth square.
4. K. to his seventh square,
5. P.one square.
6. P. one square, &c.

B.

4, P, checks.

5 K. to Kt. seventh square, and
afterwards advances the pawn
as before.

No. 3.

If you were to play king to bishop’s fifth square, he would
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draw the game by opposing your king at bishop’s second
square ; therefore,

BLACK. WHITE.
1. K. to his fifth square.

K. to B. sixth square,

P. one square. -

K. to his sixth square,

Pawn one square.

Pawn one square, and it does not

check, you win the game,

2. K. to B. square,
8. K. to his aquare.
4. K. to B. square,
5. K. to his square,
6. K. to B. square.

R

A king and either of the rook’s pawn’s cannot win if the
adversary’s king can be played to the corner, towards which
the pawn is proceeding: for example,

FOURTH POSITION.
WHITE. BLACK,
K. at K, Kt. fifth square, K. at K. Kt. second square,
P. atK. R. fifth square.

White to move.
1. K. to B. fifth square.

The easiest way of drawing this game is, to play the king
to and from the corner, for whether the pawn check or not,
on reaching the seventh square, the game will be drawn;
therefore,
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WHITE, BLACK.

1. K. to R. square.
2. K.to Kt. sixth square. 2. K. to Kt. square,
3. P. one square. 3. K. to R. square.

If you advance the pawn, black will be stalemated ; if
you play any other move, he will repeat the above moves.
It occasionally happens that the king can draw the game

against a rook’s pawn, even though he cannot reach the
corner : for example,

SEVENTH POSITION.
WHITE, BLACK.

K. at K. R. sixth square, K. at K. B. fourth square,
Pawn at K, R. fifth square,

Black to move.

BLACK, WHITE,
1. K. to B, third square, 1. K, to R. seventh square.
2. K. to B, second square. 2. K. toadv. R. square.
3. K. to B. square. 3. P. one square,
4. K. to B. second square. 4. K. to R. seventh square,

5. K. to B. square,

If you play king to knight's third square, he will play
king to knight’s square, and afterwards to rook’s square,
&c.; and if
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BLACK. WHITE.
5. K. to adv. R. square.
6. K. to B. second square. 7. Pawn one square.
7. K. to B, square, and white is
stalemated.,

You will observe that the principle of drawing this game,
consists in preventing the white from quitting the rook’s
file, which he never can do without allowing black to play
to the corner.

N
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CHAPTER XII

ON THE VARIOUS BEGINNINGS OR OPENINGS OF GAMES.

THERE are several methods of beginning the game; the
following are those which are usually played.

1. Tue Kivxg’s Bisunor’s Game.—This is begun by each
party playing his king’s pawn two squares, and then the
first player moves his king’s bishop to queen’s bishop's
Sourth square.

2. Tue Kive’s KNvicaT’s Game.—Each party moves his
king’s pawn two squares, and then the first player moves
his king’s knight to king's bishop’s third square.

3. Queex’s Bisnor’s Pawx’s Game.— Each player
moves his king's pawn two squares, and the first player
then moves his queen’s bishop’s pawn one square.

4. Kixe’s Gamsir.—Each player moves his king’s pawn
two squares, and the first player then moves his king's
bishop’s pawn two squares.
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5. Queen’s Gameir.—Each player moves his gqueen’s
pawn two squares, and the first player then moves his
queen’s bishop’s pawn two squares.

In ninety-nine games out of a hundred, one of these open-
ings is played; there are others which are occasionally
played, such as playing first the queen’s pawn two squares,
and then the queen’s bishop to king’s bishop’s fourth
square ; or beginning with the queen’s bishop’s pawn two
squares, and then queen’s knight to queen’s bishop’s third
square ; or beginning with king’s bishop’s pawn two
squares, and then king’'s knight to king’s bishop’s third
square.

I shall now proceed to an examination of those five open-
ings which are usually played ; first observing that the
queen’s gambit is not often played, though a safe beginning.
None of the games begun with queen’s pawn two squares,
are so entertaining or attacking as those which are begun by
playing the king's pawn two squares.
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CHAPTER XIII

FIRST OPENING, OR KING'S BISHOP’S GAME.

FIRST GAME.

WHITE, BLACK,

1. K. P. two squares. 1. K. P. two squares.

To begin the game by playing your king’s pawn two
squares, is very proper; the advantage of it consists in
giving freedom to your queen and king’s bishop. Next to
playing this pawn, moving the queen’s pawn two squares is
the best ; all the other pawns are more or less inferior.

2. K. B. to Q. B. fourth square.

This is the best square to which the bishop can be played
in the beginning of the game, it attacks the weakest point of
F2
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the adversary, viz., the king's bishop’s pawn, and is not in
the way of any of your own pieces. The best move for the
black is also to play his king’s bishop to queen’s bishop’s
fourth square, as follows:

WHITE. BLACK.
2. K. B. to Q. B.fourth square.
3. Q. B. P, one square, 8. Q.to K. second square.

Instead of playing queen’s bishop’s pawn, you might have
made a very attacking move by playing queen to king’s
rook’s fifth game. See the first game of the defence. The
object of moving the queen’s bishop’s pawn, is to enable you
to advance queen’s pawn two squares, it being always de-
sirable to have your pawns well established in the centre of
the board. Black moves his queen to king’s second square,
to prevent you from moving the queen’s pawn two squares,
the consequence of doing which would be as follows :

4, Q. P. two squares, 4. P. takes P.
5. P.takes P. 5. Q.takes P, and checks.
6. Q. B. to K, third square. 6. K. B, to Q. Kt. third square.

Black has won a pawn.

Instead of playing queen to king's second square, black
had two other ways of playing, viz.,
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Queen’s knight to queen’s bishop’s third square (see the
second game) ; king’s knight to bishop’s third square (see
the third game). We shall suppose you now to play

WHITE, BLACK,
4. K. Kt. to B, third square. 4. Q. P, one square.

The best place for the king’s knight in the beginning of
the game, is the king’s bishop’s third square, attacking the
adverse king’s pawn. Black moves his queen’s pawn in
order to free his queen’s bishop.

5. K. castles, 5. K.Kt. to K. B. third square.

For the method of castling, see page 9. Itis generally good
play to castle soon, and usually better to castle on the
king’s than on the queen’s side. Black plays his knight to
enable him to castle; instead of it, he might have played
queen’s bishop to king’s knight’s fifth square, or king’s knight
to'queen’s bishop’s third square.

6. Q. P, two squares. 6. K. B. to Q. Kt. third square,

Having castled, you may play the queen’s pawn two
squares with safety, because if he were to exchange pawns,
and afterwards take your king’s pawn with his queen, he
would not check your king as he did on the fourth move.
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It would have been quite as good play to have moved the
queen’s pawn one square only. Black plays quite right in
not taking your queen’s pawn, because you would have re-
taken with your queen’s bishop’s pawn attacking his king’s
bishop, and compelling him to move it, you would then have
two pawns in the centre, and he only one.

The game is now quite equal; your next move may be
either queen’s bishop to king's knight’s fifth square, or king’s
bishop to queen’s third square.

SECOND GAME.

WHITE. BLACK,
1. K. P. two squares. 1. K. P. two squares.
2. K. B. t oQ B. fourth square, 2. X, B. to Q. B. fourth square.
3. Q. B. P, one square. 8. Q. Kt. to Q. B. third square.
4. Q. P, two squares. 4. P, takes P.
5. K, B, takes K. B. P.ch, 5. K. takes B.
6. Q. to K. R. fifth sq. ch. 6. K. Kt. P. one square.
7. Q. takes K. B. 7. Q. P, one square.
8. Q. to Q. Kt.fifth square,

The above moves prove that playing queen’s knight to
bishop’s third square, does not prevent you from advancing
queen’s pawn two squares on the fourth move. If he had
not taken your bishop with his king, you would still have had
the best of the game, having prevented him from castling;
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Queen to her fifth square checks, and then takes king’s
knight, having gained a pawn with a better position.

SECOND DEFENCE.
BLACK.
6. K. to his second square.

WHITE.

7. Q. to her fifth square,

If he take king’s bishop’s pawn with king’s knight, he
will lose his queen by your checking him with queen’s bishop ;

therefore,
7. K. B.takes K. B, P., ch.

8. K, to his second square. 8. K. B. takes Kt.
9. R, takes B, 9. K. R. to B. square.

10. K. R. to B. square.

Black must lose the game ; for if he remove the knight,
you win the queen as before: if he play queen’s bishop’s
pawn one square, you take his knight, and he cannot take
your bishop on account of the check with queen’s bishop.

THIRD DEFENCE.

6. K. to B, square.

7. Q. to K. B, third square. 7. K. Kt. toits fourth square. This
is the best move.
8. Q. B, takes Kt. 8. Q. takes B,

9. K. B.to Q. fitth square, ch. 9, K. to his square,
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WHITE, ~ BLACK,
10. Q.to K. B. seventh sq. ch. 10. K. to Q. square.
11, K, B. P, two squares.

You have gained a pawn and a good position.

No. 2.

Diagram No. 3.
4. K. P. takes P.
5, K. P. one square,

FIRST DEFENCE.
5. K. Kt. to K. fifth square.

6. K. B, takes K. B. P, ch. 6. K. takes B.
7. Q. to K. B. third sq. ch. 7. K. to his square,
8.. Q. takes Kt., and your position is

superior to his.

SECOND DEFENCE.

5. Q. P.two squares.

6. P. takes Kt. 6. P.takes B.
7. P. takes K, Kt.P. 7. K. R. to Kt. square,
8. Q.to Q R.fourthsq.ch. 8. Q. Kt. to B. third square,
9. Q. takes P., and you have the
best of the game,

You might also in the sixth move have played king’s bishop
to queen’s knight’s third square, and afterwards have taken
queen’s pawn with queen’s bishop’s pawn.
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THIRD DEFENCE.

WHITE. BLACK,
5. Q.to K. second square.
6. K.

6. Q. B. P. takes P. B. checks.
7. K.

to B. square.

This move will appear strange to young players, who will
wonder you do not interpose either queen’s knight or queen’s
bishop ; it is, however, the only move to give you the best
of the game; by playing the king, you compel him to
remove king’s knight, which he might otherwise have al-
lowed to remgin where® it was. Now there are only two
squares to which his knight can be played, either to its
own square or to king’s fifth square ; if the former, you
play king’s knight to king’s bishop’s third square, and his
game i8 much confined, because he cannot move queen’s
pawn on account of a check from your queen at queen’s
rook’s fourth square, which would win a piece, for if he
interposed queen’s knight at bishop’s third square, to defend
king’s bishop, you would play queen’s pawn one square,
winning that knight. We will now suppose that, instead of
playing king’s knight to its square, he plays

7. K.Kt. to K. fifth square.
8. Q. to K. Kt. fourth square.
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If he play king’s knight to king’s bishop’s third square,
you must not take it with king’s pawn, because he would
checkmate you with his queen; but you take king’s knight’s
pawn with the queen, secure of winning either king’s rook
or king’s knight. If he play king’s knight to queen’s third
square, you must not take it on account of the aforesaid
checkmate; but you play king’s bishop to king’s second
square, and you take king’s knight the next move. The best
move for the black is to play

WHITE, BLACK.
8. Q. B. P. one square,
9. Q.takesK. Kt. 9. Q. P. two squares,
10. K, B. takes P. 10, P. takes B.

11. Q. takes P,

Having gained two pawns, you have, of course, the best
of the game.

We shall now proceed to the defence of the bishop’s game>
supposing the black to have the first move.

Defence.

FIRST GAME.

1. K. P. two squares, 1. K. P.two squares,
2. K. B. to Q. B. fourth square. 2. K. B.to Q. B. fourth square,
3. Q. to K. R. fifth square,
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This is the most attacking move that can be made in the
beginning of the game. Black threatens to take your king's
bishop’s pawn with his queen, giving checkmate ; this is
usually called the scholar’s mate ; he also attacks your king’s
pawn with his queen. This attack, strictly speaking, is not
good play; there is, however, but little danger attending it,
if the subsequent moves be well played. You have a choice
of two moves to defend the two points attacked; the first
is queen to king’s bishop’s third square, the objection to
which is, that it occupies a square to which your knight may
be afterwards played to advantage; to the other move there
is no objection, you therefore play

WHITE. . BLACK.

3. Q. to K. second square,
4. Q.

4. K. Kt. to B. third square. P. onesquare.

5. K. Kt.to its fifth square,

Your king’s bishop’s pawn is now attacked by three pieces ;
if you defend it by playing king’s bishop to king’s third
square, he will take your bishop with his, and you cannot re-
take with your pawn on account of the position of his queen.
You might defend the king’s bishop’s pawn by playing king’s
knight to king’s rook’s third square, and afterwards castle
your king, having a very good game. The best move, how-
ever, is to leave the pawn undefended, and play
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WHITE. BLACK,
5. K. Kt. to K. B. third square.
6. K. B. takes K. B, P. ch. 6. K. to Q. square.
7. Q. to K. R. fourthsquare. 7. K. R, to B. square.

If he had moved his queen to any other square, you would
have won either the knight or bishop by playing king’s rook’s
pawn one square ; but you cannot win the piece if he play
queen to king’s rook’s fourth square, because if you attack
his knight with king’s rook’s pawn, he will remove king’s
bishop, and you cannot take his knight without losing your
rook. Having moved your rook to bishop’s square, you
threaten to take his bishop with it, he therefore plays

8. K. B.to Q. B. fourth square. 8. K. Kt. to its fifth square.

9, Castles. 9. K. B. takes K. B, P, ch.
10. R. takes B, 10. K. Kt. takes R.
11. K. R, P, one square, 11. K. R. P. one square.
12. K. Kt. to B. third square. 12. Q. takes Q.
18. Kt, takes Q. 13. Kt. takes K. P.

Your game is evidently very superior to his. Your eighth
move decided the game in your favour, as you attacked his
king’s bishop’s pawn with three pieces, and whatever he had
then done, you would have had’a fine game by taking king’s
- bishop’s pawn.
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Your game is much superior to his, as he cannot prevent
you from winning a pawn, as you attack king’s bishop’s pawn
with two pieces. Suppose, in order to defend king’s bishop’s
pawn, he were to play thus:

WHITE, BLACK.
10. Castles. 10. K., B, takes K. B. P, ch.

If he move the king, you have clearly a pawn more than
he. If he play '

11, K. R. takes B. 11. Kt. takes R.
12. K. takes Xt. 12. K. P. one square.

You now win more than a pawn, for as he must lose his
knight, you will remain with a rook against a knight.

SECOND GAME.

BLACK. WHITE,
1. K. P. two squares. 1. K. P. two squares.
2. K. B. to Q. B. fourth square. 2. K. B. to Q. B, fourth square,
3. Q. to K, B. third square. 3. K. Kt. to B, third square,

4. Q. to K, Kt, third square.

W‘This appears a good move, as the queen attacks two un-
defended pawns; it will be seen, however, that he cannot
take the king’s pawn without loss. It is usually bad play to
move out the queen in the early part of the game.
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BLACK, WEBITE.
4. Castles.
5. Q. takes K. P. 5. K. B. takes K. B. P.ch.

If he takes the bisbop, you will check king and queen with
the knight ; therefore,

6. K. to Q. square. 6. K. R. to K. square,
7. Q. to K. B, fourth square. 7. K. B. takes K. Kt,
8. K. R. takes B. 8. K. R. takes K, P,
9. Q. to K. B. square. 9. Q. P. two squares.

o

You have evidently by far the best of the game.

THIRD GAME.

BLACK. WHITE.
1. K. P, two squares, 1. K. P. two squares,
2. K. B.to Q. B. fourth square, 2. K. B. to Q. B. fourth square,
8. Q. B. P. one square, 3. Q. to K. second square.
4. K. Kt. to K, second square, 4. K. B, takes K. B, P. ch.
5. K. takes B, 5. Q. to Q. B, fourth square, ch,
6. Q. P. two squares, 6. Q. takes B,

Black played ill in moving king's knight to king’s second
square; he ought to have played it to king’s bishop’s third
square. Many young players think it bad play to move the
knight in front of the pawns, and therefore they move king’s
knight to king’s second square ; the above moves prove that it
is bad play; it is, however, not obvious why the same would not
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take place, had the knight been moved to king’s bishop’s
third square. The following moves will show that, had he
so played, you would have done wrong to have gaken his
king’s bishop’s pawn : for example,

BLACK, WHITE,
4. K. Kt. to B, third square. 4. K. B. takes K. B. P. ch.
5. K. takes B. 5. Q. to Q. B. fourth square, ch.
6. Q. P. two squares. 6. Q. takes B.
7. K. Kt. takes K, P.

Black has the best of the position in consequence of his
centre pawns. It is evident in both the above instances, if
instead of taking his bishop with your queen, you had firs¢
taken queen’s pawn with king’s pawn, he would have retaken
with the queen guarding his king’s bishop.
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2. K. B. to Q. B, third square.

One would naturally suppose this move cannot be good,
inasmuch as it prevents the queen’s pawn from being played,
and consequently confines his pieces. The following moves
will show you how to take advantage of it.

WHITE, BLACK.
3. K. B. to Q. B. fourthsquare. 3. K. Kt. to B. third square.
4. Q. P. two squares. 4. K. Kt. takes P.

As he might have played queen’s bishop’s pawn one square
on the third move, a variation will be given. Instead of
taking your king’s pawn, he might have played queen’s
knight to bishop’s third square. See the second variation.
If he had taken your queen’s pawn (fourth move), you would
have won a piece by advancing king’s pawn one square.

5. Q. P. takes P. 5. K. B. to Q. B. fourth square.

You might now take his king’s bishop’s pawn with king’s
bishop, and on his taking the bishop, play queen to her fifth
square, checking and winning king’s knight ; but it is rather
better to play queen to her fifth square, because you threaten
checkmate, and you also attack the undefended knight:
therefore,

6. Q. to her fifth square, 6. K. B. takes K. B. P. ch.
e 2
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his queen by playing queen’s bishop to king’s knight's fifth
square.

Second Variation, beginning at the fourth move of the
black.

Diagram No. 6.

WHITE. BLACK.
4. Q. Kt. to Q. B. third square.
5. Q. P. takes P. 5. K. B. takes P. (A).
6. K. Kt. to its fifth square. 6. Castles,
7. K. B. P. two squares. 7. K. B. to Q. fifth square.

8. K. P. one square.

You have an excellent position; if he were to remove
king’s knight, you ought to play queen to king’s rook’s fifth
square.

A

5. Q. Kt. takes P.
6. Kt. takes Kt. 6. K. B. takes Kt.
7. K. B. P. two squares. 7. K. B. to Q. third square,
8. K, P, one sq., and wins a piece.

If black, instead of removing his bishop (seventh move),
had taken your king's pawn with king’s knight, it would not
be good play to take his bishop, because he would have a
strong attack upon you by checking you with queen at king’s
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rook’s fifth square ; you ought to play queen to king’s rook’s
fifth square, and afterwards take the bishop.

SECOND GAME.

WHITE, BLACK.
1. K. P. two squares. 1. K. P. two squares.
2. K. Kt. to B. third square. 2. Q. to K. B. third square.
3. K. B. to Q. B. fourth square. 3. Q. to K, Kt. third square.

Black now attacks two undefended pawns; but he cannot
take either of them without loss, as will presently be shown.
If on the third move he had played king’s bishop to queen’s
bishop’s fourth square, you might castle.

4. Q. P. one square, (A). 4. Q. takes K. K¢, P.

You will now win his queen : for example,
5. K. B, takes K. B. P, ch,

If he take the bishop, you play king’s rook to king’s
knight’s square ; if he take the rook, you of course win the
queen; if he play queen to king’s rook’s third square, you
check king and queen with the knight; therefore,

5. K. to his second square.

6. K. R. to K. Kt, square, 6. Q. to K. R, sixth square,
7. K. R. to K. Kt. third square.
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As the queen has no place to move to, the best thing the
black can do is, to take the rook and afterwards the bishop;
but your game would even then be far superior to his. I
shall now show you that you may leave the king’s pawn un-
defended, and that he cannot take it without loss.

A.
WHITE. BLACK.

4. Castles, 4. Q. takes K. P.
5. K. B. takes K. B. P, ch.

It is evident that if he take the bishop, you check king
and queen with the knight; therefore,

First Defence.
5. K. to Q. square.
6. K. Kt. takes K. P,
If he were to take the knight, you would win his queen or
checkmate him, by playing king’s rook to king’s square;

therefore,
6. K. Kt.to B, third square,
7. K. R.to K. square.

You have evidently the best of the game, having won a
pawn and prevented his castling.

Second Defence.

5. K. to his second square.



88 KING'S KNIGHT'S GAME.

It would not be good play to take his king’s pawn with
king’s knight, because he would take the knight, and on
your attacking the queen with the rook, he would take the
rook, and then the bishop winning three pieces for the queen,
which would be more than an equivalent; therefore,

WHITE, BLACK.
6. R. to K, square. 6. Q. to K. B. fifth square.
7. K. R. takes P, ch. 7. K. takes B.
8. Q. P. two squares, 8. Q. to K, B. third square.
9. K. Kt. to its fifth square, ch. 9. K. to Kt. third square.
10, Q. to her third square, ch.

If he play king to rook’s third square, you checkmate by
playing knight to king’s bishop’s seventh square ; therefore,
10. K. to R. fourth square.
11, K. Kt, P, two squares, ch. 11. K. takes P., or playsto K. R.

12. Q. to K. R. third square, and fourth square,
checkmates.

THIRD GAME.

WHITE, BLACK.
1. K. P, two squares. 1. K. P. two squares,
2. K. Kt. to B. third square. 2. Q. P. one square,

This is a much better method of defending the king’s
pawn than the preceding; the chief objection to it is, that
it confines the king’s bishop.
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WHITE. BLACK.
3. Q. P. two squares.

First Defence.
8. K. B. P, two squares.
4. Q. P. takes P. 4. K. B. P. takes P.
5. K. Kt.to its fifth square.
It would be bad play to take the pawn, because you would
exchange queens, and then check king and rook with the
knight ; therefore,

5. Q. P. one square.
6. P. to K. sixth square. 6. K. Kt. to R. third square.
7. Q. checks. ' 7. K. Kt. P. one square,

8. Q. to K. R, third square.

Your position is very superior to the black’s; the pawn at
king’s sixth square confines his queen’s bishop, and you
threaten to take his king’s pawn with the knight, attacking

_ his king’s knight with queen’s bishop.

Second Defence.
8. Q. B. to K. Kt, fifth square.
4. Q. B, P. one square.

In the first place.

4. K. Kt. to K. B. third square.
5. Q. to Q. R. fourth square, ch,
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If he play queen to her second square, you play queen to
queen’s knight’s third square, attacking queen’s knight’s
pawn; but if

WHITE., BRLACK,
5. Q. B. to Q. second square.
6. Q. to Q. Kt, third square. 6. K. Kt. takes P,
7. Q. takes Q. Kt. P. 7. Q. B. to its third square.
8. K. B. to Q. Kt. fifth square. 8. Q. to her second square.
9. Q. takes R. 9. Q. B. takes Q.
10. K. B. takes Q. ch, 10. Q. Kt. takes K. B.

Having gained a rook for a bishop, you have of course the
best of the game. Black ought on the seventh move to have
played queen’s knight to queen’s bishop’s third square; you
would, however, even then have had the best of the game.

In the second place.
4. Q. B. takes Kt,

5, Q. takes Q. B. 5. P. takes P.
6. P.takes P. 6. K. Kt. to B, third square.
7. K. B. to Q. B. fourth square.

Your position is superior to his. If he were now to play
king’s bishop to king’s second square, you would have an
excellent game by advancing king's pawn.
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FOURTH GAME.

WHITE. BLACK.
1. K. P. two squares, 1. K. P. two squares.
2. K. Kt. to B. third square. 2. K. Kt, to B. third square,
3. K. Kt. takes P,

First Defence.
3. Q. to K. second square.

4. Q. P. two squares, 4. Q. P. one square,
5. K. Kt. to B. third square, 5. Q. takes K. P. ch.
6. K. B. to K. second square. 6. Q. B, to K, Kt. fifth square.
7. K. castles.

Your position is rather superior to the black’s.

Second Defence.
3. K. Kt. takes P,

»

. Q. to K. second square,

If he were to remove king’s knight, you would win his
queen by playing king’s knight to queen’s bishop’s sixth
square, checking his king ; therefore,

) 4. Q. to K. second square.
5. Q. takes Kt. 5. Q. P. one square,

You cannot remove the knight on account of the position

of the queen ; therefore,

6. Q. P. two squares. 6. K, B. P. one square.
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WHITE. BLACK.
' 7. K. B. P. two squares. 7. Q. Kt. to Q. second square,
8. Q. Kt. to Q. B. third square. 8. Q. P. takes Kt.
9. Q. Kt. to Q. fifth square, 9. Q. to her third square.
10. Q. P, takes P. 10. P. takes P,

11, P, takes P.

If he were to take the pawn with the queen, you would
exchange queens, then take queen’s bishop's pawn with the
knight, winning queen’s rook. If he were to take the pawn
with queen’s knight, you would win it by playing queen’s
bishop to king’s bishop’s fourth square ; therefore,

11. Q. to Q. B, fourth square.

12. Q. Kt. P. two squares. 12. Q. to Q. B, third square.
13. K. B. to Q. Kt. fifth square,

If he take the bishop, you check king and queen with the
knight; therefore,

13. Q. to K. Kt. third square.
14. Q. takes Q. 14, P. takes Q.

Knight takes queen’s bishop’s pawn, checks, and wins
queen’s rook.
FIFTH GAME.
WHITE. BLACK.

4. K. P. two squares. 1. K. P. two squares.
2. K. Kt. to B, third square. 2. Q. Kt.to Q. B. third square.
3. K. B. to Q. B. fourth square,
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Black now defends the king’s pawn in the best manner;
his next move ought to be king’s bishop to queen’s bishop’s
fourth square ; we shall, however, suppose him to play

WHITE. BLACK.

3. K. Kt. to K. B, third square.
4. K. Kt. to its fifth square.

First Defence.
4. K. Kt. takes K. P.

It would be bad play to take king’s bishop’s pawn with
king’s knight, because he would play queen to king’s rook’s
fifth square, having a powerful attack ; neither would it be -
right to take his Enight, because he would advance queen’s
pawn two squares, recovering the piece; your best move is
5. K. B.takes K. B, P. ch. 5. K. to his second square,

6. Q. P. one square.

If he take your knight, you evidently win his queen by
retaking. If he play king’s knight to queen’s third square,
you also win the queen by playing knight to king’s sixth
square ; for if he take it, you check king and queen with
queen’s bishop: his best move is to play king’s knight to
king’s bishop’s third square ; you then remove your king’s
bishop, having evidently the best of the game.
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Second Defence.
WHITE. BLACK.
4. Q. P. two squares.
5. K. P. takes P.
In the first place.

5. Q. Kt.to Q. R. fourth square.
6. K. B. checks. 6. Q. B. to Q. second square,
7. Q. to K. second square.

You have gained a pawn, and have a good position.

In the second place.

5. K. Kt, takes P,
6. Q. P. two squares.

If he were to take the queen’s pawn with queen’s knight,
you would win a piece by playing queen’s bishop’s pawn one
square. If he take the pawn with queen’s pawn, you may
sacrifice the knight by taking king’s bishop’s pawn. You
might also on the sixth move have played queen to king’s
bishop’s third square; but the best move is at once to sa-
crifice king’s knight, by taking king’s bishop’s pawn; but
the succeeding moves are too difficult for any but experienced
players to understand ; they are given at length in my
SECOND SERIES OF LESSONS, page 60, to which I refer you.
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SIXTH GAME.

WHITE. BLACK.
1. K. P, two squares. 1. K. P. two squares.
2. K. Kt. to B. third square. 2. Q. Kt. to B. third square.

3. K. B. to Q. B. fourth square. 3. K. B. to Q. B. fourth square.
4. Q. B. P, one square.

No. 1.
4. K. Kt. to K. second square.
5. K. Kt. toiits fifth square. 5. Castles.
6. Q. to K. R. fifth square. 6. K. R. P. one square.

Black played ill in moving king’s knight to king’s second
square; it is seldom the knight can be played to that square,
in the beginning, with safety ; it would have been much better
to have played it to king’s bishop’s third square, you could
not then have played queen. to king’s rook’s fifth square.
As he might have played queen’s pawn two squares instead
of castling, I shall give you a variation on that move.

7. K. Kt. takes K. B. P.

In the first place.

7. Q. to K. square.
8. K. Kt, takes K. R. P. ch. 8. K. to R.second square,
9. K. Kt. to K, B. seventh 8q. ch. 9. K. to Kt, square.
10. Q. to adv. K. R. square, and checkmates,
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In the second place.

WHITE. BLACK,
7. K. R. takes Kt,
8. K. B, takes R. ch. : 8. K. to R.second square.

You have evidently the best of the game, having gained
a rook and pawn for a knight.
Variation, beginning at the fifth move of the black.

Diacram No. 7.
5. Q. P. two squares.

6. K. P. takes P. 6. K. Kt. takes P.
7. Q. P. two squares. 7. P. takes P.
8. K. Kt. takes K. B. P. 8. Q. to K, second square, ch.
9. Q. to K. second square. 9. Q. takes Q.
10. K. takes Q. 10, K. takes K. Kt.
11, K. B, takes Kt. ch. 11. Q. B. to K. third square.
12. K. B. takes Q.Kt. 12. P. takes K. B.

This is a much better method of play for the black than
the former ; you have, however, the best of the game, as his
pawns are separated.

No. 2.

Diacram No. 8.

4. K. Kt. to K. B. third square,
5. Q. P. two squares. 5. K. B. to Q. Kt. third square.
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In a variation, he takes queen’s pawn with king’s pawn,
which is better play.
WHITE, BLACK.
6. Q. P, takes P.
In the first place.
6. K. Kt. takes K. P.

7. Q. to her fifth square, 7. K. B. takes K. B. P. ch.
8. K. to his second square.

It is evident that black must lose a piece, arising from his
having taken your king’s pawn.

In the second place.

. 6, K. Kt. to K. R. fourth square.
7. K. B, takes K. B, P. ch, 7. K. takes B,
8. K. Kt. toits fifth square, ch.

If he play king to knight’s square, you should check with
queen at her fifth square. If he play king to knight’s third
square, you will win his queen at the least, by playing queen
to king’s knight’s fourth square; therefore,

8. K. to his square,
9, Q. takes Kt. ch.

White has the best of the game.
H
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In the third place.

WHITE. BLACK.
6. K. Kt. to its fifth square.
7. K. B. takes K. B. P, ch, 7. K. to B.square.
8. Q. B. to K. Kt. fifth square, 8. K. B. takes K. B. P. ch.
9. K. to his second square. 9. Q. Kt. to K. second square.

10, Q. to Q. Kt. third square. 10. K, B.to Q. Kt. third square,
11, K. B.to K. R. fifth square,

winning a piece with a very
powerful attack.

Variation, beginning at the fifth move of the black.
Diacram No. 9.
5. K. P. takes P.

6. K. P. one square,

If he play king’s knight to king’s rook’s fourth square,
you play king’s knight to its fifth square, &c. If he play
it to king’s knight’s fifth square, you take his king’s bishop’s
pawn with king’s bishop, &c. ; therefore,

6. K. Kt. to K. fifth square. A
7. K. B. to Q. fifth square. 7. K. Kt. takes K. B. P. L
8. K. takes Kt. 8. P. takes Q. B. P. ch. e
9. K. to his square. 9. P, takes Q. Kt. P,

10. Q. B. takes P.

There is not much difference in the game ; the advantage
is, however, on your side.
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You have a very good game; black ought now to play
queen’s bishop to king’s knight’s fifth square ; if he were to
play out king’s knight in order to castle, he would lose a
piece or two bishops for a rook : for example,

WHITE. BLACK

9. K. Kt. to B, third square,
10. Q. P.one square. 10. P, takes P,
11, P, takes P.

If he remove king’s bishop, you advance queen’s pawn,
attacking two pieces; therefore,

11, Q. B. to its fifth square.
12. P. takes K. B. 12. Q. B. takes R.
13. Q. takes Q. B,, and has the best
of the game.

Variation beginning at the fifth move of the white.

Diacram No. 10.

5. Q. P. two squares, 5. P, takes P.
6. Castles.

First Defence.

6. P, takes P.
7. Q. Kt. takes P, 7. K. Kt. to B, third square.
8. K.-P. one square, 8. K. Kt, to itsfifth square.
9. Q. Kt. to Q. fifth square. 9. Q. to her square,

10. Q. Kt, P. two squares.



KING’S KNIGHT'S GAME. . 101

In the first place.

10. Q. Kt. takes P,
11, Q. B. to K. Kt, fifth square.  11. K. B. P. one square.

12. P. takes P, 12. K. Kt. takes P,
13. Q. to K. square, ch. 13. K. to B. square.
14. Kt. takes Q, Kt., and has evi-

dently a fine game.

~  In the second place.

10. K. B, takes P.

11, Kt. takes K. B. 11. Kt. takes Kt.

12. K. R. P. one square, 12. Kt to K, R. third square.
13. Q. B. to K. Kt, fitth square, 13, K. B. P. one square,

14. P, takes P, 14. P, takes P.

15, Q. B. takes Kt., and wins.

Second Defence.

6. Q. P. one square.
7. P. takes P. 7. K. B.to Q. Kt. third square,
8. Q. Kt. to Q. B, third square.

White has a better position than the black.

Defence, the black having the first move.

I shall now suppose the black to play the attack differently
from the usual method.
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FIRST GAME.

BLACK.
1. K. P. two squares.
2. K. Kt. to B, third square.
3. K. B. to Q. Kt. fifth square.
4. K. B. takes Kt,
5. K. Kt. takes K. P.
6. K. takes B.

7. K. to B. square.

WHITE.
. K. P, two squares,
Q. Kt. to B. third square.
K. B. to Q. B. fourth square.
Q. P. takes K. B,
K. B.takes K. B. P. ch.
Q. to her fifth square, ch.
Q. takes K. Kt.

Nomarmen

Your position is better than his.

SECOND GAME.

BLACK.

1. K. P. two squares.
2. K. Kt. to B. third square.

3. K. B.to Q. B. fourth square.,

4. Q. P. one equare.

5. K. Kt. to its fifth square.
6. Q. to K. R. fifth square.
7. Q. B.P. one square,

WHITE.
1. K. P. two squares.
2. Q. Kt. to B. third square.
3. K. B. to Q. B. fourth square.
4. Q. P. one square.
5. K. Kt. to R, third square.
6. Castles.
7. K. to R. square,

Your seventh move appears to be a bad one, as you lea

your king’s bishop’s pawn to be taken.
have the worst of the game if he take it :

Black will, howeve
for example,

In the first place.

8. K. B. takes K, B. P,

8. Q. to K. B, third square.
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BLACK, WHITE,
9. Castles. 9. K. R, takes B,
10. K. Kt. takes R, ch, 10. Kt. takes Kt

You have the best of the game. If you had taken his
bishop with your knight, he would have checkmated you with
. his queen.

In the second pluce.

8. K. Kt, takes K. B. P, ch, 8. Kt. takes Kt.

9. K. B. takes Kt. 9. Q. to K. B. third square,
10. K. B, to Q. Kt. third square. 10, Q. takes K. B. P, ch.
11, K. to Q. square, 11. Q. takes Kt, P.

«

Black must lose, as you threaten his rook, and also to
check king and queen with the queen’s bishop.

Variation, beginning at the fifth move of the black.

Diagram No. 11.

5. Q. B, to K. Kt fifth square. 5. Q. to her second square.

6. K. B. to Q. Kt fifth square. 6. Q. R. P. one square.

7. K. B. takes Kt. 7. Q. takes B.

8. Castles. 8. K. B. P. one square. :
9. Q. B. to Q second square. 9. K. Kt. to K. second square. '

The game is equal. You might on the fifth move have
played king’s knight to bishop’s third square, or to king's

 o——mm m— -
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second square; but it would have been bad play to have
moved king’s bishop’s pawn one square.

THIRD GAME.,
BLACK. WHITE.
K. P. two squares. 1. K.,
K. Kt. to B. third square. 2. Q.
. K. B. to Q. B, fourth square. 3. K.
4. Q. B. P. one square, 4. Q.

P. two squares.

Kt. to B. third square.
B. to Q. B. fourth square,
P. one square.

e

In the first place.

5. Q. P. one square, 5. K. B.to Q. Kt. third square.
6. Castles. 6. K. Kt. to B. third square.
7. Q. B. to K. Kt. fifth square. 7. Castles.
8. Q. Kt. to Q. second square. 8. Q. B.to K. Kt. fifth square.
The game is quite equal.
In the second place.
5. Q. P. two squares. 5. K. P. takes P.
6. Q. B. P. takes P. 6. K. B. to Q. Kt. third square.
7. Q. P. one square, 7. Q. Kt. to K. second square.

The game is equal. If you had played queen’s knight to
queen’s rook’s fourth square, on the seventh move, black
would have removed king’s bishop to queen’s third square,
threatening to advance queen’s knight’s pawn on your knight.
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CHAPTER XV.

THIRD OPENING, OR QUEEN'S BISHOP’S PAWN'S GAME.

FIRST GAME.
BLACK,

1, K. P. two squares.

WHITE.

1. K. P, two squares.
2. Q. B.P. one square.

The best move is to play queen’s pawn two squares; we
shall, however, suppose him to play,

In the first place,
2. K. B.to Q. B. fourth square.

3. K. Kt. to B. third square, 3. Q. P.one square.
4. K. B.to Q. B. fourth square. 4. K. Kt. to K. B, third square.
5, Castles. 5. K. Kt, takes P.
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Taking this pawn is a bad move, he ought to have played
queen’s knight to queen’s bishop’s third square, or he might
have castled.

WHITE. BLACK.

6. Q. to Q. R. fourth square, ch, 6. Q. B. P, one square,
7. K. B, takes K. B. P., ch. 7. K. takes B.

8. Q. takes K. Kt.

Your position is superior to his.

In the second place.

2. K. Kt. to B. third square.
- Q. to Q, B. second square. 3. K. B. to Q. B. fourth square.
. K. Kt. to B. third square.

» W

First Defence.
4. K. Kt. to its fifth square.

5. Q. P. two squares.’ 5. K. P. takes P.
6. Q. B. P, takes P, 6. K. B. checks.
7. Q. Kt. to Q. B, third square., 7. Q. to K. second square.

Your position is better than his, on account of your centre
pawns. Black’s fourth move is a bad one; such premature
attacks should be avoided.

Second Defence.

4. Q. Kt. to Q. B. third square.
5. K, B. to Q. B. fourth square, 5. Q. P. one square.
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WHITE. BLACK.
6. K. castles, 6. K. castles.
7. Q. P. one square. 7. Q. B. to K. Kt. fifth square.
The game is quite equal.

SECOND GAME.

WHITE, BLACK,
1. K. P. two squares. 1. K. P. two squares.
2. Q. B. P. one square, 2. Q. P. two squares.

3. K. Kt. to B. third square.

First Defence.

3. Q. P. takes P.
. K. Kt. takes P. 4. K. B. to Q. third square.
. K. Kt. to Q. B, fourthsquare. 5. Q. B. to K. third square,
. Q. P. two squares.

'S

2 O

The game is equal. You would have played ill had you
checked him with your queen on the fifth move, and then
have taken his king’s pawn, because he would have won your
knight by playing queen to king’s second square, and
afterwards king’s bishop’s pawn one square.

Defence, the black having the first move.

FIRST GAME.
BLACK, WHITE,
1, K, P, two squares. 1. K. P. two squares.
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BLACK, WHITE.
2. Q. B. P. one square. 2. Q. P. two squares.
3. P. takes P. 3. Q.takes P.

If he play queen’s pawn one square, you may play king’s
bishop’s pawn two squares : if

4. Q. P. two squares. 4. P. takes P.

5. P. takes P, 5. K. B. checks.

6. Q. Kt to B. third square. 6. K. B. takes Kt.

7. Q. Kt. P. takes B. 7. Q. B. P. two squares.

8. Q. B. to K. third square. 8. P. takes P.

9, P. takes P. 9. Q. Kt. to B, third square.

Your position is better than his, in consequence of his
isolated pawn.

SECOND GAME.

BLACK, WHITE.

1. K. P. two squares. 1, K. P. two squares,
2, Q. B. P. one square. 2. Q. P. two squares,
3. K. Kt. to B, third square, 3..P. takes P.

In the first place.

4, Q. checks, 4. Q. B. P. one square.

5. Q. takes P. 5. K. B. to Q. third square.
6. Q. P. two squares. 6. K. B, P. two squares,

7. Q. to Q. B, second square, 7. K. P. one square,

The position is in favour of the white.
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In the second place.

BLACK. WHITE,
4. K. Kt. takes P. 4. K. B. to' Q. third square,
5. Q. P. two squares. 5. Q. to K. second square,

6. Q. B. to K, B. fourth square, 6. K. B. P. one square.

7. Q. to K. R. fifth square, ch. 7. K. to B. square.

8. K. Kt. to its sixth square, ch, 8. P. takes Kt.

9. Q. takes R. 9. B. takes B. N
10. K. B. to Q. B. fourth square, 10, Q. B. to K. third square.

The game is in your favour, as you have won two pieces for
a rook. Black ought on the sixth move to have played king’s
knight to queen’s bishop’s fourth square.



CHAPTER XV

KING’S GAMBIT.

Tue king’s gambit is a favourite game among the genera-
lity of players; it is a very attacking game, and gives rise
to many interesting positions.

Authors and players have differed with regard to this
method of opening the game, some contending that as a
pawn is sacrificed on the second move, the first player ought
to lose the game; others say that the attack compensates for
the loss of the pawn, and therefore the game may be played
without danger ; moreover, the pawn which takes on the second
move, is doubled on the same file with another, which is some-
times a disadvantage. Both parties can cite authorities for
their opinions, and it is perhaps difficult to determine which is
right.  One thing, however, is certain, that no one contends
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that the first, or gambit player, ought to win ; the utmost he
can hope for against a good player, is to draw : this is also
the case with all other openings when well played. There is,
besides, more variety in this game than in others, and it con-
sequently requires more knowledge and practice; it is, there-
fore, usually attempted in playing against an inferior player,
or when the first player gives the odds of a rook or knight.
The word gambit is said to be derived from an Italian phrase
used in wrestling, signifying a peculiar movement by which
the adversary is tripped up.

Let us now proceed to examine the leading moves of this
opening.

FIRST GAME.
WHITE. BLACK.

1. K. P. two squares, 1. K. P. two squares.
2. K. B. P. two squares.

This pawn you sacrifice in order to gain an attack, and to
establish your king’s and queen’s pawns in the centre of the
board. The best move for the black, is to take and defend
it: but instead of that, he may refuse, and play either

1. Q. P. two squares, or,
2. K. B. to Q. B, fourth square,
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No. 1.
waITE. sLACK.
2. Q.P. two squares.
3, K. P. takes P. 3. Q. takes P.
4. Q. Kt. to B. third square. 4. Q. to K. third square.

If instead of taking your pawn with the queen, he had
taken the other pawn with the king’s pawn, your move would
be king's knight to bishop’s third square, to prevent his
checking you with his queen at king’s rook’s fifth square.
If on the fourth move he play queen to her own square, you
may take his pawn with king’s bishop’s pawn ; and should he
then play queen to king’s rook’s fifth square checking, you
must interpose king’s knight’s pawn, and he is obliged to re-
move his queen, which cannot be played to your king’s fourth
square attacking the king and rook, on account of the
position of your queen’s knight.

At present, he threatens, by taking your king’s bishop’s
pawn, to give you a check by discovery; this you may allow
him to do, and play
takes P. checking.

checks.

P.
K. B.
K. B. to Q. Kt, third square,
Q. B. P. one square.

5. K, Kt, to K. B. third square, 5.

6. K. to B, second square. 6.

7. Q. P. two squares. 7.

8. K. B. to Q. Kt, fifth square,ch. 8

9. K. R.to K, square, winning the
quecn.
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The moves of the black are very natural to a young player,
but they have lost him the game. His check with the king’s
bishop was bad play, because you advanced your queen's
pawn, and compelled it to retire; he ought then to have
played to king’s second square, instead-of to queen’s knight’s
third square, and you could not in the former case have won
his queen. If on the eighth move he had played the king to
queen’s square, or to king’s bishop’s square, thinking by
that means to save the queen, you would still have played
your rook to king’s square, winning the queen at the least,
for if he remove her, you give checkmate with rook at ad-
verse king’s square.

Instead of checking with the bishop on the sixth move,
black ought to have played (in order to prevent your king’s
bishop from checking him),

WHITE, BLACK.

6. Q. B. P. one square,
7. K. B. to K. second square. 7. K. Kt. to B. third square.
8. K. R. to K. square, 8. K. B. to K. second square,

The game is now about equal ; your next move should be

either queen’s pawn two squares, or king to knight’s square.

You will, perhaps, think it strange that I should let you

move the king on the sixth move instead of interposing

queen or king's bishop, as by so doing, you are prevented
1



(37 KINE 'S CANIDT.

from cantivng ; bat o cxamiaatios, wea wil fd that vou seffer
wr mermveriencs foom 8, wnd this veu have the chamee of
winning b qaees as above.

In siwwikar prions, whes the black has his king and queen
om the same file, 1t 1s ofien good play 10 move the king

wnier 1 wttack thess with the rook.
No. 2.
wune, ELack.
2. K. B. to Q. B. fourth square.
3. K. Kt 1o B, third squsre, 3. Q. P. one square.

4. Q. B, P, ous squsre,

You play king's knight to bishop’s third square, to prevent
s being taken by the bishop, and also at the same time to
uttack the king's pawn, Had you taken his king’s bishop’s
awn on the third move, you would have exposed yourself
to n dungerous check from the queen at your king’s rook’s
fourth squnre,

Q. to K. second square.
K. P. takes Q. P.
K.

4
M Q. Py two suares, 5
6 B. to Q. Kt, third square;

0 Q1P takes P,
7. Q. Kt to Qv W, third square,

You have the beat of the game owing to your centre pawns.
You will naturally ask why the black did not take your
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king’s pawn on the sixth move checking the king; the fol-
lowing moves will prove that if he had so done, he would
have lost a piece : for example,

WHITE. BLACK.
6. Q. takes K. P. ch,
7. K. to B, second square.

Black is compelled to remove the king’s bishop or lose it;
he plays, therefore,

7. K. B. to Q. Kt, third square.
8. K. B. checks.

If black interpose any piece, you will evidently win the
queen by playing your rook to king’s square; he therefore
plays

8. K. to K. B. square, or to Q. sq.
9. K. R. to K. square,
also winning the queen; for if he remove her, you will check-
mate him by playing rook to hisking’s square. These moves
prove that black must lose the king’s bishop at the least.

THIRD GAME.

WHITE., BLACK,
1. K. P. two squares. 1. K. P. two squares,
2. K. B. P. two squares. 2. P. takes P.

3. K. Kt. to B. third square.
12
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This move of the knight is one of the best that can be
played; you bring a piece into play, and prevent the black
from checking you with the queen. Black ought now to
move king’s knight’s pawn two squares, in order to defend
the gambit pawn ; if instead, he were to play king’s bishop
to queen’s bishop’s fourth square, you would advance queen’s
pawn two squares, forcing his bishop to retire to the improve-
ment of your game. But suppose he play

3. K. Kt. to B. third square.

4. K. P. one square. 4. K. Kt. to Q. fourth square.
5. Q. B. P. two squares. 5. K. Kt. to Q. Kt. fifth square,
6. Q. P. two squares. 6. K. Kt, P. two squares.

7. K. R. P. two squares.

It is evident he cannot defend the king's knight's pawn
with his king’s rook’s pawn, bacause you would take the
pawn with yours, and he could not retake without losing his
rook ; he therefore moves,

In the first place,

7. K. Kt. P. one square.
8. K. Kt. to its fifth square. 8. K. R. P. one square.
9. K. Kt. to K. fourth square, 9. K. B. to K. second square.
10. Q. B. takes P,

You have the best of the game, as black’s pieces are much
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confined ; if he were now to take your king’s rook’s pawn
giving check, you would interpose king’s knight’s pawn, and
afterwards take his king’s rook’s pawn.

In the second place.

WHITE. BLACK.
7. K. B. P, one square.
8. Q. R. P one square, 8. K. Kt. to Q. B. third square.
9. K. Kt. tukes K. Kt. P. 9. P. takes Kt.
10. Q. checks. 10. K. to his second square.
11, Q. takes K. Kt. P. ch, 11, K.to B, second square.
12. Q. takes P. ch. 12. K. to Kt, square.
13, Q. B. P. one square. 13. Q. P. two squares, to prevent

the check of the B.
14. Q. B. P, takes P. en pussant.  14. Q. B. to K. third square.

15. Q. P. one square. 15. Q. B. takes P.
16. K. B. to Q. B. fourth square, 16, B. takes B.
17. Q. takes B. ch. 17. K. to Kt, second square.

18. Q. to K. sixth square, threaten- 18. K. R. P. one square.
ing checkmate with Q. B.

19. K. R. to its third square, and wins, the check of the r:)ok being fatal
to the black,

I have purposely given you more moves than usual in this
game, in order to show you how to conduct an attack after
sacrificing a piece. It is usually bad play in the king’s
gambit to move king’s bishop’s pawn one square, in order to
defend the king’s knight’s pawn,
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PFIURTHE GAWH.

W, BLaCE.
1. K. P. ov3 spnares. r. K P osa sqoares.
2 K. B. P. ovs spumres. 2. P_osises P
3. K Ko m B, did spoerss. 3 K K P. owo aquares.

This i the best mode of play for the biack. You bave
now two methods of plavmmr. viz., king’s rook’s pawa two
squares, or king’s bishop 10 queen’s beshop's fourth square ; the
latter is oftener played than the former, and will be the sub-
ject of a foture game ; at present, we will suppose you to play

t. K. R. P. two squares. 4. K. B. P. ome square.
5. Kt takes K. K¢. P, 5. P. akes Kt

6, Q. cheoeks. 6. K. to his second square.
7. Q. tokes Kt. P. b, 7. K. to kis square.

8. Q. K, R. fourth square. 8. K. to his second square.
9. Q. to Kt, fifth square, cb. 9. K. to B. second square.

10, Q. takes R. snd ought to win.

This is another proof that it is bad play to move king’s
hishop’s pawn one square defending king’s knight's pawn.
If he were on the fourth move to play king’s bishop to king’s
sscond square, or to king's rook’s third square, you should
tuke his king’s knight's pawn with yours, and afterwards play
(noen's pawn two squares, and he would not long be able to
defoncd tho gambit pawn.
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FIFTH GAME.

WHITE. BLACK.

1. K. P. two squares, 1. K. P. two squares.

2. K. B. P. two squares. 2. P. takes P.

3. K. Kt. to B. third square. 3. K. Kt. P. two squares,

4. K. B. to Q. B. fourth square, 4. K. B. to K. Kt, second square.

This move of the black is considered one of the best that
can be played : it prevents your knight from advancing to
the king’s fifth square, and by defending his rook, enables
him afterwards to defend his king’s knight’s pawn with king’s
rook’s pawn. The next best move for you is to play either
king’s rook’s pawn two squares or to castle.

Suppose you play
5. K. R. P. two squares.

First Defence.

5. K. B. P. one square,
6. K. Kt. takes K. Kt. P. 6. P. takes Kt.
7. Q. checks. 7. K. to his second square.
8. Q. to K. B. seventh square, ch, 8. K. to Q. third square.
9. Q. takes B. and has the best of

the game.
Second Defence.
5. K. Kt. P. one square,
6. K. Kt.'to its fifth square. 6. K. Kt. to R. third square.
7. Q. P. two squares, 7. K. B. P. one square.

8. Q. B. takes P.
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In the first place.

WHITE. BLACK.
8. P. takes Kt.
9. Q. B. takes P. 9. K. B. to its third square,
10. Q. B. takes Kt. 10. K. B. takes P. ch.

11, K. to his second square.
There is not much difference in the game.

In the second place.
8. Q. P, onesquare.

You might save your knight by playing it to king’s sixth
square, but it is better to play as follows :

9, Castles. 9, P. takes Kt.
10. Q. B. takes P, 10. Q. to her second square.
11. Q. to her second square. 11. K. Kt. to its square.

“12. R, to K. B. seventh square,
wins K. B, and remains with
the best of the game.

Third Defence.

5. K. R, P. one square.
6. Q. P. two squares. 6. Q. P, one square.
7. Q. B. P. one square,

In the first place.

7. Q. B, to K. third square.
8. K. B, tukes B, 8. P, takes B,
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WHITE. BLACK.
9. K. R. P takes P, 9. P. takes P,
10. R. takes R. 10. B. takes R,

11. Q. to Q. Kt. third square, and
wins a Pawn,

In the second place.

7. Q. B. to K. Kt. fifth square.
8. Q. to Q. Kt. third square.

If he were to take king’s knight with queen’s bishop, you
should take king's bishop’s pawn checking, and afterwards
take his queen’s bishop ; but if he play

8. Q. B. to K. R, fourth square,
9. K. R. P. takes P, 9. P. takes P,

10, K. R. takes Q. B. : 10. K. R, takes R.
11. K, B. takes K. B. P. checking,
eand afterwards takes K. R.
baving much the best of the
game.
The seventh move of the black in this defence is incorrect,
as he loses at least a pawn by it; the proper move is queen’s

bishop’s pawn one square, as in the next game.

SIXTH GAME.

WHITE. BLACK,
1. K. P. two squares. 1. K. P. two squares,
2. K. B. P. two squares. 2. P. takes P.
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WHITE, BLACK.

3. K. Kt. to B. third square. 3. K. Kt. P. two squares.

4. K. B, to Q. B. fourth square. 4. K. B. to K. Kt. second square.
5. K. R. P, two squares, 5. K. R. P. one square,

6. Q. P. two squares, 6. Q. P.one square,

7. Q. B. P. one square. 7. Q. B. P, one square.

8. P. takes P. 8. P, takes P.

9. K. R. takes R. 9. K. B. takes R.

In this position black has still the best of the game, having
a pawn more than the white. In the present position, if you
were to play queen to queen’s knight’s third square, he would
move queen to king’s second square; butif instead of moving
the queen, you were to play king’s knight to king’s rook’s
second square, in order afterwards to play queen to king's
rook’s fifth square, he might play king’s knight to bishop’s
third square. The following method of play is very attack-
ing and ingenious, and may be ventured against an inferior
player :

10. X. Kt. to K. fifth square. 10. Q. P, takes Kt.
11. Q. to K. R. fifth square. 11. Q. to K. B. third square.
12, P. takes P, 12. Q. to K. Kt. second square.

13. P. to K. sixth square.

He might now take the pawn with queen’s bishop, and
would have rather the best of the game; but suppose he

play
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WHITE, BLACK.
13. K. Kt. to B. third square.

14. P, takes P, ch,
In the first place.
14. K. to B, square.
15. Q. B. takes P.
He cannot take the queen, because the queen’s bishop would
checkmate, neither can he take the queen’s bishop, because
the queen would checkmate ; therefore,

15. K. Kt. takes P.
16. Q. Kt. to Q. second square. 16. P. takes Q. B.
17. Kt, takes Kt.

Though you have a piece less, yet your attack is very
strong. If he were now to play queen to king’s fourth
square in order to exchange, you might castle, and he could
not take the queen without soon losing the game.

In the second place.

Diagcram No. 12,

14. K. to his second square.
15. Q. to K. second square. 15. Q. B. to K, Kt, fifth square,
16. Q. to her third square. 16. Q. Kt. to Q. second square.

Black has much the best of the game, having gained a
piece for which you have no attack of consequence.
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SEVENTH GAME.

WHITE, BLACK,
1. K. P. two squares, 1. K. P. two squares.
2. K. B. P. two squares. 2. P. takes P.
3. K. Kt. to B. third square. 3. K. Kt. P. two squares.
4. K, B. to Q. B. fourth square. 4. K, Kt. P. one square.

The black’s fourth move gives rise to many interesting
variations of the king’s gambit; it is difficult to determine
whether it is a better move than playing king’s bishop to
knight’s second square; the usual moves for the white are,
to play king’s knight to king’s fifth square, or to castle.

Suppose then,

5. K. Kt. to K. fifth square. 5. Q. checks.

6. K. to B. square, 6. K. Kt. to K. R. third square.
7. Q. P, two squares, 7. Q. P. one square.

8. K. Kt. to Q. third square. 8. Gambit P. one square.

All these are regular moves, and usually played in this sort
of gambit. Some players instead of giving the check, play
king’s knight to rook’s third square on the fifth move ; it is,
however, better to check, as it compels you to move the king.
You ought now to advance the pawn on the queen; we will,
however, suppose you to play,

No. 1.

9, P. takes P. 9. P. takes P,
10. Q. takes P. 10. Q. B. checks.
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If you play king to his second square, you lose the queen
by his attacking her with queen’s bishop at king’s knight’s
fifth square ; if you play king to knight’s square, the check
of the rook will also cost you the queen, and consequently
the game.

No. 2.

WHITE. BLACK,
9. K, Kt. P. one square.

Disgram No. 13.
First Defence.

9. Q. to K. second square.
10. Q. Kt. to Q. B. third square.  10. Q. B. P, one square,

The game is rather in favour of the white, for by playing
the king’s rook’s pawn one square, you will be able to break
through the pawns on that side.

Second Defence.

9. Q. to K. R, sixth square, ch.
10. K., to his square.

If he play queen to king’s knight’s seventh square attack-
ing the rook, you will win his queen by playing first king’s
knight to king’s bishop’s second square, and afterwards
king’s bishop to its square; you also threaten by playing
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king’s knight o king's bishop’s foarth square to win his
gueen ; therefore he plays
WEITE. BLACK.
10. Q. w K. R. fourth square.

11. K. Kt w K B fourth square.  11. Q. © Q. R. fourth square, ch.
12. Q. B. 0 Q. second sguare.

In the first place.

12. Q. to Q. Kt. third square.
13. K Kt. to Q. ffth square.

If he takes queen’s knight’s pawn, be loses the queen by
your playing queen’s bishop to its third square. If he play
queen to queen’s bishop’s third square, you also win her by
playing king’s bishop to queen’s knight’s fifth square, for if
he take the bishop, you check king and queen with king’s
knight ; therefore he plays

13. Q. takes Q. P.

14, K. B. to Q. third square. 14. Q. to Q. B. fourth square.
15, Q. Kt, P, twosquares.

He must lose the queen, for if he play queen to her fifth
square, you move queen’s bishop to its third square; if he
play her to queen’s bishop’s third square, you attack her
with king's bishop as before.
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In the second place.

Diagram No. 14,
WHITE, BLACK.
, 12. Q. to Q. R. fifth square.
13. Q. Kt.to Q. R. third square. 13. Q. B. P, one square.
14. K. Kt. to Q. fifth square,

It is evident that if he take the knight, he loses his queen
by a check from your king’s bishop ; therefore,

14. Q. Kt. P. two squares.

15. Q. Kt. P. one square, 15. Q. takes Q. Kt.

. 16, Q. B. to Q. Kt. fourth square. 16. Q. to adv. Q. Kt. second square.
17. Q. R. to Q. Kt. square. 17. Q. takes Q. R. P.
18. Q. R. to its square. 18. Q. to adv. Q. Kt. second square.
19. Q. B. to its third square. 19. Q. takes R.
20. Q. takes Q.

You have much the best of the game, for if he take king’s
bishop, you checkeking and rook with the knight; if he
take king’s knight, you retake with king’s bishop, equally
winning queen’s rook.

EIGHTH GAME.

WHITE. BLACK,

1. K. P. two squares, 1. K. P, two squares.

2. K. B. P. two squares. 2. P. takes P.

3. K. Kt. to B, third square. 3. K. Kt. P. two squares.



128 KI1NG'S GAMBIT.

wusTE. BLACK.
4. K. B.to Q. B. fourth square. 4. K. Kt. P. one square.
5. K. Kt. to K. fth square, 5. K. Kt. to K. R. third square.

First Defence.

6. Q. P. two squares. 6. Q. P. one square.

7. K. Kt. to Q. third squaze. 7. Gambit P. one square.

8. K. Kt. P. one square, 8. K. Kt. to its square.

9. K. R. P. one square, 9. K. R. P. twn squares.
10, P. takes P. 10. Q. B. takes P,

In this position your game is better than his, because his
pawns on the king’s side are broken up. If you had not
played king’s rook’s pawn on the ninth move, he would have
played king’s bishop to king’s knight’s second square, in
order to be able afterwards to take your pawn with king’s
rook’s pawn instead of with queen’s bishop, his pawns would
then have been united and strong.

Second Defence.

Diacram No. 15.

6. K, Kt. tukes K. Kt. P, 6. Q. checks.
7. K. Kt. to K, B. second square. 7. Q. P. two squares.

You did not play well to take his king's knight's pawn on
the sixth move, queen’s pawn two squares is much better.
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If you were now to take queen’s pawn with king’s bishop, he
would win you queen by playing queen’s bishop to king's
knight’s fifth square ; therefore,

In the first place,

WHITE, BLACK.
8. K. B. to Q. third square, 8. K. B. to Q. B. fourth square.
9. Q. to K. second square, 9. K. Kt. to its fifth square.
10. K. R. to K. B. square. 10. K. Kt. takes Kt
11. K. R. takes Kt. 11. Q. takes R. ch.
12. Q. takes Q. 12. K. B.takes Q.
13. K. takes K. B, 13, P. takes P, .

Black has the best of the game, having gained a rook for
a bishop.
In the second place.

8. K. P. takes P. 8. Gambit P. one square.
9. K. B. checks. 9. Q. B. P. one square.
10, P, takes P, 10. Q. to K. second square.
11, K. to K. B. square. 11, P. takes P.
12, K. takes P. 12, Q. to K. Kt, fourth square, ch,

You must lose your bishop, and consequently have the
worst of the game.

If instead of checking with your bishop on the ninth
move, you had played it to queen’s knight’s third square or
to queen’s third square, he would have taken your king’s

K
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knight’s pawn, and afterwards your king’s rook’s pawn. If
you had played king’s bishop to its own square, he would
have won a piece by checking with queen at king’s second

square.
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CHAPTER XVII.

SALVIO GAMBIT,

Ta1s gambit which first appeared in Salvio’s Treatise on
Chess, differs from the common king’s. gambit on the sixth
move of the second player; the usual move is to play the
king’s knight to king’s rook’s third square; but in the Salvio
gambit it is played to king’s bishop’s third square: it is an
ingenious move, and a good one when the player receives the
odds of a piece, but against equal play, the other move is
considered the best.

FIRST GAME.

'WHITE, BLACK,
1. K. P, two squares. 1. K. P. two squares.
2. K. B. P. two squares, 2. P, takes P,
3. K. Kt. to B. third square. 3. K. Kt. P. two squares.
4. K. B. to Q. B. fourth square. 4. K. Kt. P. one square.

K 2
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WHITE. BLACK.
5. K. Kt.to K. fifth square. 5. Q. checks.
6. K. to B. square, 6. K. Kt. to K, B, third square.
No. 1.

7. K. B. takes K. B, P. ch. 7. K. to his second square.

8. K. B. to Q. Kt. third square, 8. Q. P. one square. ,

9. K. Kt. to Q. third square. 9. K. Kt. to K. R. fourth square.
10, Q. to K. square. 10. K. Kt. P. one square.
11. K. to K. Kt. square. 11. K. B. to Kt. second square.
12, Q. B. P. one square. 12. Q. to K. Kt. fourth square,

Black’s position is much superior to yours, arising chiefly
from your taking king's bishop’s pawn on the seventh move,
instead of playing queen to king’s square, which is the best
move. If you had taken his king’s bishop’s pawn with the
king’s knight on the seventh move, he would have won two
pieces for his rook, by playing queen’s pawn two squares.
Black played correctly in moving the king to his second
square rather than to queen’s square, though some interest-
ing moves occur when the latter is played : for example,

Diacram No. 16.

7. K. to Q. square,
8, K. B, to Q. Kt. third square, 8. K. Kt. to K. R. fourth square.
9. K. Kt. to. K. B. seventh sq, ch. 9. K. to his square.
10. K. Kt, takes R. 10. K Kt. to its sixth square, ch.
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WHITE. BLACK,
10. K, B. to Q. Kt. third square.  10. K. Kt, to K. B, third square.
11. Q. P. two squares, 11. Q. P. one square.
12, K, Kt. to Q. third square. 12. Gambit P. one square.
13. P, takes P, 13. P, takes P.

14. K. to B. second square.

The game is about equal, as black will not long be able to
defend the pawn at king’s bishop’s sixth square.
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which makes it impossible to defend the gambit pawn for
many moves ; but if you play as follows, you acquire a very
strong attack : for example,

WHITE. BLACK.
5. K. Kt. P, one square, 5. P. takes P.
6. Castles. 6. P. takes P. ch.

7. K. to R. square.

First Defence.

7. K. B. to K. second square.
8. K. B. takes K. B. P. ch. )

In the first place.

8. K. takes B.
9. K. Kt. to K. fifth square, ch. 9. K. to his third square.
10. Q. to K. Kt. fourth square, ch, 10, K. takes Kt.
11, Q. to K. B. fifth square, ch. 11, K. to Q. third square,
12. Q. to her fifth 8q. checkmating,

These moves are very brilliant. Black played badly in
moving king’s bishop to king’s second square; he ought,
instead, to have played queen’s pawn two squares. If, on
the ninth move, black had played king to his square, he
would evidently have lost the queen by your attacking her
with king’s knight.
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In the second place.

Diagram No. 19.

WHITE. BLACK.
: 8. K. to B, square.
9. K. Kt. to K. fifth square. 9. K. Kt. to B. third square.

10. K. B. to Q. Kt. third square.  10. Q. to K. square,
11, K. Kt. to K. B. seventh square. 11. K. R. to K. Kt. square.
12. K. P. one square, 12. Q. P. two squares.
13. P. takes Kt. 13. P, takes P.
"14. K. B. takes P.

You have the best of the game.

Second Defence.
Diagram No. 20.

7. Q. P. two squares.
8. K. B. takes P. 8. K. Kt, to B. third square.

If you were to take his king’s bishop, he would take yours
with king’s knight; if you remove bishop to queen’s knight’s
third square, he takes your king’s pawn ; therefore,

9. K. B, takes K. B, P. ch. 9. K. takes B.
10. K. Kt. takes B. 10. K. R. to K. B. sq.

You cannot gain king’s knight by advancing king’s pawn
because he would check you with his queen at her fifth square,
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obliging you (in order to defend king’s knight) to move king’s
knight to bishop’s third square; he then has time to remove
his knight. Suppose you play

11

13
14
15,

. Q.
12. Q.
. Q.

WHITE,
P. two squares.

B. to K. Kt. fifth square.
B. takes Q,

. Q. takes R.

. K. takes P.

11,
12.
13.
14,
15.

BLACK.
K. to Kt. square.
K. Kt. takes K. P.
R. takes R. ch.
K. Kt. to its sixth square, ch.
Kt. takes Q. ch.

Black has the best of the game.
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It would evidently be bad play to move king’s bishop's
pawn one square, on account of the check from your queen;
therefore,

WHITE. BLACK.
4. K. R. P, one square.
5. Q. P.two squares, . K. B.to K, Kt. second square.
6. P. takes P. . P.takes P,
7. R. takes R. . B. takes R.

. Q. to K. B. third square.
. Q. to K. Kt. second square.

8. Q. to K. R. fifth square,
9. K. P, one square.
10, K. Kt. to K. R. third square.

WOV

You have the best of the game, as he cannot prevent your .
winning a pawn. These moves show that you must not
defend the gambit pawn in the usual way, by playing king’s
knight’s pawn two squares ; the best move instead, is to check

with the queen.
No. 2.

Diacram No. 21.

3. Q. to K. R. fifth square, ch.
4. K. to B. square.
First Defence.

4. K. B. to Q. B. fourth square.
5. Q. P. two squares. 5. K. B. to Q. Kt. third square.
6. K. Kt. to B. third square.

If he play queen to king's rook’s third square, you .play
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Second Defence.
Diacram No. 22.

WHITE. BLACK.
K. Kt. P, two sqaares.
Q. to K, R. fourth square.
Q. P. one square.

4.
5. K. Kt. to B, third square. 5.
6. Q. P. two squares, 6.
7. Q. to her third square, 7. K. B. to K. Kt. second square,
8 8. K. R. P. one square.
9 9

. Q. to K. Kt, third square.

. K. R. P. two squares.
. K. to Kt, square.

Black has, perhaps, rather the best of the game, which is,
however, difficult for both parties.

SECOND GAME.

WHITE, BLACK.
1, K. P. two squares. 1, K. P, two squares.
2. K. B. P. two squares, 2. K. P, takes P,
3. K. B. to Q. B. fourth square, 3. Q. checks,
4. K. to B. square, 4. K. Kt, P. two squares.
5. K. Kt. to B. third square, 5. Q. to K. R. fourth squsre.
6. K. R. P. two squares.

First Defence.

6. K. Kt. P. one square,

7. K. Kt, to its fifth square. 7. K. Kt. to K. R. third square.
8, Q. P. two squares. 8. K. B. P. one square,

9. K. Kt. to R. third square. 9. Q. takes K. R, P,

10. Kt. to K. B. second square.
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In the first place.

WHITE. BLACK.
10. Q. to K. Kt. fourth square.
11. K. Kt, to Q. third square, 11. Q. P. one square.

12, K. Kt, takes P.

Your game is as good as his, though he has a pawn more :
your position is much superior to his.

In the second place.

10. Q. to K. Kt, sixth square.
11. Q. Kt. to Q. B. third square.  11. P. to K. B. sixth square.
12. P. takes P. 12. P. takes P,
13. Q. B. takes K. Kt. 13. K, B. takes B.
14, K. R. takes B.

You have decidedly the best of the game. If he were now
to check you with the queen, and afterwards repeat the check
at your king’s knight’s square, you should interpose king’s
bishop to save king’s knight. Had he not advanced the pawn
on the eleventh move, you would have won his queen by
playing queen’s knight to king’s second square.

8Second Defence.

Diacram No. 23:

6. K. B. to K. Kt. second square.
7. Q. P. two squares, 7. Q. P. one square.
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WHITE. BLACK,
8. K. to Kt. square. 8. Q. B. to K. Kt. fifth square.
9. P. takes P. 9. Q. B, takes Kt,
10. K. Kt.P. takes B, 10. Q. takes P. ch,

11, K. to B. square.

The game is rather in favour of the black. The sixth
move of the black is the best he can play, for you cannot
take his knight's pawn, either with the pawn or knight.
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WHITE, BLACK,
5. K. B, takes P, 5. Q. B. to Q. second square.
6. Q. to K. B. third square,

You will win the queen’s rook at the least, for you threaten
checkmate by taking his king’s bishop’s pawn, and he cannot
defend the rook without being checkmated in two moves at
most. Black played ill in advancing queen’s knight’s pawn
two squares: in the queen’s gambit it is bad play to defend
the gambit pawn; in this respect it differs very materially
from the king’s gambit. It is better to play the king's pawn
two squares on the third move, unless you know that your
adversary usually defends the gambit pawn, in which case
you play it one square only.

Second Defence.

4. Q. B. P. one square,
. P. takes P. 5. P. takes P.
. Q. to K. B. third square, and
wins a piece.

[

Third Defence.
4. Q. B. to Q, second square.

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

6. Q. Kt. P. one square, 6. Q. to her fourth square.
7. P. takes P, 7. Q. B. takes P,

8. Q.to Q. R. fourth sq, checks,

and wins Q. B.
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If black had not played queen to her fourth square (sixth
move), he must have lost the gamblt pawn.

SECOND GAME.

WHITE. | BLACK.

1. Q. P. two squares, 1. Q. P. two squares.

2. Q. B. P. two squares. 2. P. takes P,

3. K. P. two squares. 3. K. P. two squares.

4. P. takes P. 4, Q. takes Q.

5. K. takes Q. 5. Q. Kt. P. two squares,

Black ought on the fifth move to have played queen’s
knight to queen’s second square; his previous moves are
correct. You might have played queen’s pawn one square,
instead of taking his pawn on the fourth move.

6. Q. R. P. two squares. ) 6. Q. B. P. one square.
7. P. takes P. ' 7. P. takes P.
8. Q. Kt. to Q. B. third square.

First Defence.

8. Q. B. to Q. second square.
9. Q. Kt. to Q. fifth square. 9. K. to Q. square.
10. Q. Kt. to its sixth square, and
wins a R. for a Kt.

Second Defence.
Diacram No. 24,
8. Q. B. to Q. R, third square,
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WHITE, BLACK,
9. Q. Kt. P. one square. 9. Q. Kt. P. one square.
10. Q. Kt. to Q. fifth square. 10. K. to Q. square,

You have the best of the game; you may either take his
pawn or play queen’s bishop to queen’s second square. If
he had taken your queen’s knight’s pawn in the ninth move,
your best move would be to take his queen’s bishop with
your rook.

THIRD GAME.

WHITE, BLACK.
« Q. P. two squares. 1. Q. P. two square.
Q B. P. two squares. 2. P. takes P.
3. K. P. two squares, 3. K. P. two squares.
4, P, takes P.. 4. Q. takes Q.
5. K. takes Q. 5. Q. Kt. to Q. second square,
6. K. B. P. two squares. 6. Q. Kt. to Q. B. fourth square,
7. Q. Kt. to Q. B. third square, 7. Q. B. P. one square.
8. Q. R. P. two squares, 8. Q. B. checks.
9. K. Kt. to B. third square. 9. Q. R. checks.

10. K. to his square.

If on the eighth move you had taken the gambit pawn
with king’s bishop, he would have played queen’s knights
pawn two squares, and afterwards another square, forcing
your queen’s knight to remove; he would then have taken
your king’s pawn. If on the tenth move you had played
king to queen’s bishop’s second square, he might have taken
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your king’s pawn with queen’s knight, and, on your retaking,
have played queen’s bishop to king’s bishop’s fourth square,
recovering the piece. The next best move for the black is

WHITE. BLACK.
10. Q. B, takes Kt,
11. P. takes B. 11. Q. Kt. to its sixth square.
12. Q. R. to Kt. square. 12. Q. Kt. takes B.
13. Q. R. takes Kt. 13. K. B. to Q. B. fourth square,

The game is equal : if you were to take the gambit pawn,
he would play king’s bishop to king’s sixth square, attacking
rook and pawn.

THE END.

WHITING, BEAUFORT HO:ISE, BTRAND.
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THE FOLLOWING WORKS ON CHESS,
By WILLIAM LEWIS,

MAY BE HAD OF

MESSRS. CHAPMAN AND HALL:

FIRST SERIES OF PROGRESSIVE LESSONS ON CHESS,
with reasons for every move. Seconp Epirion, price 10s.

SECOND SERIES OF LESSONS, for the higher class of players.
Secono Epirron, price 10s.

FIFTY GAMES AT CHESS, played between the Author and
some of the best players in England, France, and Germany. To which
is added, an account of the village of Stroebeck, in Germany, and of
the game practised there. Price 2s. 6d.

SELECTION OF GAMES AT CHESS, played between Mon-
sieur La Bourdonnais and an English Amateur. Price 3s. 6d.
N.B.—These two works may be had in One Volume, price 5s.



WORKS ON CHESS.

CHESS PROBLEMS, containing one hundred ends of games, on
diagrams won or drawn by brilliant moves. Price 4s.

A TREATISE ON THE GAME OF CHESS, by GioacHiNo
GRrEco, with numerous remarks by the Editor. Price 4s.

CARRERA'S TREATISE ON CHESS, translated from the Italian:
to which is added, the art of playing without seeing the board. Price 6s.

THE GAMES OF THE MATCH AT CHESS, played between
the London and Edinburgh Chess Clubs, in 1824—1828, with varia-
tions and remarks. Price 3s. 6d.





