270 CIIESS.
2 e . l14. KR P one. K R P ono (d).
- Q Kt takes ht. e 15, Q R P two (¢) QBtoQ24d
o+ KL3d (ch). W to hier 4th. . ! 2d.
0, e gt €1 Blakes & 16 Q to K 24, Kt takes B.
7. K RtoQsg, &e. 17. P takes Kt. Kt to K 24,
‘Fhe position, huweser, would, even then, have been much 18, B to Q B 2d. KttoQ B 3a ).
in favor of the second player, from tho commanding situa-' 19, Q to her 3d. Qto K B 4th,
tion of his two Rishops. 20. Q takes Q. P takes Q.
4 Thisis stronger plag, we believe, than taking tho @, 21. Kt to K R 4th. Kt to K 2d.
Kt After advancing the doubled Pawn, Black remarked 22, B to Q 3d. KKt P two. ‘

that, had his position beenless favourable, and the advan- 23,
tages springing from this move luss cbviously certain, ho, 24,
should have much preferred the moro enterprising play of 25,
tahing the K I I, with his Kt—a suerifice, as he demon- 26,
strated in an after game, which leads to wany strikingly . 27.

Kt to B 3d.

Ktto Q 2d.

Rto K B2d.

Q Rto K B sq (4).
Q B P takes P.

B takes P,

Q Kt P one ().
G B P two.

P takes I,

Q Kt P one,

beautiful situations.  For example— 28, B takesK B P. Kt takes B.

; White. Kt m\n:“lc{kis P gg %% tn]l{ics ll{{t. ;{ ::dicsBR.

s oS . . Rtakes R. o K B sq.

16. It takes Kt (best). R takes R. 1. . .

1o K vikes & \lgc:l;.) Qto K It 5th (ch). 3‘1)- 1} takes R (ch). K tal!\ca 1}.

In the first back game White now played— 32, 1, to K 4th (). P takes 1 -
18. K to his B s, Wherenpon Black mated’ 33. Kt takes P. Bto Q BB 7th,
him prettily cnough as lullo“‘s—‘34_ Kt to Q 2d. B to Q Gth (/:).

18. R to K B sq (ch). 35 K to B 2d K to his 24 v

10, KKt to B 3d. 1} takes Q' L, vJ. . <L, v

20. Q to K sq. (1lis only move, R tukes Kt (ch). 36. QP one. Bto QB 7th. :
unless bo give up the Q for the 1b) Q takesk R Pmat 37. Kt toQ B 4th. Q Kt P one. :

21, P takes It akes K R P mate. 38, K to his 3d. KRP ouc :

1u sccond back game, instead of K {0 B sq, Whiteplay cd
White. Black.
18. KKt Pone. Q takes KR D,
19. K Kt to 13 3d (or a). K to K Bsq.
20. Q Kt to K B dth. B takes P (ch).
a1, takes B, Q to K B Sth (ch).
22, K to his 3d. - It to K sq (ch).
(If now, White plays Kt to K 5th, he loses hisQ; therefore)
23, K to @21, Black may now take the Kt, or play
I to K 5th, in cither case having a winning gume.
a—19. Q Kt to K B 4th, BtakesQPch.
1f White take I, e Juses his Q inthree moves; therefore
20. K to Bad (0] Rto K Bsq.
21, Q takes B, Qto K R 8th ch.
If now the K be plased to B 24, or K 3d, Black wins the

3 thereft
4 o Btg hissa fe], and

There are many other variatins, but these will suffice
to show the resources of the attack.

b—I1e may also play B tv K 34, upon which Black can
check with his Q, and afterwards take the Kt with B,
baaving a better game.

+ Thismove loses a clear pivce.  Play as he could, how-
ever, the game was irredeemable.

2 A move White overlushed, when Le, uufortunately,
took the P with Bishop.

BETWEEN CAPT. KENNEDY AND MR. STAUNTON,
Inwhich Mr. S. gives the King'sBishop’sPawn
and two moves to Capt. K.

W kite (Cart. K.). Black (Mn. 8.).

1. K P two.

2. QP two. QKtto B 3d

3. KKt toB 3d. K P one,

4. QB P two. QP two.

5. K P one. B to Q Kt 5th (ch).

6. Q Kt to B 3d. K Kt to K 2d.

7. B to K Kt 5th. Castles.

8. Q B P one (o). Q to K sq.

9. Q Bto K 3d. Q to K R 4th (0).
10. Bto Q 2d. Q Kt P one.
11, P takes P. Q R P takes P.
12. Castles. B takes Kt (c)

13. P takes B. K Kt to K B 4th.

39. K Kt P one. KR Y one ().

40. P takes P. P takes P.

41. K to K B 4th. B to Q 6th.

42. 'Kt to Q Kt 2d. B to K B Sth.

43. K to Kt 4th. B to K Kt 7th.

144, Q P one (ch). K to his 3d.

45. K takes . B to Q B 3d (m).

46. Kt to Q 3d. P one. 4
47. Kt takes P. K takes . i
48. Et to B 4th (ch). K to his 3d.

49. K to Kt 5th. B to Q Kt 4th,

50.

Kt to Q R 3d. B to Q Gth.
Drawn game.

Notes. .
a—This is an olLjectionable muve. It not only loses time-
at an important moment, but permits Black to freebls
“ pieces on the Queen's side.

b—The sccond player bas now a very wdll-developed ’
game: far better, Indeed, thanisusually obtainablebythe. |
giver of such odds. This is partly owing to his op .
ponent’s feeble play at moves7 and S, s

c—It is imperative to takeoff this Knizght, which would-
otherwise obtain an offensive position at his 5thsquare, |

d—Tempting White to fork tho two pleces, which would -

. have given theadvantage to Black.

e—1He prudently refrains from advancing the K Kt? |
two, foresccing that the enemy would instantly capture |
the Bisbop. .

J—A lost move, which arose from Black ha\'ingw
vertently touched the Kuight.
g—To prevent the advance of White's Q B P .
h—TMe¢ would have played very ill in taking the oﬁcflﬂ' .
QB P Y
i—Well played; the only move, it would appear, tossve
the Knight.
1:==That the Kt should not be moved to Q B 4th.

1—To keep one, at least, of these Pawns on a dhgvni!,
at command of the White Bishop. :

m—White would cvidently win hero, if the Black Kidg:

T

took K's Iawn.



