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Q. 3. Through the Looking-Glass, Lewis Carroll tells s i

strictly structured with the laws of the chess same.
Elaborate.

Or
The game of chess helps Alice in becoming 2 maturs, wii-
confident individual in Through the Looking-Gloms from
the insecure and timid girl in Wonderiond Do you agree?
Substantiate your answer.

Ans. Through the Looking-Glass 1s stractred 2s | ;
claimed in the preface to the 1895 edition, “stnctly = aconed
with the laws of the game [of chess].” It & @ many ways |
progressive, and goal-orientad, based as it 1
squares of an actuzl chessboard and (loossly) on the preduczdics b
movement of the chess pieces, particularly the movements of ome I
determined pawn as it marches straight 2Cross s Ove sguarss © I
queening. And the heroine of this <ex:{ue' to Alices Advemtares i

e s ass-

Wonderiand, now aware of the significance of Ining = spaos =nd
time (regardless of their ultimate relativity). is decidedly acthie. logical

and self-directed, making her efficicat moves deliberamsly, advancns
on her own impending queenhood, and chess victory swifdy and s

No More Confused and Timid

Even in the Looking-Glass scens that comes. closest @ o
epistemological anxiety of Alice’s life-threatening adveznarss
underground, the brief episode ind:eumdwhdethim\‘hz\em:m
(Chapter III), Alice reveals a determination to move forward
characteristic of a2 heroine much mamure and sophisticamd then Do
confused little Alice of Wonderland. Despite her timidity over esnermg
such a dark wood. “she made up her mind to go oa: “for I cormmly
won't go back’, she thought to herself.™ For “this was the caly way 2
the Eighth Square™ and her queening. The developments] advanmaes
of playing the game, in spite of Dodgson™s deep doubts shout Ik
(constructed) nature of reality and in spite of his distaste for the Rug
school of his youth and its emphasis on vicleat. hndnnuer—bmum
c_ram&s,areheremadeevldent.Asl(athle:eemBlaheotvsewe:ﬁhEr

discussion of Alice’s game playing in Looking-Glass: "By =083
herownmllsheatﬂlewnenmeactsmaccordamemﬂnhembﬂ

Scanned with CamScanner



&~ “. L7 . - -_— ..“u.‘:' '; e 1
g‘m{" " "v)’. ;"’S'&‘:qu i }:’F ”~ . ‘S'-d’;‘!t‘ = 13 :— il |
~ e . ac Pl :
£ ,\’;J‘}; - - & - ’.c"’:’aﬁ-s?g’ﬁ s -
lv s 2 - r‘,‘," LT -’).an':ﬂ - =i LOE I ::.ZL;E ,‘g-'q m{.—.sg
B P - e et . | n B

Z ries off - - Azl ez ‘

A rudles, of 2 game sygem oy ORShIp Struchwe

“84 4. ) oyoatan a0 ke v . = -
Wil O seowre (what .o o - SOt shick. Then the f.n::\m

el s 3 i

freedom of ¢

SZZ‘}&T‘ Alice's recn
s - S IeSpomse to £ e R = e dark
%Cfﬁcf,,gr =0 Zorgemng her own name ia Se dark

--S’)ﬁ:ﬁs rﬂﬁpfz o= 3 5 mED
ST SOWIRE-UD CCEMMnANON
. ;I' L -
_adOuéCtOL Lc—:»rr -G;’azf' ",3 TN -nrpzmx srr-ass__?.ﬁ"

qa&s‘m nese.' gﬁnmm:eca:(ﬁg:_ %:.ﬂgﬂu nowEvaEL
deftly marks the difference between her umer childishoess in
Wondzriand zad her relativisic, besinessiike mawrity behind the
looking-glass: For one thing. “And now™ here seems 1 2linde 1o e

fact that dentiry is time-specific, comtingeme—whi0 Ope depends on
when, zs well zs where one i

Furthermore, Alice here vahiznthy staggies 1o answer the gueshon
berself, and 0 a2nswer it in terms of ber past- =1 will rememiber.
[ czn! I'm desermined o do 7~ A &r o—m subszoce. woucs =nd
exp'm—ﬁ'anAﬁoesmmeamamm’;imm
s0) similar sefbacks in the compleisly Emeless. spaceiess mdergomd

of Wasteland.
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Based on (he utrlel linearity and arbiteary, unchanging riles of
Ohoss, on (he progremslve motions of a knowledgeable player ndvancing
conscionnly through a timed serles of well-delined moves (o limited
but attainable power and wol (uulticloncy, thone lnst drenm adventires
trace Alice'n final oagor stop toward the victory of competent selfhood
In the worldly games waking grown-ups play above the grounds of
thelr infantile (i ofton valid) fenrs, as well as beyond (he stultifying,
deceptive mirrors of their static, childish self-love, Teaching his little
girl-friendy the moves and rules of chess apparently marked for
Dodgson a notoworthy stage in their maturation: even the youngest of
his friends could play cards and simple word games, but chess wag
clearly an adult game that could put his ¢leverest young, protégées on
something like an equal footing with their grown-up opponents,

Immediately after realising the game nature of the world in which
she finds herself behind the mirror, Alice says to the Red Queen, “How
I ' wish I could be one of the [chess picces]. | wouldn’t mind being a
Pawn ... though of course I should like to be a Queen best.” The
Queen replies, “That’s casily managed.” Almost a mirror reversal of
the generally uscless, often exasperating advice Alice received from
the maddening creatures of Wonderland, this preliminary advice from
the Red Queen is accurate and eminently useful: it will serve Alice
well behind the looking-glass,

Alice can indeed “mannge” now—first, because she is mature and
competent enough to play and win in an adult game like chess (contrast
here the infantile, ruleless, and winless games of her adventures
underground; contrast also the Wonderland playing-card motif that
represents chance in a one-dimensional field rather than skill in the
more or less two-dimensional field of the Looking-Glass pieces);
second, and more significant, because she begins her new journey
with a self-conception so firm and stable, she is no longer in dangcr of
losing her way for long, for becoming ensnared, whether it be in the
unprogressive circularity of early infancy or in the later circularity of
childish self-worship.
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