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"PREFACE.

Wi might say, ¢ the very high repuiation which Hoyle's Ganws
Aave deservedly maintained, for nearly a century, has kd to numerows
sditicns of his treatise—all of which,’’ &c., giving innumerable im-
perfections, in detail, of all previous editions, and continue,
4¢ but it seems Lo have escaped the observation of his numerous editors,”
&c., naming here many extreme necessities for a new edition,
and adding that ‘¢ the publisher congratutates the public on havirg
Leen s0 fortunate as lo secure the valuable services of,"” &c., ** by whoa
<enowned skill and long experience he is now enabled to lay before tu
people the most complete,”’ &c. ; but we don’t say any thing of the
kind about our little book—quite the contrary : THERE 1sN'%?
a uiNeor ‘* Horie' 1v 1r. Hoyle is a fossil, and suited only
to fossil players. We in these days play finer shots than Hoyle
ever played. For proof, see ‘‘ Mathews,”” whose Whist text
we print. And as for Chess—only think of the authority of
Hoyle! We look to Staunton, Kling, Horwitz, Von der Laza,
Anderssen, Jaenisch, Harrwitz—any of whom would literally
have beaten Hoyle with their eyes shut. As to Billiards, we
have never had the good fortune to see an original ‘‘ Hoyle"
with Billiards in it at all. If Hoyle played Billiards, we can
guarantee that ‘¢ Michael’’ could have *‘ discounted’’ im.
We also wonder whether Hoyle played Draughts: if so,
whether he could ever have won a game of Sturges, Ander.

son, or Martin ! iii
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w PRREFACE.

We happen to have a copy of the ¢ Eleventh Edition” of a
book by vne ‘‘Edmond Hoyle, Gent.;’ every volume of
which edition was given to the world only with the author's
réal, genuine autograph, done on the title-page with veritable
goose-quill, and countersigned in the same manner by his
publisher, (a course which we would suggest to some modern
publishers —only to prevent piracy, ycu know!) Hoyle's
»bject being, as he states, ‘‘ to detect and prosecute whoever
hall presume to print or vend a private edition ;’’ and he
‘urther informs us that he ‘‘has already arrested nine per
sons,’’ (got them in the nine holes) ** for pirating and selling
pirated editions.”” Now, being aware of the sentiments of
Houle on prracy, we call upon his Shade to compare our book
with his own genuine—according to himself—** according to
Hoyle’’—and by his own hand subscribed ; and if he finds a
line of his in it, and will ¢‘ communicate,”’ we agree to come
down bandsomcly, for damages, to the legal representatives
of his assignee at once.

The German gume of ‘' Sechd und Sebdyig,”’ or Sixty
six, has never before, .that we are aware of, been dressed in
an English garb. We do not hesitate to pronounce it the best
game of cards for two players that we ever practised.

On concluding his labors, the Editor dismisses this little
volume, with the hope that it may prove conducive to the
pleasures of many a fireside, and be received by the public
In & manner somewhat cornme 1surate with the care taken is
ts compilation.

TR
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A BRIEF HISTORY OF PLAYING CARDS
BY J. 8. LOCKR.

THE use of playing-cards is universal. In every
nation and country, in all ranks of society, from
the humblest cot of the unlettered peasant to the
gilded palaces of kings and princes, playing-cards
are a welcome amusement. They form a part of
the equipage for journeying, and are a pleasunt
compagnon de voyage for the rail-car or steam-
boat. It has been generally believed that they
were invented by Gringonneur, a French painter,
for the amusement of his imbecile king, Charles
VL, who died near the close of the fourteenth cen-
tury. Hence, France, as a nation, has always
claimed the honor of the invention ; but she should
only be accredited with aiding in its development
and practice,  having popularized it by infusing
into it that grace and spirit which is characteristie
of the French people. The truth is, cards are an
importation from the East, and their origin is to
be sought in remote antiquity. The Gypsies, thas
inexplicable, vagabond race, over whose origin
hangs so much obscurity, were the first to intro-
duce cards into Europe, about the close of the thir-
teenth century, and they were in use in southern
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countries — Spain and Italy —long before the
French had any thing to do with them. The Gyp-
sies have no records or traditions to help us; and
no one is yet able to point with any certainty to
the cradle of their race. The most satisfactory
sxplanation is, that they were originally from a
low caste of the Hindus. At the present day, the
lower classes of Beloochistan have a great resem-
blance, in manners, habits, and physique, to the
Gypsies. They were swept by the great wave of
Mohammedan invasion into Persia and Arabia,
thence into Egypt, whence they found their way
into Europe. With them came cards, very different,
however, in appearance and purpose from those of
the present day. They bore emblematical figures,
mysteriously grouped, in accordance with the lore
ot the East, and were employed for the fancied
interpretation of the will and purpose of the un-
known. To us, cards serve as a mere pastime, but
to their Asiatic inventors they had a far different
meaning. To them they were a means of instruc-
tion and consolation. The time was, in the history
of the East, when no action was performed which
had not in it some religious import, and every thing
had its mystic side. Their games were a series of
questions addressed to Fate. They looked upon
the combinations accidentally formed as oracular
responses, and bowed with reverential awe to their
oracles. Unfortunately, no specimens of the
original cards have come down to us. We can
only form our ideas of them from certain emblem«
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atical cards of similar character now in use, though
confined to a few localities. These cards are
called tarots. The derivation of this word is ex-
eeedingly obscure, but probably it is a corruption
of tarocchi, by which name the ancient emblemati-
cal cards were commonly called. These are still
extant in some parts of Switzerland and Germany,
and are the only representations of the original
cards which the Gypsies brought with them into
Europe.

Every nation has had its playing-cards. China
had them as early as A.D. 1120, having obtained
them from India. Italy, Spain, and Germany
used them before they reached France. The Ital-
ians were the inventors of almost all card-games of
chance, the Spaniards those of a more dignified char-
acter. Nearly all the names applied to games of
cards are of French or Spanish derivation. Spain’s
national game, Ombre, “the game of man,” is a
modification of the earlier game of Primero, which,
of all modern games, most resembles the ancient
erot. It is reasonable to believe, therefore, that
the Spaniards were the first European card-players,
and that cards were in general use among them
during the fourteenth century. They were intro-
duced into France during the reign of Charles V.,
and became popular in the court of Charles VI,
Gringonneur, to amuse this weak-minded ning,
made for him playing cards, as will be seen by the
following translation of an account from the king’s
treasurer, which is now in existence: ¢ Paid
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Jacquemen Gringonneur, painter, for three pucks
of cards, in gold and colors, of divers devices, to
present to the said lord the king, for his amuse-
ment, sixty sols parisis.” TFrom this it has been
supposed that these cards were invented by Grine
gonneur; but, on the contrary, they were a well-
known article, and by no means especially con-
trived with a view of amusing poor Charles VL.

The earlier cards were made of plates of wood
or ivory, and the devices were all drawn and
painted by hand. Hence they were rude or elegant,
according to the taste or affluence of the user. It
was not till the invention of printing from wood
engravings that they became abundant. The fif-
teenth century marks the epoch of genuine engrav-
ing on wood and copper, which discovery heralded
that of printing. In 1455 appeared the first Bible
printed from wooden types. Previous to this, how-
ever, prints from wood had been made ; and among
these earliest impressions were cards. Co-existent,
then, with the publication of the Bible was the
issue of playing-cards.

It would be interesting to trace the history of
the designs so common upon our cards. They have
gone through various combinations and modifica~
tions, and the present bear but little resemblance
to their prototypes. There are, in the museum
of the Royal Asiatic Society, some packs of circu-
lar Hindustani cards; one of them alleged to be a
thousand years old. On these are designs similar
to those now in use,—in fact the present cards
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are but a modification of them. It miy be sup-
posed that the four suits or colors on our cards were
originally intended to0 represent four grades or
classes of society, and are of French or Spanish
derivation. Hearts (ceurs) represent the ecclesi-
astics, the clergy; hence, the Spanish cards have
chalices, copias, instead of hearts. The nobility,
the prime military order of the kingdom, is
indicated by the ends or points of lances or
pikes. The Spaniards have espadas, swords,
instead of pikes, hence the narie spades. T'refle,
the trefoil-leaf, or clover, alludes to husbandmen
and peasants, and the term cluds is probably bor-
rowed from the Spaniards, who have bastos (staves
or clubs) instead of the trefoil. Thus the Spanish
signification has been given to the French figure.
By diamonds are designated merchants or trades-
men, the French carreaux signifying squares, dia-
monds, tiles, or similar shapes. The Spanish have
Dineros, money or wealth. Hence, the terms have
been so corrupted as to signify the wealth of mer-
chants or tradesmen. On the ancient French
cards the four kings were named David, Alexan-
der, Ceesar, and Charles, representing the govern-
ment of the Jews, Greeks, Romans, and ¥rench
four celebrated monarchies of the world. The
queens were Argenie, Esther, Judith, and Pallas,
and were said to be typical of birth, piety, forti-
tude, and wisdom. By the knaves or Jacks are
intended the squires or servants of the knights,
the word knave having originally meant ser
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vant. Other explanations are given, but these
seem most plausible. The popularity gained
by playing-cards after the discovery of engrav-
ing and printing, by which they were made
common, was wonderful and rapid. From the
king’s court to the wandering Gypsy’s tent, they
were in constant use, giving amusement to lovers
of gaming, telling futurity to the superstitious, and
playing important parts in the changing of for-
tunes. Gambling became common. Many risked
their fortunes on the fate of a single card. The
abuse of them in relation to games, led those whe
were the moral guides of the people to legislate
against the practice of gaming, which was con-
sidered prejudicial to the moral principles of indi-
viduals, and the general well-being of society. As
early as 1332, Alphonso XI., king of Castile,
founded an order called the Band, and by its stat-
utes none of the knights were allowed to play
cards or dice. They were also forbidden, in 1338,
by John I. of Castile. France, by an edict in
1397, forbade their use by working people on work-
ing days. Germany also, in 1397, prohibited the
inordinate use of cards, but granted indulgences
for play on stated occasions. England had hecome
so disturbed by their injudicious use that importa~
tion was prohibited in 1463, previous to which
time all printed cards were made in France and
Germany. Year after year legislation has ate
tempted to regulate their manufacture and use,
and still they have increased in popular favor. In




A BRIEF HISTORY OF PLAYING CARDS. 1

America, they found a fruitful soil. They were
the companions of Columbus and De Soto, and be-
guiled the weary wanderings of the early explorers.
Puritan antagonism tried hard to drive them from
American soil; American legislation has failed to
suppress them ; and, be their influence good or evil,
they have increased continually with the growth
and prosperity of the country. There hangs
around them a charm, a mystery, an inexplicable
fascination, — merely pieces of colored pasteboard;
and yet, by their curious combinations, they hold
the human mind spell-bound. The perverted use
of them has beea ruin and wretchedness; the
legitimate, a pleasamt pastime.






HOYLE'S GAMES.

The Game of WAhist,

. Observations on the Game—It is a fact ot general no
toriety, that, notwithstanding the numerous theories pub-
lished, and the alnost universal practice of a scien
where profit and amusement may be combined, a captm
Whist-player is scarcely ever, and even what may be
termed a good one but rarely, met with.

There is, indeed, in alinost every provincial town, some
squire, lawyer, or parsoz, who, you are told, plays an
excellent game of Whist; but a judge always finds him
ignorant of what may be termed the alphabet; and, a"
best, possessed of a good memory, and capable, perhaps
of playing his own cards tolerably. The reason of this
will appear obvious to those who reflect, that, in all other
arts and sciences, no man commences but by making him.
self master of the first rudiments; but the Whist-player
in general, sits down to lose, perhaps, considerable sums of
mouey, without any further preparation than the having
got a few general maxims by rote, which, from want of
comprehending, he applies universally, and is consequently
wnch oftener wrong than right in their application.

When the beginner reads, that, with two or more of a
soquence to his partner’s lead (as king and queen), he
should put on the lowest, he does so0, or not, generally,
without thinking it material; but after he is madc to com-
prehend that his queen’s passing demonstrates to his partner
that the king cannot be in his left-hand adversary’s hand,
or the knave in his, and the consequent advantages to him
iu playing his suit (whereas if he puts on the king, it
leavea him in ignorance as t+ the gueen and knave) he wil!
never after err in those cases, and will also know bow ¢
woft by siwilar correctness in his future partnere
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To beginners I wish to incuicate the absimute necessfty
that they should proceed gradually; and, before they sit
down to play at all, make themnselves masters of the
different leads, modes of playing sequences, and some few
of the most simple rules. When they feel within them-
selves that they have acquired some insight into the theory,
let them begin to reduce it to practice in the best set of
players they can meet with. Beginning to play with bun-
glers will not only prevent present improvement, but, as
experience shows, when once they have acquired erronecus
ideas, they will find it next to impossible to eradicate them
in future.

By these means they will gradually acquire a knowledge
ot the more intricate combinations of the gamne, and com-
prehend when and why the general maxims are to be
adhered to or violated ; without which, I cannot too often
repeat, they more frequently puzzle than inform the player

Though in many instances I have deviated from the
sommon maxims, yet I am not vain enough to think 1
shall add much to the knowledge of the experienced W hist-

layer ; but I am convinced that an attentive study of this
ittfe treatise, tn the mode described, wili enable the be-
ginner to sit down without disadvantage, in a very short
time, with most sets he meets with. It is needless to tell
those who play for considerable stakes, that it is their in-
terest to acquire a knowledge of the game, at least suffi-
cient to defend their money; but it is, in my opinion,
equally necessary to the players for amusement, as they
call it; which, for the most part, consists, to a bungler,
in heing scolded and found fault with from the moment he
sits down to the breaking up of the party.

The following definition of the game of Whist is recom-
mended to the attentive perusal of the reader, previous to
his studying the maxims: as nothing will facilitate his come
pre'ansion of them so much as & clear idea of the ultiinate
end to which they all tend.

Whist is & game of calculation, observation, and position
or lenace.

Calculation teaches you to plan your game, and lead
originally to advantage: betore a card is played, you sup-
puse the dealer to have an honor and three other trumps ¢
the others each an honor and two others.  The least retlec-
sion will show, that, as it, is two to one that your partnes
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has rot a named card, to lead on the supposition he Aas it
Is to play against calculation. Whereas, the vdds being in
favor of his having one of two named cards, you are ju:e
tified in playing accordingly. Calculation is also of use on
other occasions, which the maxims will elucidate; Lit
after a few leads have taken place, it is nearly superseded
by observation. Where the sets are really good players,
Yefore half the cards are played out, they are as well ac-
quainted with the waterial ones remaining in each other’s
Lands as if they had seen them. Where two regular
players are matched against two irregular ones, it is
nearly the same advantage as if they were permitted to
see eacli other’s cards, while the latter were denied the
same privilege.

It is an axiom, that the nearer your play approaches t
what is called the dumd man the better.

These may be called the foundation of the game, and are
8o merely mechanical, that any one possessed of a tolerablc
memory may attain them.

Atter which comes the more difficult science of position,
ov the art of using the two former to advantage; without
which, it is seli-evident, they are of no use. Attentive
study and practice will, in some degree, insure success;
but genius must be added befure the whole finesse of the
game can be acquired.

TeonNioaL TeErms. JDBumper—Winning two games be-
fore your adversaries i.ave scored one.

Cutting-In.—Selecting partners and deciding who shall
Jeal, at the commencement of the game,

Cutting-Out.—Deciding, by the highest cards cut, who
shall remain out, when more than four desire to play.

Call.—-When at eight, and having two honors in his
hand, one partner inquires of the other, * Can you one ™
or * Have you an honor?”

The Deal.—The distribution of the cards from left to
right, one by one.

Mis-deul.— An incorrect distribution of the cards.

Double.—Scoring ten before your adversaries score five,
in the long game; or five before they score three in the
short game.

Eldest Hland.—The player at the dealer’s left.

Finesse.—Retaining your best card, and playing one of
ees value, thereby taking the risk of losing the trick.
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Foreing.—Playing a card that must draw a trump.

Fuced Card.—Is a card with its face placed the wrong
way relatively with the rest of the pack.

Hand.—The thirteen cards dealt to each player,

Honors.—Ace, king, queen, and knave of trumps.

King Card.—The highest card not played of any suit.

The Lead.—The commencement of the play by the per
son on the dealer’s lett, or the card played by the winner
of a trick immediately after having won it.

Love Game.—A game in which one side does not score
a point.

Loose Cards.—Those of any suit, except trumps, which,
from the strength of the other hands, are useless,

DPoints—The score made by tricks or honors.

Quart.—Sequence of any four cards.

Quart-Major.—Sequence of ace, king, queen, and knave.

tint.—Sequence of five cards.

Quint-Mujor.—Sequence of ace, king, queen, knave, and
ten.

Renounce.—Not holding a card of the suit led.

Revoke.—Playing a different card from the suit led,
though it i3 in the player’s power to follow suit.

Rubber —Two games won coxnsecutively, or two out of
three games, constitute the rubber.

Ruffing.—Playing a trump to any other suit.

Sequences. —Cards that follow each other in regular
order of value.

See-Saw.—Partners each trumping a suit, and playing te
each other for that purpose.

A Slam.—-One side winning all the tricks.

A Single.—At Long Whist, scoring the game after your
adversaries have scored five; at Short Whist, after he has
soored four.

Shufiing.—Is thoroughly mixing the cards, in and in,
with each other.

Tenace.—When the last to play hoids the best and third
best of a suit.

Treble—At Short Whist, is scoring five before yom
adversaries score one.

T'ricks.—The four cards played, or one round, is a trick

Trump Card.—The card turned up by the dealer.

Trumps.—Cards of the same suit as the one turned uj
by the dealer.
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Under Play.—-The leader playing a low card, though
-he holds the highest unplayed of a suit.

Score.—The account of the game; usually kept by coing
or counters, as follows, on the principle that the unit
placed above counts for three, and below for five.

: 2 8 4 b 6 7 8 ¢

0 0 0
0 00 00) 0000 00 000 00 000 O
0 0 0

Directions and Mazims for Beginners.—1. Study ali
written maxims with the cards placed before you, in the
situations mentioned, Abstract directions puzzle much
oftener than they assist the beginner.

2. Keep in your mind that general maxims presuppose
the game and hand at their commencement; and that ma.
terial changes in them frequently require that a different
mode of play should be adopted.

8. Do not attempt to practise till you have acquired a
competent knowledge of the theory; and avoid as much
as possible, at first, sitting down with bad players. It is
p(;ore difficult to eradicate erroneous, than to acquire just
ideas..

4. Never lead a card without a reason, though a wrong
gne; it is better than accustoming yourself to play at ran-

om.

5. Do not at first puzzle yourself with many calcula-
tions. Those you will find hereafter mentioned are suffi-
cient even for a proficient.

6. Do not accustom yourself to judge by consequences.
Bad play sometimes sncceeds when good would not. When
you see an acknowledged judge of the game play in a man-
per you do not comprehend, get hiin to explain his reasons,
and, while fresh in your memory, place the sane cards be-
fore you; whea once you can comprehend the case, you
will be able to adapt it to similar situations.

7. Before you play a card, sort your hand carefully, look
at the trump-card, and consider the score of the gane, the
strength of your own hand, and form your plan on the
probable situation of the cards; subject, however, to be
shanged should any thing fall to indicate a diffeent one;
after which, neve~ lovk at your hand till you are to play:

3
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without attending to the board, no maxuns or practice can
even make a tolerable Whist-player. .

8. Observe, silently and attentively, the different sys-
tems of those with whom you commonly play; few but
have their favorite one, the knowledge of which will give
you a constant advantage; o.e leads by preference trom

n ace, another never but through necessity. [This will
tten direct you in putting on the king secnnd.a The
layers of the old school never lead from a single card
without six trumps; many do so from weakness; somne
have a trick of throwing down high cards to the adver-
aary’s lead, and then, by way of deception, affect to con.
sider, although they have no alternative. Observation
wil]ﬁenable you to counteract this, and turn it to your owp
nrofit.
“ 9. The best leads are from sequences of three cards or
more. If you have none, lead from your most numerouns
suit; if strong in trumps, lead rather from one headed by
a king than a queen; but with three or four small trumnps,
1should prefer leading from a single card to a long weak
suit. [This is ‘contrary to the usual practice, especially ot
the players of the old school.]

10. The more plainly you demonstrate your hand to
Hour partner the better. Be particularly cautious not to

eceive him in Ais or your own leads, or when he is likely

to have the lead; a concealed game may now and then
succeed in the suits of your adversaries; but this should
not be attempted before you have made a considerable
proficiency, and then but seldom, as its frequéncy would
destroy the etfect. '

11. At the commencement of a game, if you have a good
hand, or it your adversaries are considerably advanced in
the score, play a bold game; if otherwise, a more cautious
me.

12. Be as careful of what you throw away as what you
fead ; it is often of bad consequence to put down s tray
with a deuce in your hand. Suppose your partner leads
the four, your right-hand adversary the tive, and yon put
down the tray, it ought to be to a certainty that you ruff

next time; but if he tind the deuce in your hand, and
you frequently deceive him by throwing down superior

- cards, it will destroy his contidence, and prevent Lis play-
ing iiis game on similar oceasions. 1 would wish to 1new)
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eate these minor qualifications of Whist-J laying to .he begin-
ner. because they are attainable by everybudy; and when
once the great advantage of this kind of correctness is seen,
the worst player would practise it as constantly as the
best,—attention being all that is necessary.

i8. Do not lead trumps merely because an honor is
turned up on your left or be deterred from it, if on your
right hand. %tlwr is proper, if the circumstances of yout
hand require trumps to be led; but neither, otherwise.

14. Finesses are generally right in ¢rumps, or (it strong
in them) in other suits; otherwise they are not to be
risked but with caution.

15. Never ruff an uncertain card, if strong, or omit
doing so if weak in trunps; this is vne of the few univer-
sal maxims, and cannot be too closely adhered to, even did

ou know the best of the suit was in your partner’s hand;
it has the double advantage of making a useless trump and
letting your partner into the state of your hand, who will
play accordingly.

16. Keep the commnand of your: adversary’s suit as long
a8 you can with safety ; but never that of your partner.

17. Do not ruff’ a thirteenth card second lead, if strong,
but always it weak, in trumnps.

18. Always force the strong, seldom the weak, never the
two ; otherwise you play your adversaries’ game, and give
the one an opportunity to make his small trumps, while
the other throws away his losing cards. It is a very gen-
eral as well as fatal error; but the extent of it is seldom
comprehended by unskiltal players, who, seeing the good
effect of judicious forces, practise them INJTDIOIOUSLY, to
their almost constant disadvantage. The following effect
of a force is too obvivus not to be instantly compreliended.
T have only to tell the student, that the same principle
operates through the fifty-two cards, however varios
their combinations; and that a steady consideration of it
is one of the first necessary steps towards an insight into
the game.

4 has a seiziéme-major in trumps, a quart-major in the
second, and a tierce-major in a third enit. B, his adver-
sary, has six small trumps, and the entire coinmand of the
fourth suit; in this case it is obvious that one force on 4

ins the odd trick for B, who without it loses a slam.
Though su great an etfect may seldom be prcduced, still
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there is scarcely a rubber where the truth of thd maxim s
not experimentally proved. N

19. When, with a very strong suit, you lead $rumps in
hope your partner may command them, show Your suit
first. If you have a strength in trumps in your hand,
play them originally. .

20. With the ace and three other trumps, it is seldowmn
right to win the first and second lead in that suit, if made
by your adversaries, unless your partner ruffs some other

21. With a strong hand in trumms, particularly if you
have a long suit, avoid ruffing your right-hand adversar
as much as possible. As this is a maxim less understood,
less practised, and more indispensably necessary, than al-
most any other, I will endeavor to explain it to beginners,
as clearly as I am capable of doing. Cards being nearly
equal, the point to which all the manceuvres of good Whist-
players tend is to establish a long suit, and to preserve the
last trump, to bring it into play, and to frusirate the same
play of their adversaries. With an honor (or even a ten)
with three other trumps, by well managing them, you
have a right to expect success. In this case do not cver.
trump your right-hand adversary early in the hand; but
throw away a losing card, by which, there remaining but
twelve trumps, your own hand is strengthened, and your

artner has the tenace in whatever suit is led: whereas

ad you over-rutfed, you would have given up the whole
game to secure one trick. DBut there are reasons for break-
ing this rule: 1st, if your left-hand adversary has shown a
decided great hand in trumps (in which case make ul);our
tricks while you can); or 2d, if your partner decidedly
means to force you ;—to understand if this be the case, you
are to observe if your partner plays the winning or losing
card of the suit you have refused. If the former, it is by
no means clear he means to force you, and you play your
own game. If the latter, you are to suppose him strorg in
trumpes, and depend on this to protect your long suit; a
due reflection on this will convince you of the value of
that maxim which enjoins you never to play a strong gnine
with a weak hand, or vice versa. A few dyeviations from
this effectually destroy that confidence necessary between
partners, and introduces a confusion and consequenced
that cannot be too carefully avoided or too strennonsly
deprevated.
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232. If fhe circumstances of your hand require two cer.
tain leads in trumps, play off your ace, let your other
trumps be what they may.

28. It is a general maxim not to force your partner, va:
288 strohg in trumps yourself, There are, however, manjy
exceptigns to this rule; as,

1st. It your partner has led from a single card.

2d. If it saves or wins a particular point.

8d. If great strength in trumnps is declared against you.

4th. If you have a probability of a saw.

hth. If your partner has been forced, and did not trump
out.

6th. Tt is often right in playing for an odd trick.

24. It is difficult to judge when to lead trumps. The
following situations will assist the beginner to reason, and
in general direct him properly :

1st. With siz trumps, on supposition your partner has a
strong suit.

2d. If strong in other suits, though weak in trumps
yourself.

8d. If your adversaries are playing from weak suits.

4th. If your adversaries are at the point of eight, and
you é‘mve no honor, or probability of making a trump by
& ruff,

26. Tt is easy soon to discover the different strengchs ct
Jood players, but more difficult with dad ones. When
your adversary refuses to trump, and throws away a small
card, you conclude his hand consists of a strong suit in

trumps, with one strong and another weaker suit. If he
" throws an honor, you know he has two suits only, one of
which is trumps.  In the latter case win tricks when you
ean.  Avoid leading trumps, or to his suit; force him, and
ive your partner an opportunity to trump if possible.

his maxim cannot be too maturely considered, as this is &
fault which is constantly committed by bad players, and is
amongst those most fatal in their consequences. The
moment an adversary refuses to ruff, though a wmning
eard, they, in violation of common sense, trump out, and
not unfrequently give away five or six tricks, which &
judicious force would have prevented.

26. If yon are strong in trumps, and have the ace, king,
and two mere of your right-hand adversary’s lead, there
sre two wa /s to play; eith;: to pass it the first time, or
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else tu put on the ace, and play the suit on tc force your
partner. If weak in trumps, put on the ace, but do not
continue the suit. .

27. If you win your partner’s lead with the queen, un
less in trumps, do not return it; it is evident the ace or
king lies behind him, and you give the tenace to the ad-
versary.

28. To lead from only three cards, nnless in sequence. is
bhad play, and only proper when you have reason to think
it is your-partner’s suit; mn which case play off the highest,
thongh the king or queen.

N. B. This is contrary to the generai practice. but un-
doubtedly right.

29. The first object should be to save the game, if it
appears in probable danger; the next to win it, if you have
a reasonable liope of success, by any mode of play, though
hazardouns. If neither of these is the question, yon should
play to the points or score of the game. In other words,
you should not give up the certainty of the odd trick, or
scoring five or eight, tor the equal chance of two, siz, or
nine; whereas you should risk an equal finesse that will
prevent your adversaries from these scores by its success.

80. It is generally right to return your partner’s lead in
trumps unless he leads an equivocal card, such as a nine o
ten. These are called equirocal, because they are led with
vropriety both froin strong and weak suits. With a quart
or a king, or nine, ten, knave, and king of a suit, you lead
4ine, a8 you do when it is the best of two or three of a
fuit.

81. With only four trumps, do not lead one, unless yom
strong suit is established, except that, -¥ith a tierce-major
and another trump, and a sequence to the king of three
wwre, it is good play to lead trumps twice, and then the
knave of your suit, and continue till the ace is out.

82. It you remain with the best trump, and one of your
sdversaries has three or more, do not play out, as it may
stop the suit of your other adversary. If they both have
trumps and your partner none, it is *ight to take out two
for one.

88. If strong in trumps, with th commanding card of
the adversaries’ suit, and small ones, force your partner
if b3 has none of that suit, with the small ones. and keep
the commandiug card till the last.
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84. If your partner lea:s the ace and queen of a suit, of
which you have the king and two others, win his queer
that you mnay not stop his suit.

85. If your right-hand adversary wins, and returns his
partner’s lead, should you have the best and a small one
piay the latter. If your partner has the third best he wil'
probably make it. If your adversary is a bad player, )
would not advize this, as they never finesse when they
sught to do it. [If weak in trumps, you should not ven-
ture this in other suits.]

86. If your right-hand adversary calls, and your partner
eads through him, with ace or king, the nine, and a smnall
one, you should finesse the nine.

87. If your partner calls before his turn, he means you
should play a trump. Take every opportunity to show
your partner that you can command the trumps. In this
case he will keep his own strong suit entire; whereas, it
the strength of trumps is with the adversaries, his play
would be to keep guard on thefr suits, and throw awzy
from his own.

88. With a~e, kneve, and another trump, it is right to
finesse the knave to your partner’s lead - and if strong ia
them you should do the same in any suit. If he leads the
ten of any suit, you puss it invariably with the ace and
knave: unless one trick saves or wins any particular point.

89. It is better to lead from ace nine than ace ten, as

ou are more likely to have a tenace in the latter suit, if

d by your adversary.

40. If your partner, to your winning card, throws away
the dest card of any suit, it shows he wishes you to know
be commands it ; if the second best, it is to tell you he has
1o more of that stit.

41. If very strong in trumps, it is always right to inform
your partner of it as soon as possible. It fourth player you
are to win with a small trump, and if you have a sequence
of three or more, win it with the highest, and play the
Lowest afterwards.

42. If strong in trumps, do not ruff the second best of
any suit your partner leads, but throw away a losing card,
unless you have an established saw.

43. If ten cards are played out, and there remains one
entire suit, and your partner leads, if you have a kirg, ten
and another, and six tricks, you have a certainty to make
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the odd one, if you play right, let the cards lie how they
will ; should your right-hand adversary put on an honor,
you must win it, if not, put on the ten; with five tricks,
put on the king.

44. Many good players, in playing tierce-majors, begic
with the king and queen. This 18 often productive of
mischief; as, when played at other times from king and
qneen only, the ace is kept up, and while each thinks hit
partner has it and has played accordingly, it unexpectedly
n?pears from the adversary, and disappoints their whole
plan.

45. If the fourth player wins his adversary’s lead, it is
better to return it than open a new suit, unless strong
enough in it to support his partner.

46. With ace, knave, and another, do not win the king
led by your left-hand adversary. You either force him tc
exchange his lead, or give you tenace in his own suit

47. With ace, queen, &ec., of a suit, of which your right~
hand adversary leads the knave, put on the ace invariably.
No good player, with king, knave, and ten, will begin with
the knave ; of course it is finessing against yourself to put
on the queen, and as the king is certainly behind you,
you giva away at least the lead, without any possible ad-
vantage.

48. With only three of a suit, put an honor on ap
bonor ; with four or more, you should not do it, except
the ace should not be put on the knave.

49. With king, and one more, good players sometimes
put it on a second, sometimes not; if turned up it shoulc
invariably be put on, and generally in trumps. But queen
or knave should never be played, unless a superior honor
is turned up on the right.

50. In playing for an ¢.dd trick, you play a closer game
than at other scores. You lead from single cards and
force your partner, when at another time you would not
be justified. 1t is seldom in this case proper to lead
trumps; and few finesses are justifiable. It is a nice part
of the game, and experience, with attention, will alone
teach it with effect.

51, If the trumps remain divided between yon and your
partner, and you have no winning card yourself, it is good
play to lead a small trump, to put in his band to play off
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any that be may have, to give you an opportunity to
throw away your losing cards.

A remains with two or more trumps, and two losing
cards, his partner with a better trump, and two winnin,
cards, It is evident, if he plays off a lusing card, he wi
take merely his own trumps, but if he plays an inferior
trumnp, and puts it into his partner’s lead, he will play off
his winning cards, and give 4 an opportunity to throw
awlty his losing ones,

. B. This continually occurs, and it is necessary to by
comprehended.

52. When your partner leads, win with the lowest of +
sequence, to demonstrate your strength in Ais suit; bet
is often right to win your adversary’s lead with the highest
to keep himn in ignorance.

53. When your partner plays a thirteenth card sné
most of the trumps are unplayed, he generally means youn
should put a high trump to strengthen his own hand.

64. When you have but a moderate hand yourself, sac
rifice it to your partner; he, if he be a good player, will
act in the same manner.

56. With three return the highest, with four the lowest,
of your partner’s lead. This answers two purposes, by
giving your partoer an opportunity to finesse, and showing
him you have but three at most in his suit.

56. With the ace, queen, and others of your right-hand
adversary’s lead, put on a small one, except he leads a
knave, in which case put on the ace.

57. When at eight, with two homnors, look at your ad-
versaries’ score, and consider if there is a probabifity they
should save their lurch, or win the game, notwithstanding
your partner holds a third honor; if not, you should not
call, as it gives a decided advantage against you in playing
for tricks. :

58. Finessing in general is only meant aga_ast one card.
There are, however, situations when much deeper are re.
quired ; but theory alone can never enable the beginner to
discover these. Supposing it necessary you should make
two out of the last three cards in a suit not yet played,
your partner leads the nine, you have ace, ten, and a small
one. Query—What are you to do? Answer. Pass it
t.ough the finesse is against three; for if your partner
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fas an honr in the suit, you make two tricks. If not, h
is impossible by any mode of play whatever.

69. With king, queen, &c., of your right-hand adver
sary’s lead, put on one of them; with queen, knave, ana
ancother, the knave; with two or more small ones, the
lowest.

60. The more critically you recollect the cards the bete
ter; at least you should remember the trumps and the
commanding card of each suit. It is possible to assist the
memory by the mode of placing the cards remaining in
your hands; viz, place the trumps in the back part of
your hand, your partner’s lead the next, your adversary’s
next, and your own on the outside. It is also right to put
thirteenth cards in some known situation.

61. It is highly necessary to Le correct in leads. When
# good player plays an eight and then a seven, I know he
leads from a weak suit; the contrary, when he plays the
seven first; the samne even with a tray or a dence. This
is what bad players always err in, as they never can see
the ditference. :

62. If left with the last trumps, and some winning
cards, with one losing one, play this first, as your adver-
sary on the left may finesse, and the second best in your
partner’s hand make the trick ; which could not be, kept
till the last.

68. Should your partner refuse to trump a certain win-
ning card, try to get the lead as soon as you can, and play
out trumps iinmediately.

64. Good players never lead a nine or ten, but for one
of these reasons:

1st. From a sequence up to the king.

2d. From nine, ten, knave, and king.

8d. When the best of & weak suit not exceeding ttree
in number. .

If you have either knave or king in your own hand, you
are certain it is for the latter reason, and that the whole
strength of the szit is with your adversary, and play your
game accordingly.

65. If your partner leads the nine or ten, and you have
an honor, with only one more, put it on; if with two or
more, do not; with the ace and small ones, win it inva-
riably ; for it is better that ke should finesse in his cwn
suit, than you.
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66. Unless you have u strong suit yourself, or reason te
suppose your partner has one, do not trump out unless ycu
have six trumps,

67. There are situations where even good players differ
if a queen is laid on your right hand, and you have ace 01
king and two small ones, you should certainly win it; but
having king or ace, ten, and a small one, J invariably pase
it, and for the following reasons: by passing it, if yomr
partner - has the ace or king, you clearly lie tenace, and
the leader cannot possibly make a trick in the suit, which
he must have done, had you even the first trick, as he
would lay tenace over your partner; if your partner has
the knave, you lose a trick ; but the odds are greatly against
this.

68. It is seldom right to lead from a suit in which you
have a tenace. With ace, queen, &c., of one suit, king,
knave, &c., of a second, and the third a weak one, the best
play is to lead from the latter.

69. When it is evident the winning cards are betwixt
you and your adversaries, play an obscure game; but as
clear a one as possible, if your pariner has a good hand.

70. 1t is equally advantageous to lead up to as through
an acs; not so much so to a king ; and disadvantageous to
the queen turned up.

71. Avoid at first playing with those who instruct, or
rather find fault, while the hand is playing. They are gen-
erally unqualified by ignorance, and judge from consequen-
ces; but if not, advice while playing does more harm than
good, by confusing a beginner.

72. It is seldom right to refuse to ruff when your part
ner, if a good player, visibly intends you should do it. If
8 bad one, your own hand should direct you.

78. If you have ace, king, and two more trumps, and
your partner leads them originally, insure three rounds in
trumps ; but if he leads (in consequence of your showing
gour strength) a nine, or any equivocal card, in that case
pass it the first time, by which you have the lead after
three rounds of trumps,—a most material advantage.

74. There is often judgment required in taking the pen-
alties of a revoke. Before the score is advanced, if t'ie
party revcking has won nine tricks, the least consideration
will show that the adversaries should tuke three of them, for
if they add three to their own score, they still leave the
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odd trick to the former; but if the revoking party be at
eight, it is better for the adversary to score three poiats,
as the odd trick leaves the former at nmine, which is in
every respect a worse point than eight. On other occa-
sions it is only to calculate how the ditferent scores will
remain after each mode of taking the penalty, and it will
be obvious which will be the most advantageous, nevee
losing sight of the points of the game, i. e., scoring eight
or five yourself, or preventing your adversary from do-
ing so.

76. With ace, queen, and ten of your right-hand adver-
sary’s lead, put out the ten.

76. When your left-hand adversary refuses to trump a
winning card, for fear of being over-trumped by your part-
ner, and throws away a losing card, if you have the com-
manding card of the suit he discards, play it before you
continue the former.

77. When all the trumps are out, if you have the com-
manding card -of your adversary’s suit, you may play

ml:l own as if you had the thirteenth trump in your own
and.

78. If A, your right-hand adversary, leads a card, and
his partner 1}; putting on the knave or queen, yours wing
with the king, should 4 lead a small card of that suit again,
if you have the ten put it on. It is probable, b?' doing
this, you keep the commanding card in your partner’s hand,
and prevent the second best from making.

- 79. If weak in trumps, keep guard on your adversaries’
suits. If strong, throw away from them, and discard as
much as possible from your partner’s strong suits. in either

case.

80, Should your left-hand adversary leed tue king, to

ave the finesse of the knave, and it comes to your lead, if
you have queen and one more, it is evident the finesse will
succeed. In this case, play the small one through Aim,
which frequently will prevent him from making the finesse,
though he has originally played for it.

81. If your partner shows a weak game, force him
whether or not you are otherwise entitled to do it.

82. When you are at the score of four or nine, and
our adversaries, though eigkt, do not call, if you have no
onor, it is evident your partner has two at least. Itis

squaily so if you have one, that h:e has at least another. [




soth parties are at eight, and neither calls, each must have
one.

A little reflestion will enable the beginner to make a
proper advantage of these data.

88. When your partner leads a card, of which you have
the best and third, and your right-hand adversary puts on
_ the fourth, the second only remaining, it is a commonly re-
ceived, but ‘erroneous opinion, that the chance of suc
ceeding in the finesse is equal; but here calculativr: wil
show, that, as the last player has one card more than his
partner, it is that proportion in favor of his having it. With
three cards, it will be three to two against making the
finesse.

84, Moderate players have generally a decided aversion
to part with the best trump, though single, thinking that,
as they cannot lose it, and it can make but one trick, it is
immaterial when it does so; this is a dangerous fault.
When your adversary plays out his strong suit, ruff it im.
mediately, before you give his partner an opportunity to
throw off his losing cards. Do not, however, go into the
contrary extreme, or trump with the best trump, with
small ones in your hand, for fear of being over-trumped.
This is a nice part of the game, and. can only be understood
by practice and attentive reasouing.

85. It frequently happens that your partner has an op-
{mrtunity to show his strong suit, by renouncing to a lead.

f you have a single card in this, play it before you force
him, let your strength in trumps be what it may; as it
is the way to establish the saw, which is almost always
advantageous, should the second player put on the ace to
prevent it ; still it is of great utility by establishing your
partner’s suit.

86. A has ace, knave, ten, and a small card of the suit
led by his right-hand adversary. Query—Which is he to
plagt Answer. In trumps the fen; in other suits, the
sn:xi one, for this reason :—In trumps, a good player, with
king, queen, &c. leads the lowest; in other suits the king ;
and in the latter case, of course an honor must be behind
you; and be it in either hand, you can do no good by pat-
ting on the ter; Dy keeping the three together, you render
it impossible for your adversary to make one trick in the
suit.

817. It often haprens that, with only s=ee cars reraain-

]
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ing fc his hand, the leader has the worst trump and ace
ql\;een, or some tenace of another suii. Iun this case he
should lead the trump, to put it into ms adversary’s hand
to play. By these means, he preserves the tenace. This,
though self-evident on proper consideration, is what none
but good players ever think of.

88. Though it is certainly more regular to win yout -
adversary’s as well as partner’s lead with the lowest of a
sequence, still I recommend occasional deviations from
that maxim . as it is of the groatest advantage to give your
partner every information in Ais or your own, so it is ofter
to deceive your adversaries in their suits. It will now and
then deceive your partner also; but if done with judg-
ment, it is, I think, oftener attended with good than bad
effect.

There are also other situatioas, where it is highly neces
sary to deceive the adversary. A, last player, has a tierce
major and a small trump; a tierce-major with two others
of a second suit; king, and a small vne of a third; with
queen or knave, and a small one of the fourth; of which
his adversary leads the ace. It is so very material for A
to get the lead, before he is forced, that he should without
hesitation throw down the queen, as the most likely
method to induce his adversary to change his lead. But
this mode of play should be reserved for material occu-
sions, and not by its frequency give cause for its being
suspected.

89. Beginners find it difficult to distinguish between
original and forced leads. When a player changes his
original suit, he commonly leads his strongest card of an-
other, to give his partner the advantage of a finesse. In
this case you are to play this, as if it was your own or ad-
versary’s lead,—keep the commanding card, tenace, &c,
and do not return it, as if it was an original lead.

90. There is nothing more necessary to be explained o
the beginner, than what is usually denominated under
play, as it is a constant engine in the hands of the ezperi-
enced, to use successfully against the inezperienced player.
In other words, it is to return the lowest of your left-hand
adversary’s lead, though %you have the highest in your hand,
with a view of your partner’s making the third best, if he
has it, and still retaining the comnmanding card in your
hand. ‘
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91. To explain this farther, suppose 4, fourth player,
bss ace and king of his left-hand adversary’s lead ; to un-
der-play, he wins the trick with the ace, and returns the
sinall one, which will generally succeed, if the leader has
not the second and third in his own hand. You will see
by this, if you lead from a king, &c., and your right-hand
adversary, after winning with a ten or knave, return it, you
have no chance to make your king, but by putting it on.

92. The following is another situation to under-play: 4
remains with the first, third, and fourth cards of a suit, of
which he has reason to suppose his left-hand adversary has
the second guarded; by playing the fourth, it is often
passed, and 4 makes every trick in the suit.

[N. B. This sort of play is always right in tramps ; but if
weak in them, it is generally the best play to make your
certain tricks as fast as you can; for if you have not your
share of them, somebody must have more than their own,
and of consequence be weak in some other suit, which
probably is your strong one.]

93. Keep the trump card as long as you can, if your

artner leads trumps; the contrary, if your adversary
iads them. In the former instance, supposing the eight
turned up, and you have the nine, throw away the latter;
in the last (though you have theseven or six) play the card
you turned up.

94, When your partner is to lead, and you call before he
plays, it is to direct him, if ha has no honor, to play oft
the best trump he has.

* 95. Though according to the strict laws of Whist, all
words and gestures are prolibited ; yet, like all other laws
not enforced by penalties, they are continually violated
There are, indeed, few players who do not discover, in
some degree, the strength of their game, or their approha-
tion or disapprobation of their partner’s play, &c. As this
I8 on one side often a material advantage to the party
transgressing, so it is quite allowable for the adversaries to
make use of it. Attentive and silent observation will fre-
quently give an early insight into the gmme, and enable
zou to play your hand to more advantage than by ad.
ering to more regular maxims.

96. Though tenace, or the advantage of position, cannot
be reduced to a certainty, as at piguet; and theagh it ie
citen necessary to relinauish it for more certaiv advanta
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gen; stil no man can be & Whist-player who does rot fully
understand it. The principle is simple, but the combina-
tions are various. It is easily conceived, that if 4 has ace,
queen, and a small card of a suit, of which B has king,
knave, and another; if A leads the small card, he remaius
tenace, and wins two tricks; whereas, if he plays the ace,
he gives it up, and makes but one. But if Bis to lead, he
has no tenace, and lead which card he will, he must make
one trick, and can make no more. This easy instance, wel'
considered, will enable the player, with some practice, tc
adapt it to more apparently intricate situations.

97. The following cases, which happen frequently, will
further explain this: A is lett with four cards and the lead
viz., the second and fourth trump, and the ace and a small
card of a suit not played. Nine trumps being out, B, his
left-hand adversary, has the first and third trump, king
and a small one of the suit of which 4 leads the ace.
Query—What card should B play? Answer. The king ;
by which he brings it to an equal chance whether he wins
three tricks or two, but if he keeps the king he cannot pos-
sibly win three.

By placing the cards you will perceive, that, if B' part-
ner has a better card than 4, it prevents 4 from miking
either of his trumps, which, had B retained the king, he
wust have done,

98. A has three cards of a suit not played (the last re-
maining), viz., king, queen, and ten; B, ace, knave, and
another; A leads the king; if B wins it he gives up the
tenace, and gets but one trick; whereas if he does not, he
makes his ace and knave by preserving it.

99. A has ace, knave, and ten of a suit which his part-
ner lends, Query—Which should he put on? Answer..
The ten, purticularly if it is a forced lead ; by this he prob
ably wins two tricks. If he puts on the ace, and his part-
ner has no honor in the suit, he gives up the tenace, and
ean only win one.

100. Tenace is easily kept against your ~ight-kand, but
iinpossible, without great superiority of skill, against your
left-hand adversary. |

101. To explain what is meant by playing to pointa,
place the following hand before you: 4 has the two lowest
trumps, and two forcing cards, with the lead. The twao
vest demonstr wly in the adversaries’ hand ; though uncer
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tain it in the same or divided. Nine cards veing played,
and no trump remaining. Query—What is 4 to play?
Answer. This can only be uecided by the situation of the
score, and whether or no it justifies the hazarding two
tricks fcr one. The least consideration will convince the
player, that, Lefore the score is much advanced, it would
be high’y improper for 4 to play a trump, because he mani-
festly ventured two tricks for one; of course he should se-
cure two tricks by playing a forcing card. But suppose 4
to be at the score of seven, and that he has won six tricks,
he should then as clearly venture to play the trump, be-
cause, if the trumps are divided, he wins the game, or
otherwise remnains at seven, which is preferable to the cer-
taincy of scoring nine. But if the adversary is at nine,
this should not be done, as by hazarding the odd trick, you
bazard the game.

[N. B. This mode of reasoning will in general direct yon
where and why finesses are proper or improper. For there
is scarcely one, though ever so right in general, but what
the ditferent situations of the score and hand may render
dangerous and indefensible.]

102. The following critical stroke decided one of the
most material rubbers that ever was played, and is recom-
mended to the attentive perusal even of proficients.

The parties were each at nine. A4 had won sz tricks,
and remained with knave and a small trump, and two dia-
wonds, with the lead. B, his left-hand adversary, with
the gueen and ten of trumps, and two clubs. (C, his part-
ner, with two small trumps, and two diamnonds. D, last
player, with ace and a small trump, a club, and a heart.
4 led a diamond, which, being passed by B, was to be won
by D. Query—How is he to play, to make it possible to
win the odd trick? Answer. D saw that it was not pos-
sible, unless his partner had either the two best trumps, or
the first and third, with a successful finesse. He there-

-fore trumped with the ace, led the small one, and won the
gawne.

[N. B. In another score of tlr yame, this would not be
justifiable, as the chance of losing a trick is greater than of
gaining one by it.]

108. The attentive perusal (in the mode prescribed? ol
these maxims will, I think, with a little practice, enable a
veginmner ta play with very gooati cards to advantage. The
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difficuly of the game does not cousist in this, fcr acen
and kings will make tricks, and no skill can make s ten
win a knave. DBut there are hands which frequently -ccur
when skilful players win, where bunglers lose, points and
(unless when the cards run very higha it is on the plying
of such success depends; viz., ace or king and three uther
trumps, a tierce-major, with others of a second suit, with
a probable trick in a third ; the player's plan should be to
vemain either with the last trump, or with the last but
one, with the lead ; and to accomplish this last, he must
wot win the second lead with the commanding trump, but
reverse it for the third. Nothing then but five trumps
m one hand can probably prevent his establishing his long
suit, for he forces out the dest trump, and the thirteenth
brings in his suit again, which (without the lead after the
third round of trumps) would be impossible.

104. As this maxim is of the utmost consequence, the
following cases, which happen frequently, are added, to
make it more clearly understood:

1st. A has ace and three trumps, a strong suit, headed
dy a tierce-major, and a probable trick in a third, with a
ead. Query—How should this hand be played? dn-
swer. A should lead a trumnp; but if his partner wins
and returns it, 4 should not put on his ace, but sutfer it to
be won by his adversary. When either 4 or his partner
gets the lead, he of course plays a trump, which being; won
by 4, he remains with the lead, and one but not the best
trump, though they should not be equally divided. This
(his strong suit having forced out the bdest) establishes it
again, notwithstanding the adversary may command the
other suits, which are by these means prevented fromn

making.

N. %5 Had the ace been put on the second lead, the
force would have been on 4, and Ais strong suit entirely
usaless. ]

2d. A, with a similar hand, has ace, king, and two small
trumps.  If the adversaries lead trumps, he should not
win the first trick, even if last player. By this, after the
second lead, he still retains the best for the third, accord-
ing to the maxim, and establishes lis suit (thongh the best
trump keeps up against hin) unless there are five in on¢
Yand originally.

8d. With ace, queen, and two small trumps, do not win
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the knuwe led on your left hand, but let it be played again,
aceording to the same maxim.

As the following, or nearly similar situations frequently
occur, I recommend thein to the attentive perusal of those
students who, feeling within themselves that they compre-
hend what I have called the alphabet, wish to procure a
gradual insight into the game, the whole combinations of
which, 1 cannot too often repeat, proceed from very plain
and simple principles; but it requires much reflection to
comprehend the same maxim, when applied to inferior
cards, that appears self-evident in the superiors. There is
scarcely a player, who, if he has the ace, king, and knave
of the suit of which his right-hand adversary turns up the
queen. but will lead the king, and wait for the return to
finesse his knave. But with ace, queen, and ten (the knave
being turned up on his right hand), the same player will
not see that his lead, if he plays a trump, is the gueen, and
that one and the same principle actuates the players on
both occasio™, and so through the suit.

It constantly happens that the adversary on the rigl.t
hand, having won his partner’s lead with the ace <r king,
veturns the £nave. In this case do not put on the queen,
as the probability is against its being tinessed. DBut on
all these occasions, play without hesitation, which con-
stantly directs a skiltul adversary where to finesse to ad-
vantage.

It frequently happens, when you have led from six
trurops, that after your second lead yc1 remain with three
or four trumps, the best in your adversary’s hand; in
these situations play a small trump, which has these two
advantages ;—1st, to prevent the stopping of your part-
per’s sunit; and 2d, to give you the tenace, in whatever
suit is led by the adversary. This, mutatis mutandis, will
show that it is bad play to put out the lest trump, leaving
others in the hand of one of your adversavies. It may do
good to keep it up, by stopping a suit, ard can answer no
guod purpose whatever to play it out.

A remains with the best trump (say the t-n) and a small
one, with sume losing cards, B, his partner, having clearly
the second best (say the nine), with some wiuning cards;
the adversaries having one small trump and winning cards
of the other two suits. A is forced. Query— How is he
Vv piny? Answer. A is to ruff with his best, a1 d lead ovt
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his small trump, by which he puts it into his partner’s hand
1o make Ais winning cards, and renders those of his ad
versaries of no use whatever. This mode of play would
sometimes be right, even when it was not certain whether
the second best trump were in his partrer’s or his adver
sary’s hand; but the fine player alone can be expected t¢
distinguish on so nice an occasion.

There are points where good players disagree. Some
lay what is called a forward, others a more timid game,
ome commonly put on a king second ; others but rarely.

In these cases a man may play either way without com-
mitting error ; but where all good players are of the same
‘opinion, it should be received 4s an axiom—no good player
puts on a queen, knave, or ten second ; of course, it should
'on all occasions be carefully avoided.

105. The possession of the last trump is of most material
advantage in the hands of a good player. A has the thir-
teenth trump, with the ace and four small ones of a suit
not played, of which the adversary leads the king anc.
queen; by passing them both, 4 probably makes three
tricks in the suit; but had he won the king, he could not
possibly make more than one. .

106. When it is at your cption to be eight or nine, it »
material always to choose the former score.

107. Observe carefully what is originally discarded by
sach player, and whether at the time the lead is with the
partner or adversary. If with the former, it is invariably
meant to direct the partner : if with the latter, it is fre-
guently intended to deceive the adversary, and induce rim
to lead to his strong suit.

108. You are not only to take every method to preserve
the tenace or advantage of the position to yourself, when
it is evident that the winning cards lie between you and
your adversary, but also to give it as much as possible to
your partner, when you perceive the strength in any suit
® in the hands of him and your left-hand adversary; al-
ways keeping in your mind, that, when the latter or you
lead, the tenace is against ; if your partner lead, it is for,
the adversary. It frequently happens, that, by winning
your partner’s trick, when last player, you accomplish
this. A has king, knare (or any other second and fourth
eard), with a small one of a suit that B, his left-hand ad-
versary, has the first and third, and another, with the lead
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ff 4 leads his card, and B, your partner, wins i, you,
last player, should if possible win the trick, thcugh it is
your partner’s. By which means you prevent A4 from
making a trick, which he must have done had the lead re
mained with B.

109. As I have ventured to recommend occasional de-
viations from what is considered as one of the most classie
maxims, i. e., leading from single cards, without that
strength in trumps hitherto judged indispensably necessarg
to justify it; I give the reasons that influence my opinion
in favor of this practice, with those generally alleged
against it, leaving tne reader to determine between them.
-wo objections are made, which it cannot be denied, may
and do happen. The first, that if your partner has the
king of the suit guarded, and the ace behind it, he loses
it; which would not be the case if the lead came from the
adversary. The second and most material is, that your
partner, if he wins the trick, may lead out trumps on the
supposition it is your strong suit, or the adversaries from
suspecting your intention. On the contrary, the constant
and certain advantages are the preservation of the tenace
in the other two suits, which I suppose you to have, and
the probable one of making your small trumps, which you
could not otherwise do. A has four small trumps, ace,
queen, &c., of the second suit; king, knave, &c., of a third;
and a single card of the fourth. In these sort of hands, 1
am of opinion that the chance of winning by leading the
single card is much greater than of losing tricks; and I
appeal to those who are in the habit of attending Whist-
tables, whether they do not frequently see the players who
proceed more exactly according to the maxims of Hoyle,
&ec., after losing the game, trying to demonstrate that this
ought not to have happened, and that they have been van-
nauished by the bad, not good, play of their adversaries. 1
Jo not recommend in general leading from single card?
anless very strong in trumps; but with such hands as
have mentioned, I am convinced it may be occasionally
done with very great, though not certain advantage. It
may not be unnecessary to inforin the reader. that most of
Joyle's maxims were collected during what may be called
the infancy of Whist; and that he himeelf, o far from be-
ing able to teach the game, was not fit to sit down even
with the third rate players of the present day.
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I shall conclude these maxims by a short recapitulation
of the most material ones, by way of fixing them in the
minds of the readers.

Ist. Let them be assured, that, without comprehending
the leads, modes of playing sequences, and an attentive
observation of the board, it is as impossible to make any
progress in the science of Whist, as to learn to spell before
tLey know their alphabet.

2d. That accustoming themselves to reason by analogy
will alone teach them to vary their play according to cir
cumstances, and show them that the best play in some it
the worst in different situations of the game. It is commor
to see even good players hazard the game, merely to gair
the applause of ignorant bystanders, by making as much o
their cards as they are capable of ; but this pitiful ambitiol
cannot be too much guarded against. Avoid also the con
trary extreme, the faults of the old, and many of the imita
tors of the new, school. These never part with a tenaco
or certain trick, though for the probability of making seo-
eral; and are like fencers who parry well but cannot at-
tack. No player of this kind can ever excel, though he
may reach mediocrity.

I must also repeat my advice to proficients, to vary their
play according to the set they are engaged with; and rec-
ollect that it would be of no advantage to speak French
like Voltaire, if you lived with people who are ignorant of
the language.

On Leads.—1. The safest leads are: from sequences of
three or more cards lead the highest, and put on the lowest
‘0 your partner’s lead, but the highest on your adversary’s.
With a tierce to the king and several others, begin with the
Inave.

2. With ace, king, knave, and three small trumps, plav
out the ace and king; with only two, the king, and wait
for the finesse of the knave. In other suits, without great
strength in trumnps, or with the hopes of a particular poing,
do not wait for the finesse.

8. Ace, king, and five others, lead the ace in all suits,
With four or less, the lowest, if trumps. In other suits,
always the ace, unless all the trumps remaining are with
gou and your partner; in this case a smail one.

4. Ace, queen, knave, &c., in all suits, the ace. Aca
«een, ten. with others, in trumps, a sinail one; but if with
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three. unless very strong in trumps, lead the ace in other
suits.

5. Ace, knave, with small ones, lead the lowest ip
trumps; in other suits, if with more than two, lead tbhe
ace, unless very strong in trumps.

6. Ace, with four small ones, in trumps, lead the lowest,
If with four or more in other suits, and not very strony in
trumps, the ace.

’N. B. It is the general custom, with ace and one c ther,
to lead the ace. This is right if you have reason to think
t your partner’s suit, otherwise lead the small one.

7. King, queen, ten, &c., in all suits, lead the king; but
if it passes, do not pursue the lead, as certain the ace is in

our partner’s hand, as it is often kept up, but change yoar
ead, and wait for the return trom your partner, when you
have the finesse of the ten, if necessary.

8. King, queen, and five others, in all suits, the king.
With four or less, in trumps, lead the lowest. In other
suits, always the king, unless you have the two only re-
maining trumps; if so, you may play a small one.

9. King, knave, ten, &c., in all suits, lead the ten. King,
knave, and two or more small ones, the lowest.

[N. B. You shounld not lead from king, knave, and a
small one, unless it is clearly your partner’s suit, in whic'
case, play off your king and knave.]

10. Queen, knave. nine, and others, lead the queen.
Queen, knave, with one other, the queen. Queen, knave,
with two more, the lowest. Queen, ten, and two others,
the lowest. Queen, and three small ones, the lowest.
Queen, or knave, with only two, the queen or knave.

[N. B. The trump card sometimes occasions a deviation
from these rules. A has the ace or king, with a sequence
from the ten downwards, of the suit of which his left-hand
adversary turns up knave or queen. A4 should lead the ten.
If the knave or queen be put on, you have a finesse on the
return with the nine; if not, your partner, with an honor
will pass it, and is either way advantageous.)

The following calculations are sufficient for a beginner:

That either player has not one named card, not, in your

hand, is . . . . . . . . 2t01
5 to 4 in favor of his having . o e 1of 2
bto2 . . . . . . 0 1in8
4tol + e v+ o e« lind
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tN. B. The odds are so considerable, that no player bas
two or more named cards, that scarce any situation jluti-
ties playing on this supposition, except the impossibility of
saving or winning the game otherwise; of cotrse, further
- ealculations are more for curiosity than utility.}

The odds of the game are calculated according to the
voints, and with the deal:

1 ve . . . . . . . 10tey
2 love . . . . . . . 10to 8

and 80 on, except that 9 is considered as something worse
than 8. It is 8 to 1 in favor of the first game.

[N. B. Notwithstanding that calculations are in general
accurate, it is difficult to conceive that 10 in 20 is 8 to 1,
while 5 in 10 is but 2 to 1, and even 6 in 19 is but 5 to 2.
I am convinced whoever bets the 8 to 1 will lose on the
long run; and on the contrary, he who bets tke 2 to 1 and
6 to 2 will gain in the same proportion.]

The odd trick has always been supposed iu favor of the
teader; but this is an error, as the dealer has the advantage
in this, as in every other score.

Laws of Whist.—1. If a card be turned up in dealing, the
adverse party, on paming it, may call & new deal, unless
they have looked at or touched the cards, so as to have oc-
casioned it; but if any card, except the last, is faced, it ic
decidedly a new deal.

2. Should any eard-player have but twelve cards, and
the others their proper number, the deal is goed; and he
who has the twelve cards pays for any renounce he may
have made; but if either have fourteen cards, the deal is

t.

8. If the dealer does not turn up the last card, the deat
fs lost.

4. The dealer should leave the last card on the table till
he has played; atter which nobody can ask for it, though
they may inquire what is trumps at any time. Should be
eave it on the table after the first round, it may be called,
s if shown by acciaent.

5. Every person has a right, before he plays; to call on
the players to place their cards before them. It i3, there-
fore, a quibble, to say they have no right to make that
demand.
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6. The party who reminds his partner to call after the
frump is turned up forleits.a point.

7. If one of the players omit playing to a trick, and re~
main with a card too many, it is at the option of the ad-
versaries to call a new deal.

8. If 4 plays out of his turn to his partner’s lead, the
last player may play betore the first; if to his adversary’s, -
his partner may be compelled to, or prevented from, win-

- ming the trick, at their option.

9. Mistakes relative to tricks may be rectified at any
time during the game, whether called or not. Also honors,
if proved to have been called in tiine, though not scored;
but they cannot be claimed after the trump is turned up.

10. If one party call at any score but eight, the adver
saries may, after consulting, call a new deal; the same if
ane calls without two, or the other answers without one
honor.

11. If any player calls after he has played, the adver
saries may call a new deal; but not consult together.

12, If any persnn plays out of his turn, the adversaries
aave the option W call tkat card at any time, or direct the
player whose turn it was to play any. suit they choose,

18. If A, supposing that he has won a trick, lead again
befure his partner hds played to it, the adversaries may
oblige his partner to win it, if he can.

14. Any player may call a card from his adversary, if
ne names it, and proves the separation. Should he name
a wrong one, he may have his best or worst card called of
any suit played during the deal.

15. Cards thrown down cannot be taken up again, but
may be called by the adversaries. They may be shown
down by the player, if sure of every trick. .

16. There are in fact four penalties on a revoke, which
take place of every other score. The adversaries may take
three tricks from the party revoking, or three from their
score, or add three to their own; and if there still should
remain enough to make the party revoking game, they
cannot win it, but remain at nine,

17. A revoke is not established before the party revok-
ing has played again, or the trick been ..rned and quitted ;
but the adversaries, at their option, may call for the
highest or lowest of the suit at the time, or the card shown
at any thoe during whe deal.

4
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18. If a revoke be claimed, the adversaries forfeit une
penalties of a revoke, if they mix the cards before it is des
termined.

19. No revoke can be claimed after the cards are cut
for the pext deal.

[N. B. It is now settled that either of the players may
insist on the cards being placed at any time previous tr,
their being put together. It is also settled, that, where a
bet is made that either of the parties scores two, the bet is
won by honors, though the adversary has won the game
by cards ;—supposing that A makes two points, if B, his
adversary, being at 7, makes three by cards, if 4 has twe
by honors, he still wiNs His BET.]

Proposed Laws.—Though these laws are excellent as far
as they go, yet experience convinces us they are inadequate
to meet the various cases that continually vccur at Whist-
tables. Hence disputes, wagers, references, &c., arise,
which are often decided differently by different referces,
unsatisfactorily to the disputants, and sometimes unac-
countably to those interested. It has, therefore, lc.g been
a desideraturn, that a code should be attempted, which,
having undergone the ordeal of examinativn by proper
judges, should, with any addition they may think proper
to make, be hung up in various ciub-rooms, as a classical
authority to be referred to on all occasions. As nobody
has yet undertaken this necessary task, whose acknow-
ledged judgment wouid prevent all difference of opinion, I
have attempted something of the kind. The cases, with
their decisions, I know to have happened; and the conse-

uent ruies which I endeavor to establish are founded on
the following principle of all laws; viz., that penalties
should be in exact proportion to the advantages possible to
ccrue from the transgression.

Whether these reguiations are adopted or not, it tney
stimnulate some person more capable of the task to accom
Y“Sh what I fail in, I shall by no means regret the trouvle

have teken, or be mortified at the rejection of my
opinions.

CasE 1. The parties were each at the scoreof 8: A, the
elder head, called, having but one honor in his hand, and
his partner did not answer it. B, the next adversary,
though he had two honors, did not call, as he of course
thougkht it ccald be to no purpose. The game being played
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sut was won against the honors. This was referred on
the spot, and decided in favor of the tricks; but, in my
opinion, so improperly, that I do not hesitate to propose
the following law to be added to the present code:

[ Whoever calls, having only one honor in his hand,
should forfeit in proportion to any advantage that actually
does or may possibly accrue from the fault. Should it pre-
vent the adversaries from calling, after the hand is played
out, the honors shall take place of the tricks.”]

Case 2. The dealer, after showing the trump card,
through awkwardness, let it fall on its face. It was de
termined on the spot that the deal should not stand good;
but the card not having been seen, as there could Le no
possible advantage made by the mistake, I am of a differ-
ent opinion, and propose the following addition to the
third law as it now stands in this book:

[* But if the card be shown and falls on its face by acci-
Jent afterwards ; then the deal to stand good.”]

Cask 8. 4, playing out of his turn, B, his partner, was
directed to play a trump; B, however, led another suit,
and three or four cards were played before it was discov-
ered that B had a trump in his hand. It was referred to
me on the spot, as no printed laws reached the case. I
decided that the cards should be taken up again and a
srump led by B, as directed. This decision was approved
by both parties, and I propose it as a law on any similar
occasion.

Cask 4. A4 called at 8; his partner did not answer,
though he had an honor, having a bet on the odd trick.
The adversaries contended that the deal should not stand,
and a wager was laid in consequence, and referred to me,
1 decided that the game was fairly won, because there
could be no possible advantage made of the circumstance
80 far as related to the game, though it might as to the
¢trick, had that been the case referred. I think it impossi-
ple to object to the following law, viz. :

“No one is obliged to answer to his partner’s call even
though he has the other two hunors in his hand.”

CasE 5. A, at the score of 8, on gradually opening Lis
nand, saw two honors in it immediately, and told his
vartner of it, who did not answer. A4, continuing to look
at his cards, found a third honor, and showed thein down.
t was contended that he had no right to do this. and de
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cided, as T hear, against him; but, I am fully convinced
lmproperly, and I propose a law, that

¢ No man having three honors in his haud can be pre.
cluded from taking advantage of themn ut any time previ-
ous to his playing a card.”

I shall now attempt to frame a law, which, if agreed to,
will, in my opinion, put a stop to a practice, that, though
perhaps not meant to be, is in itself absolutely unfair, and,
what is sti!l worse, is the parent of all those unpleasant
disputes and altercations which form the only objections
to a game in every other respect calculated for rational
amusement. I need scarcely add, that I mean the dis-
covery, by words or gestures, of your approbation or dis-
like of your partner’s play, before the deal is absolutely
finished. I do not mean to prevent talking over the last
hand between the deals, but that it should be absolutely
prohibited, under a severe penalty, to say a word between
the turning up of the trump card and playing the last card
of the deal, except what is already allowed by the rules of
the game, such as to ask what is trumps, to desire the
cards may be drawn, &c. The law I propose is this:

¢ Whoever shall, by word or gesture, manifestly discover
ais approval or disapprobation of his partner’s mede of
Flay, or ask any questions but such as are specifically al-
owed by the existing laws of Whist, the adversary shal
either add a point to his own score, or deduct one from
the party so transgressing, at his option.”

On the terms * Tenace” and * Finesse.”—I have beet
desired by some beginners, to whom this book is par
ticularly addressed, to give a minute definition of tws
words, which, though universally used, are not generally
anderstood. I mean tenace and finesse. Indeed, the gamn
depends so much on the comprehension of their principles
that any man desirous of obtaining even a competent
knowledge of it will never regret the trouble of the study.

Many parts of Whist are mechanical, and neither max-
ims nor instructions are necessary to inform the beginner
that an ace wins a king; or that you must follow the suit
played, if you have one in your hand.

The principle of the tenace is simple. If A has the ace
and queen of a suit, and, B, his adversary, has the king and
knave, the least consideration will show that, if A leads, B
wins the trick, and vice versa ; of course, in every situation
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It is the mutual plan of players by leading a losing card te
put it into the adversary’s hand to oblige him to lead that
suit, whereby you preserve the tenace. So far is easily
comprehended ; but it requires attention, with practice, to
apply the principle, so obvious in the superior, to the in-
Jerior cards, or see that the same tenace operates occa.
sionally with the seven and five, as the ace and queen, and
is productive of the same advantage. A, last player, re
mains with the ace and gueen of a suit not played, the las
trump and a losing card. B, his lefi-hand adversary, leads
a forcing card. Query—Illow is A to play? Amnswer. L
three tricks win the game, or any particular point, he is
not to ruff, but to throw away his losing card, because, Lis
‘eft-hand adversary being then obliged to lead to his suit,
he remains tenace, and must make his ace and queen. Dut
upon the supposition that making the four tricks gains him
thie rubber, he should then take the force, as in these situ-
ations you are justified in giving up the tenace for an equal
chance of making any mate:ial point.

The finesse has a near aflinity to the tenace, except tla
the latter is equally the object where two, and the former
only where there are four players. A has the ace and
quecn of a suit led by Lis partner, Now the dullest begin-
ner will see it proper to put on the queen; and this is

alled finessing it, and the intention is obviously to prevent
the king trom making, if in the hand of his right-hand
adversary. Should it not be there, it is evident you neither
gain nor lose by making the finesse ; but few players carry
this idea down to the inferior cards, or see that a trick
might be made, by a judicious finesse, against an eight, as .
8 king ;—but to know exactly when this should be done
requires more skill than in the more obvious cases, united
with memory and observation. Another case of finesse,
even against two cards, frequently occurs, and the reason,
on reflection, is self-evident.

.4 leads the ten of a suit of which his partner has the
ace, knave, and a small one; B should finesse or let the
ten pass, even though he knows the king or queen is in his
left-hand adversary’s hand; because he preserves the
tenace and probably makes two tricks; whereas, had he
pnt on his ace, he could make but one ;—in short, tei.ace is
the game of position ; and finesse, the art of placing your
sed fo the most advauntageous one.

4



42 NOYLE'S GAMES,

The trumps all out, 4 remuined with the ace, queen,
knave, and two others of a suit not yet played, and the
lead. The adversaries Lad five tricks and the odd trick
decided the rubber; consequently he must win four out of
the remaining five cards to save it. I need not observe,
that the ace is the card usually led fromn such a suit; but
A considered that by so doing it was highly improbable he
should establish the suit, and that his sole hope was to de-
veive the adversary. He led the queen, which was won
by the king; and as his partner had not the ace, the ad-
versary naturally concluded it to be in Aés partner’s hand,
and of course that by returning this suit he must win the
game. The consequence was that A won the four tricks
and the rubber.

OBSERVATIONS ON SHORT WHIST.

A NeEw game has lately come into fashion, which is de
noted SHorr Wmist. This, though apparently played
on the same principles, is in many respects essentially
different from the Long Game: so much so, that it ap
pears obvious to e, a very critical player at the one may
be deficient at the other. There have been, I presume, twe
inducements for this alteration; the ome to promote 8
quicker circulation of the cash, and make the play deeper ;
the other to reduce the advantage of the good uver the baa
player, by approximating a game of skill still nearer to a
game of chance. That it has both these effects is evident,
for Short Whist is much higher play at a guinea, than
Long Whist at two guinea points; and I am convinced
that the fewer points to be played for, the greater tie ad
vantage to the inferior player: on the supposition that th
honors, on an average, are four in the Long, and two each
game in Short Whist, I think the good player has double
the advantage in the former to what he has in the latter
game, having twice the number of points to play for. A
very good player at one game would undoubtedly, by re.
flection and practice, becomne sv at the other; both are
games of attack and defence, and a great deal depends ca
properly judging which is to be adopted ; but no rules cas
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give what depends on natural quickness and observation.
In genera., however, I think the forward game is oftener
right in the New than in the Old Whist. To force your
partner, and endeavor to steal a trick, woald be thought
often allowable in the Short, when in the Long Game it
would be condemned.

The odds are also very considerably altered, and cateria

ribus, 1 conceive it is at least five to four in favor of the
f&ler for the game, and six to five for the rubber in the
New ; whereas in the Old Game it is at mest gold to silver,
or 21 to 20. To conceive this, you must consider that it
is little more than two to one against the turning up an
honor ; and having turned one up, it is nearly an even bet
that the dealer scores two by honors. For, as two out ot
the other three must be in the kands of one party, and
the dealer and his partner having twenty-five cards, there
is only twenty-six to twenty-five against tReir having
them.

This is so decided an advantage, where five is the num
ber to be played for, that I am confident two bad players,
with the first deal in every gaine, would in a long run beat
the two best in England.

In Short, as in Long Whist, though the knowledge and
oractice of general rules may constitute a tolerable player ;
7et, to acquire any excellence, a critical perception when
a0d how these are to be departed fromn is absolutely ne-
eessary. There are few things to be observed in whica
there is a considerable difference in the two games; though
three, in the first instance, is nearly as good as four (I
aiean your adversaries not having scored a point), still it 18
py no means so if they are also three or four. The reason
18 obvious; it is the chance of calling which gives eight the
advantage over nine; but this not being allowed at three
it is evident that if your adversury is at four, and you have
two by honors, three is not better than two, as without
the odd trick you lose the gamne. Of course, in the begin
ning of a game, no finesse is justifiable on which depends
your scoring two or iour, when you have three certain in
your cards,

It is eas) to conceive, that with a very gnod hand it is no
improbable that you may score five; though highly so,
that you do not ten. Of course bold play is uch oftener
successful in she Short than the Long Game, and stea’ivg a
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wrick, which will save the game in the one, will, in case of
a great hand, seldom have that etfect in the other

In contradiction, however, to my opinions, I hear thuat
the good players are fonder of the New than the Old
Game; though 1 can se¢ no argument in favor of this,
except (as I before preinised) that it circulates the mouney

uicker.

1 1 cannot omit one observation: Though, with good lay-
ers, the lead nearly counterbalances the advantages of the
deal with bad ones, it is of little or no advantage; of course,
it increases that of the dealer. The first lead in both games
requires judgment, and is so little comprehended that it is
generally twelve to one a wrong card is played, and the fate
of the whole hand frequently depends upon ¢¢. These are,
however, such plain situations that it is impossible to make
a mistake.

At Short Whist, the jfirst deal, there is scarcely any
finesse that is not justifiable, when the failure leaves you a$
three instead of four.

DUMBY, OR THREE-HANDED WHIST.

Twis game is played exactly in the same manner as four-
handed Whist, with the exception that one of the hands,
‘hat called Dumby, lies exposed and spread on the table
Jiroughout the gane, and is played by the partner to
whom it is allotted, in conjunction with his own.

Three persons draw from the pack in the usual manner,
and he who draws the lowest card takes Dumby as his
partner, and the deal, with the choice of cards and seat.

‘When the rubber is over, it becoies the turn of the part
who had cut the next lowest card to take Dumby, with
its privileges, choosing another seat or keeping his own.

When the second rubber is finished, the third playes
takes the Dumby, and this is cailed having a round at
Dumby.

In distributing the cards, the hand of Dumby is dealt ag
usual, and then the partner arranges them as he pleases,
with the faces upwards. Dumby las his deal in turn.

The advantage which the partner of Dawmby is supposee
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to derive from playing a nand which Le can see, and there
fore adapt to his own, is generally supposed to be about
one point in ten in the long game, and five to four in the
short, in the rubber; and sometimes a point is given by
Dumby’s partner on each rubber.

Deschapelles says: “ Among players of moderate preten-
sions, the defender has a trifle the best of it; among good
players, it 4s equal; and among first-rate players, the assail-
ants have the best by a trifle.”

The same authority says, that “in playing this game, de-
cisive strokes are in favor of the defence (z. &. Dumby) in
the first rounds, after which the advantage gradually leans
to the assailants.” He therefore recommends that the de-
fer.der should act with energy in the commencement, hav.
ing little or nothing to hope when the play assumes its
regular course. On the other side, it behooves the assailants
to watch with patience till they see clearly the best course
vpen for their adoption.

It will be self-evident to a Whist-player, that the adver-
sary who sits on the left of Dumby should always lead or
play up to what he sees to be the weak suits, and that he
who sits on the right should lead or play through the
strong ones.

The laws and regulations are, with two or three excep-
tions, and these not quite agreed, the same as those of the
parent game. The principle of three-handed Whist, as re-
gards the acts and liabilities of Dumnby, is a spirit of mutual
responsibility, and this should influence the game in all ite
bearings. Dumby may fuirly be exempted from fines whick
arise from errors committed in sight of, and therefore it
may be said with the acquiescence of, both parties. A new
deal, in most cases, is as mwuch as the adversaries should
bave a right to claim against Dumby.

If Dumby’s partner lead out of turn, the adversaries may
either insist upon the card led, or call a suit from either
hand. By special exception, Dumby cannot make a re-
vroke ; the oversight may be remedied by a new deal.

As regards the other players, more particularly as re-
spects a~ts not dependent on Dumby, there seeins no reasoq
why chey sheuld be allowed any exewptivns,
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DOUBLE DUMBY,

[s when vwo persons only play, each having his partner’s
eards laid faced upon the table.

Each player and the two Dumbies take the deal in turn,
and are liable to all the laws previously stated.

Although cards will *“beat their makers,” the game of
Double Duinby is more in favor of the best player than
wny other at Whist. It undoubtedly is very instructive to
the novice, and has been recommended by high authorities
a8 the best mode of studying the game.

Dumby is rarely played, excepting in default of a fourth
to make up the battle, and then the dead-hand is usually
saken by the three players turn about. The French name
for this game is La Mort.

@ribbuge.

THE FIVE-CARD GAME

CRrIBBAGE is & game played by two persons, with a com
lete pack of fifty-two cards. We shall commence by treat-
l;:g of the five-card game, which, besides being the parent
stem, affords the greatest scope for the exercise of skill, and
is the most generally played. Sixty-one points constitute
the game. These points are scored on a Cribbage-board,
of which the following is a representation. It has. as wiil
be seen, sixty-one holes, and in these the points aforesaid
sre marked ; the whole table being subdivided into com-
partments of five holes each.

The board is placed either across or lengthways, between
the players. It is a matter of indifference how the end of
the board from which you comnmence is placed; but you
must count from that end which contains the sixty-first or
game-hole; beginning at the outside edge (A or B), and
passing along it to the top, then down the inside row to
game. To mark the game, each player has two pegs; if
the first score be two, stick a peg and leave it in the second
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bole, and when next it becomes your
turn to mark, place the other peg in
the number that gives the points you
bave to mark, connting from your first
peg. When you have to mark a third
score, take out the back peg, and
reckon from the foremost, which must
never be disturbed during the prog-
%ss of the game, the scores being in-
variably marked by the hindmost peg
of the two. Thus, the foremost peg
always keeping its hole, the players
can detect the amount that is marked,
and check each other’s score. To
avoid confusion, it is usual for the
pegs of each party to be of different
colors; although the one player never
in any way touches his adversary’s
half of the board. Betore stating out
of what results the points so scored
arise, it is fit to give the relative value
of the cards.

All the kings, queens, knaves, and
tens, count as ten each; the rest of
the cards according to their ordinary
value, as sixes for six, eights for eight,
and so forth; aces reckon one only.
This means merely their value as cards.
The points which count for the game are made by fifteens,
sequences, flushes, pairs, &c. The board being duly pre-
pared, the players cut for the deal, the lowest cribbage
card winning the cut. If you play games, you must cut
at the termination of each; not so when playing rubbera,
The winner of the crib then shuffles the pack, the dealet
being entitled to do so the last. How this shall be done,
together with all the minutes of proceeding, will be given
ic the Laws.

The first move of account, is the marking of three holes,
by the player who loses the deal, as a make-weight for the
adversary’s advantage. He is entitled, indeed, to mark
them at any part of the game. Five cards, in alternate
succession, are then dealt with the faces downwards, one
et a time; the rest of the pack being then placed faces
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downwards also on the table. The players then gather up
their cards, and each having taken out two, they are placeG
by themselves on the table, with the faces down. These
four cards are what is called the *“ Crib,” which becomes
the property of the dealer, under certain conditions. Each

layer having put out his two crib cards, which of course
Esve not been seen by his adversary, the non-dealer cuts
the remainder of the pack, and the dealer turns up tbe top
card of it. .

These preliminaries thus settled, the game commences
by the non-dealer leading, and his adversary playing to
him, and announcing the nature of his card. Suppose it a
king, he calls *“ten,” and the dealer replying with an
“eight,” he, the latter, cries * eighteen,” as the amount of
the ten and eight. The dealer having thus made eighteen
his opponent plays again, and announces the increased ag-
gregate, and thus the play proceeds till the whole amoun.
reaches exactly thirty-one, or as near it without exceeding
as can possibly be accomplished by the cards in eithes
nand. He who makes up thirty-one, or, as before said
who comes the nearest to it that the cards permit, scores
two; the remaining cards in hand, if any, are thrown up.

The better to convey a view of a hand in process of
being played, let us suppose the leader plays a three, and
calls ‘“ three;” the dealer then puts on it a tenth card, and
cries “ thirteen;” upon this the first leader plays another
senth card, and exclaims “twenty-three;” his antagonist
rejoins with a five, and proclaimns the total * twenty-eight.”
The first player finding his third or last card will not come
within the prescribed limits of thirty-one, declares his ina-
bility to play, by the word * go,” and exposes his card by
throwing it upon the table. Should the opposite player
hold a three, and thus be enabled to make out thirty-one,
he plays this card and scores two points; but failing, he
throws up his card, but scores one for the * go,” becanse
it was he who made twenty-eight, the nearest number to
thirty-one. If, however, his last card should be an ace or
deuce, he must play it, as it does not exceed the thirty-
one; still, however, scoring one for the * go.” It is to be
understood that at Cribbage, there is no restraint upon
the player, as to what card he shall plag.

The points which each party has made, during the play-
g out the hand, beving been all taken at the time they
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were gained, and the deal being finished, each party now
completes his score, and marks that number of points to.
wards game to which he is entitled. The non-dealer
reckons first ; and, having marked his gains, if any, on the
board, the dealer in his turn counts—tirst his hand, and
ther his crib, for the crib belongs to the dealer.

Another deal then takes place, and is conducted in &
similar manner; and so on, until either one of the parties
has completed the required number of sixty-one, wlien he
is proclaimed the victor, and the game is finished.

For what you mark at Cribbage.—Poiunts in play can
only be made by one of the seven following ways:

Firstly, by Fifteens—Secondly, by Sequences—Thirdly
by Pairs—Fourthiy, by Pairs-royal—Fifthly, -by Double
g:irs-myal—Sixthly, by the Knave being turned up—and

venthly, by making thirty-one, or the nearest number
thereunto.

Points on reckoning the hand and crib, after the hand is
played out, can only be made by one of the seven following
ways:

Firstly, by Fifteens—Secondly, by Sequences—Thirdly,
by Flushes—Fourthly, by Pairs—Fifthly, by Pair-royal--
Bixthly, by Double pairs-royal—and Seventhly, by the
Knave being of the same suit as the card turned up. The
various points you are entitled to, under either of thes
several denominations, being added together, form the
whole number contained in your hand or crib; and you
score accordingly. :

And tirst of the Yifteens; as often as you make the
number fifteen i playing, you score two. The leader, for
instance, plays an eight, you put a seven on it, cry ‘“fifteen,”
and straightway you score two points. The result is the
same whenever you make fifteen, whether in one or more
leads or rounds, As already observed, all tenth cards
count for ten. The hand being played, you now set about
summing it up, taking two points for every fifteen you can
make by means of reckoning the cards together of which it
consisted. The turn-up, or “start” card, is common pro-

rty, and available to both players in computing their

a.uis, and to crib also. All this is wholly without refer-

ence to any thing that occurred while the hands were being

played ; and by whatever combination fifteen can be made

out of the cards as abuve enumerated, two points are
5
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added tc the score. Should yon hold king, knare, anc a
five, you count for two fifteens; should a tenth card turn
up, in this case you score three *twos,” that is to say, a
thir1 for the combination of your five with such tenth
card ; and if, instead of being a tenth card, the turn-up
should be a five, then you count eight, having four fifteens
on the cards. The dealer calculates the crib for fifteens,
in the same manner that he does his hand, and uses the
turn-up with both—that is, separately ; he cannot conbine
his hand with his crib.

Thirty-one.—Every time you make this amount in the
course of the game, you score two. But this only applies to
the game when in progress of being played ; it has nothing
to do with the subsequent summing up.

End-hole.—If neither party make up thirty-one, then he
who plays the card that makes up the nearest number to
it, without exceeding it, as already stated, scores one ; this
18 * one for the go.”

Pair or Pairs.—Every pair made in the play or the hand,
reckons for two points. To pair is to play a card of the
same description, not of the same suit only. If a tenth
card be played, and you can answer it with a similar tenth
card during any part of the same hand, without exceeding
thirty-one, it is a pair, and counts two. But in these

airs, all tenth cards do not count alike. It must be king
or king, queen for queen, and so forth. At the end of the
deal, you take the turn-up card to assist you in pairing,
and count two for all pairs made by its assistance.

Pair-Royal, or Prial.—This consists of three cards of a
similar sort, held either in the hand or crib, or occurring in
the course of the game, as three kings, three aces, three
nines, &ec. It scores six. Thus:—if the leader play a six,
you put another six on it, and score two for the pair; he
then returns a six, makes a pair-royal, and counts six
points. If you have a pair-royal in your hand or yom
arib, you also score six for it; and should you only hold a
pair, and turn up the third, it reckons also for six. It is
needless to say these combinations do not count for points
when other cards have been played between them.

Dovble Pair-Royal—Four cards of a sort make thic
eombination, for which the score is twelve; alike, whether
made in play, or in the hand, or in the crib. The turn-up
card reckins with hand and crib in this, as in every other
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case. Moreover, should your opponert have made a pair
royal, by playing a third of a sort, you are entitled to the
double pair-royal, if you answer him with a fourth.

In taking six for a pair-royal, or twelve for a double
pair-royal, you are not to suppose that the six and the
twelve are merely increased numbers, bestowed as premi-
ums for such combinations of the cards, and settled by
arbitrary arrangement, independent of the rule that two
points are allowed for every pair. A pair reckons for
two, and the same principle, applied to a pair-royal, pro-
duces six ; because, as a pair-royal contains three distinct
pairs, you score two for each pair. Place, for inst,amu:I
three sixes in a row on the table, and mark them 1, 2, an
8, thus:

1 2. 8
Bix Six - Bix

Here Nos. 1 and 2 form the first pair, Nos. 1 and 8 the
second pair, and Nos. 2 and 8 the third pair; without the
same two cards having ever been reckoned more than once
together.

Having analyzed this example, there will be little diffi-
culty in ascertaining the number of pairs to be found by
taking in pieces a double pair-royal. The readiest way to
attain demonstration is to place the four sixes in a row on
the table, as you did the three sixes, and number them 1,
2, 8, and 4, thus:

1 2 8 4

Six Sia Six Six
Nos. 1 and 2 combined together, form a pair,
and yield two points, for which carry out .
— 1 and 8 form the second pair, and give two
more e e e e .
— 1 and 4 form the third pair
— 2 and 8 form the fourth pair

— 2 and 4 form the fifth pair

— 8 and 4 form the sixth pair

Total . . . . . . - 12

T'.us we have six distinct pairs in a double pair-roya$
which, of course, are therebv entitled to twelve poicta
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Obeerve, that in making these points, although we reckoa
the cards over and over again, they always unite in differ-
ent associations, and the same two cards are never reckon-
ed twice together.

Sequences—Consist ¢f three or more cards following in
successive numbers, whether of the same suit or other-
wise. He who holds them scores one point for every card
m the combination, whether it take place in playing or in
eounting the hand or crib. But there cannot be a sequence
under three cards. As in certain other cases, the court
eards, king, queen, and knave, rank in sequences, after
their usual classification as to rank, and not all alike as
tenth cards. To form a sequence in play, it matters not
which of the cards is played first, or last, provided the
sequence can be produced by a transposition of the order
in which they fell. Thus, you lead the five of hearts, your
adversary returns the three of diamonds, you then play
the tbur of any suit, and score three for the sequence; he
then plays six, and makes four, and so on, as long as the
continuous sequence can be made. The spirit of this rule
may be applied to all combinations occurring in regular
successions,

You here observe that it does not matter of what suit
are the cards forming the sequence, nor does the order
signify in which they are played. You must not pass
thirty-one in making a sequence. If a sequence in play
is once broken, it must be formed afresh, or cannot be
acted on. :

In reckoning your sequences at the close of theo deal, you
use tne ¢ard turned up along with your hand and crib;
and reckon them every way they will. A single example
of this will here suffice:

Suppose the crib to consist of two kings (clubs and dia-
monds) and two queens (hearts and spades), the knave of
spades being the card turned up;—how many can you
take for sequences?

Twelve, being four sequences of three each; to be com-
puted by reckoning the knave with the kings and queens;
ringing the changes on the latter, somewhat in a similar
manner to the mode in which you have been taught tc
form a double pair-royal. To simplify this, take the knave,
the two queens, and the two kings, and spread then before
you; when they will connt thus:
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Knave, with queen of hearts and king of clubs
Knave, with queen of spades and king of clubs
Knave, with quewn of hearts and king of dia-
monds . . . . .
Kcave, with queen of spades and king of dia~
monds . . . . .

e & ™o

Points for the four sequences . .12

Fhe Knarve.—If you hold a knave of the same snit as the
en 1 turned up, you are entitled to one point, which yoa
tai ¢ on reckoning your hand. Should there be, in the
eriv, the kiave of the suit turned up, che dealer, to whom
the zrib belongs, takes one point on reckoning his crib.
(n the euphonious phraseology of sume cribbage-players,
this is termed ‘““one for his nob.”

Should the turn-up card itself be a knave, the dealer
immediately scores two points; which, by way of antithe:
sis with * his nob,” is called *‘two for his heels.” Simila
phrases are, after all, rather to be considered as quaim}
than vulgar. They recall to our minds the recollection o
the once popular game of Quadrille, played by the Lady
Teazles of the past century, in which the verb * to deast”
is s0 indetatigably conjugated.

A Flush—A tlnsh cannot happen in play, but occurs
only in computing the hand or crib. A nush signifies that
all the cards in hand or crib are of the same suit, in which
case you are allowed to mark one point for every card of
which the flush is composed. Thus, it your hand com-
prise three hearts, you will take, on scoring for your hand,
three for the flush in hearts; and should the turn-up card
chance to be also a heart, you will add another point for
- that, raaking four all together. You are not permitted,
however, to reckon a flush in the crib, unless the cards, of
which the crib is composed, are of the samec suit as the
card turned up. It is essential to recollect the difference
between a flush in the hand, and a flush in the crib.

In reckoning the hand and crib after the deal, you have
deen already informned that the non-dealer counts first. It
will facilitate your reckoning, if you sum up the amount of
points te which you are entitled, in the following order:
firstly, fifteens—secondly, sequences—thirdly, tlushes—
fourthly, pairs; pairs-royal, or double pairs-royal—fifthly
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the point for the knave. Reckoning up the hand, or crib,
is technically termed “showing.” Thus the non-dealer is
eaid to have “the first show,” a point of immense impor-
tance at the final stage of the game; since he may thus be
enabled just to ‘“show out,” and consequently win ths
game; while the dealer may hold in his hand and crib
points enough to make him out three times over, but alto-
gether useless, since he has not the first show.

The non-dealer having summed up his scure, under the
observation of his opponent, the latter then performs the
same operation, as relates to his own hand. He then turns
up the crib, which has up to this time lain perdue, and
scores all to which it may entitle him.

The Laws.—1. In single games there must be a fresh cut
for each game; but not so when rubbers are played. The
lowest cribbage card wins the cut: when both players cut
alike, it is a tie, and there must be another cut.

2. In cutting for the deal, not less than four cards should
be removed, and not more than half the pack, that a fair
and proper cut may remain for him who cuts last.

8. The cards are to be dealt out one by one, and they
wmust not be touched till the deal has been completed.

4. The dealer may expose his own cards in dealing if
he please, but if he shows one of his adversary's, the latter
scores two points, and may demand a new deal, provided
he does s0 before turning his cards. When a faced card
occurs in dealing, there must be a fresh deal, including all
the formalities of cutting, shuffling, &e.

5. If the dealer mis-deal without being aware of it till
one of the hands has been taken up, the opposite party
may score two, and the cards must be dealt over again.
Should his adversary expose a card during the progress of
the deal, the dealer may deal over again if he pdeases, pro-
vided he has not seen his hand.

6. Though both players have the privilege of shuffling
the pack previous to the cards being dealt, the dualer has
the right to do su last.

7. Should the dealer give his adversary more than five
cards, the non-dealer may mark two points, and there must
be a fresh deal; but, in such case, the non-dealer must dis-
cover the error before he takes up his cards or he cannot
olaim the two, though there must still be a new deal
Should the dealer, in dealing, give himself more than five
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cards, s adversary may wmark two points, and either call
a fresh deal, or drawv the extra cara, or cards, from the
nand of his opponemu. Showd ihe dealer give to either
party less tuan five cards, there must ve a tresh deal; and
shoul1 the dealer deal two cards av once to either party,
there must be.a new deal, unless Lis adversary cousent to
his withdrawing the surplus card; in which case 1t must
be placed on the top of the pack.

8. Should either player find that his adversary has wore
than five cards in his hand, he can elaim two points ana «
new deal.

9. Should the pack, being dealt from, be touched pre.
vious to being cut for the *“start,” the party so offending
forfeits two points. )

10. In cutting for the st:.t, the L1 dealer 1nust remuve
ot least three cards, and leave not less than four behind.

11. Should the dealer turn up a knave, and neglect
sioring the two points for such knave, until he has played
his first card, he cannot take the two points.

[He is, however, in time to take the two points, after
hs adversary has played his first card; a distinction of
sume consequence, since- we are all at times liable to for-
gnttulness.]

12. The non-dealer must turn out for the crib first. A
‘card once so laid out, cannot be taken up again. Eithe
pla:lyer confusing his eards with the crib, forfeits two points
and his opponent may ciaimn a fresh deal. The dealer
alone is entitled to touch the crib, but he may not do se
until he takes it up to count it.

18, He who takes more points than he is entitled to.
when reckoning his hand or crib, or scoring for a penalty,
may be put back as many points as he has over-scored, and
then his adversary may add the same wmount to his owp
sccount.

14 No penalty attaches to a neglect of making points,
to which the player is entitled.

16. One player cannot demand of another his aid to
make out a score.

Ezample—Suppose K to say to I, * Am I not twelve?™
L replies, properly enough, I shall neither tell you, ner
shall I pass any opinion on the subject. If you take more
than you ought, I shall take you down;” et voila tout !

16. If one player touch the pegs of his advcrsary, save
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to correct a. error of the score, he shall forfeit two pointe
If a player touch his own pegs, save when he has a right
to score, he forfeits two points. When both pegs have
been displaced by accident, the opposite player must ba
allowed to restore them to their places; or in the event of
peing refused, he can claim the game. When the fore-
most peg has been displaced by any chance, it must be put
into the hole behind the back peg of the player to whoin
it belongs.

17. He who scores & game as won, that he has not won,
forfeits it, :

18. A player who detects his adversary with more or
fewer cards in his hand than he has a right to, can score
two points and call a new game.

19. A lurch cannot be claimed, unless it be specified in
the first instance. When the ‘“lurch:” has been agreed to
between the players at the commencement of a game, it
reckons as a double game; it consists in one player having
warked sixty-one before the other has scored thirty-one.

20. When scoring points, if the pegs be quitted, that
score cannot be altered. If two cards be played, and any
points remain unreckoned, they become forteited. Should
a player put his cards away without taking for them, he
vorfeits any points he might have claimed for hand or crib.

21. When a card that may legally be played has been
shown, it cannot be recalled. If it cannot be played ac-
eording to the laws of the game, no penalty attaches to the
exposure.

22. If a player neglects to play, when he can come in
under thirty-one, his opponent may score two.

28. In reckoning a hand or crib, it must be plainly set
out, and remain till the other side fully understands the
nature of the claims made on account of it.

24. There is no penalty for a number called in mistake
in the progress of the game.

25. As already said, the three points appropriated by
the non-dealer may be claimed by himn during any part of
the game ; but if his adversary be permitted to score his
sixty-one points, it is then too late, for the game is at an
end,

26. If either player refuse to pay a penalty that he has
ncurred, by infringing the rules of play, his adversary may
claim the game, .
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27. Bystanders shall not in any way interfere with the
orogress of the game,

28. In cases of disputes that do not come within the
provisions of these rules, a third party may be appointed
as umpire, by consent of the players, and his decision must
be adopted as final.

On laying out for the (rib.—How to discard in the
best manner for tha Crib is one of the most scientific parts
of the game ; and consequently one of the most impor tant,

Firstly, When it is NoT your own crib, you will lay out
such cards as are likely to be, in an average number of
cases, of the least nossible advantage to your opponent, in
the production of pairs, fifteens, sequences, &c.

Secondly, When it is your own crib, you will lay out
favorable cards for the crib.

Thirdly, It being you own crib to which you are about
to discard, you will prefer congulting the interests of the
erib, in preference, even, to those of your hand.

The most advantageous cribbage-cards are fives, sevens,
eights, &c., when 8o assorted as to form fifteens, sequences,
pairs, or flushes. The five is, of all others, the most useful
card, since it makes fifteen equally with either one of the
tenth cards; of which there are no fewer than sixteen in
the pack. Fives must therefore be in general the most eli-
gible cards to lay out to your own crib, and the least eligi-
ble (for you) to lay out to your adversary; since, in so
doing, you are alinost certain to give him points. To dis-
card a pair of any cards, again, is mostly bad play, unless
it is for your own crib; and cards which follow each other
in order, as a three and four, or nine and ten, being likely
to be brought in for sequences, are generally bad cards
to lay out in the case of its being your adversary’s crib,
The same calculation should, in its principle, be carried out
as far as possible. Suppose you discard, to your oppouent’s
arib, two hearts, when you might with equal propriety have
laid out a heart and a club instead,—you here give him the
shance, however remote you nay fancy it, of making a
flusk. in his crib; which could not be effected by himn, had
you laid out the heart and club.

To lay out cards, purposely, which are disadvantageous
for the crib. is called in the ‘“‘cribbage dialect” of our anm-
cestors “baulking” or “ bilking” the crib.

The ivast likely cards to reckon for points in the oriby
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and therefore generally the best to discard for our adver.
eary, are kings ; since a sequence can only be made up to,
or as it may be termed, on one side of them; and cannot
be carried beyond them. A king is therefore a greater
baulk in the crib than the queen. So, again, of an ace,—
a sequence can only be made from it. and not up to it; and
an ace is, therefore, frequently a great baulk to a crib;
though in discarding an ace some judgment is required te
be exercised, it being often a good card to hold for play; and
forming a component part of fifteen, particularly when
combined with sixes, sevens, and eights, or with fours and
tenth cards.

The cards, then, best adapted tu vaulk our antagonist’s
crib, are, a king with a ten, nine, eight, seven, six, or one;
a queen, with a nine, eight, seven, six, or ace, or cards
equally distinet, or far off, and therefore certain not to be
united in sequence by meeting with any other cards what-
ever. Of course, particular hands require particular play,
and general principles must give way before their excep-
tions. ¢ Circumstances alter cases;” throughout this work,
as in all similar works, the author writes for what may be
called “average hands of cards;” and recommends that

lgy which would be most conducive to success in the
Ezr est proportion of events.
ever lay out a knave for your adversary’s crib, if you
can, with propriety, avoid it; as the probability of the
turn-up card being of the same suit as the knave, is 8 to 1
against it. Consequently, it is only 8 to 1 but the return-
ing such knave in your hand gains you a point; whereas,
should you discard it to your opponent’s crib, it is only 8
to 1 against the chance of its making him a point; hence
the probable difference of losing a point by throwing out
your knave, is only 8 to 2}; or 9 to 7,—that is to say, in

ying out a8 knave for your an nist’s crib, when yon-
ying ) y

oould equally keep the same in your hand.—sixteen tiines
—you give way just seven points; it being only 9 to 7,
but you give away a point every time you vlay in this
manner ; and every single point is of consequence, it con-
tending against a good player. As I just now remarked,
there may, of course, occur exceptions to this and every
other rule.

The cards which are usunally the best to lay out for yom
dwa crib, are, two fives, five and six. tive and tenth card
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three and two, sever and eight. four and one, nine and six,
and similar couples. If you have no similar cards to lay
out. put down as close cards as you can; because, by this
means, you have the greater chance of cither being assisted
by the cards laid out by your adversary, or by the turn.
up; and further, you should uniformly lay out two cards
of the same suit for your own crib, in preference, ccwteris
paribus, to two other cards of the same kind, that are of
different suits, as this gives you the probable chauce of
flushing your crib; whereas, should you lay out two cards
of ditferent suits, all gain under the head of a flush is at
once destroyed. It is mostly good play, to retain a se-
juence in hand, in preference to cards less closely connected ;
more especially should such sequence be a flush; and once
more remember, that the probable chance of points from
the crib is something nearly approaching to twenty per
cent. over the hand. It is therefore indispensably your
duty, it you wish to win, to give the lead to your erib at
the expense of your hand.

In general, whenever you are able to hold a pair-royal in
hand, you should lay out the other two curds, both for
rour own and your adversary's crib; some few cases,
iowever, excepted. For example, should you hold a pair-
royal of any description, along with two fives,—it would
be highly dangerous to give your antagonist the brace of
fives, unless in such a situation of the game that your pair-
roysl would make you certainly out, having the tirst show;
—or elso that your adversary is so nearly home, himself,
that tho contents of the crib are whol{y unimportant,
Many other cards are very hazardous to lay out to your
adversary’s crib, even though you can hok{ a pair-royal ;
such as two and three, five and six, seven and eight, and
five and tenth card ; therefore, should you have such eards
combined together, you must pay particular regard to the
stage of the game. This caution equally applies to many
other cards, and particularly when, the game being nearly
over, it happens to be your own deal, and that your op-

nent is nearly home, or within a moderate show-out.

ere then should be especial care taken to retain in hand
cards which may enable you to play “off,” or wide of
your adversary; and thus prevent his forming any se-

»ence 0~ pair-royal. In similar positions you should en-

savor, also, tc keep cards that will enable you to have a
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good chance of winning the end-hole; which frequently
saves the game.

General directions for playing the game scientifi-
cally—Never, at any period of the game, make a pair,
fifteen, sequence, &c., without glancing your eye first at
the relative places of the cribbage-pegs, to know whether

ou are justified in playing a forward or backward game.
frepeat. that on this the whole art may be said to turn, of
playing Cribbage scientifically.

To gain the end-hole. or point nearest to thirty-one, is,
among professed players, justly esteemed a considerable
advantage, and should be proportionately kept in view. By
attaining the end-hole yourself, you not only score a point,
but save a difference of two points by snatching it from
your opponent. In playing for this, there is much scope
for judgmnent.

Should you hold a three and a two, it is frequently the
Yest play to lead off the three, on the chance of your ad-
versary’s playing a tenth card (of whick never forget that
there are sizteen), making thirteen; when your two
“drops in,” and prcduces two points for the fifteen. The
same principle apphiea to the leading from a four and an
ace, and has this additional advantage, that should you
$hus succeed in forming fifteen, your opponent can form no
senuence froir: your cards,

Remember, that when your adversary leads a seven or
eight, should you make fifteen, you give him the chance of
coniing in with a six or a nine, and thus gaining three holes
against you. Sometimes this would even tend to your
advantage, by allowing of your rejoinder with a fourth
card in sequence. For instance, your opponent leads an
eight, and you make fifteen by answering with a seven; he
plays a six, making twenty-one, and scores three for the
sequence; but having a nine, or ten, you play it, and sccra
after him. In all such cases, play to the state of yoar
game; for what would be at one timne correct, would be,
al another, the worst possible play.

To lead from & pair is mostly good ; because, should your
opponent pair you, 1;ou form a pair-royal, making six holes;
while the chance of his rejoining with a fourth is too small
to be taken into consideration. It would rarely, though,
ve correct, to lead from a pair of fives.

When your adversary leads a card which you can pair
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it is most.y better to make fifteen, in preference, should you

“be able so to do; as you will naturally suspect hie wishes you
to pair him, in order to make a pair-royal himself. But
here, as elsewhere, your chief guide is the relative state ot
the scores,

When you can possibly help it, consistently with your
cards, do not, in play, make the number twenty-one; for
your antagonist is then likely to come in with a tenth card

Should you hold a nine and three, it is good play to lead
the three; because, should it be paired, you forin fifteen by
pla;{ing the nine. The same applies to the holding of a four
and a seven, in which case, should your four be paired, you
make fifteen with the seven.

The following style of play facilitates your obtaining fre-
quently the end-hole. Should you hold twe low cards, and
one high card, lead from the former; but should you hold
one low card, and two high carcs, lead from the latter;
like other general directions, all this being subject to can-
tingencies.

Holding a ten and five, and two holes being at the mo-
ment an object of great importance, lead the tenth card, in
hopes of your adversary's making fifteen, when you can
pair his five.

Holding a seven and four, it is good play to lead the
four; because, if paired, your seven comes in for tifteen :
the sae direction applies to your holding a six and three,
and three and nine, or other cards similarly related.

When compelled to lead from a sequence of three cards,
plag off the lowest, or highest, in preference to the middle
card.

In laying out for your own crib, suppose you hold a
pair of fives, and no tenth card, discard them both, Bear
in mind that of all the tenth cards, the knave is of the
most importance ; and that those cards which tell best in
eounting the hand, are not always the best for playing.

If in play, you throw down a four, making the number
twenty-seven, your adversary has the chance of pairing
your four, and of making at the same time thirty-one. If
you make twenty-eight with a three, you incur the same
visk. These apparent tritles must be studied, and sinilar
points, if possible, avoided on your part; while you should
be constautly on the watch to grasp them for yourself
should your antagonist leave an opening.

6
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As the dealer plays last, his chances are greater thanm
those. of the leader for ma‘(ing the end-hole, or other de-
sirable points in play. The dealer has also in his favor the
chance of gaining the two points by lifting a knave. (The
knave is called by many Cribbage-players * the Jack.”)

The phrase * playing off,” is used to denote playing cards
wlich are wide apart, in contradistinction to its reverse,
termed *‘playing on.” Thus, should your opponent lead a
four, and you answer with a two, three, five, or six, you
“play on;” because you give him the option of making a
sequence, should he hold the fitting card. But if, in an-
swer to his four, you play a high card, you * play off,”
since he can have no card capable of forming a sequence.
Whether to play * off,” or “on,” is half the battle, and de-
pends entirely, should you hold the option, on the relative
state of the scores.

It is frequently your game, to allow of your adversary's
forming a sequence, in order to come in ycurself for a
longer one. To tempt him to this, play a card close to his,
instead of playing off. Suppose you hold a three, four,
and five, and your opponent leads a seven:—in this case,
should it be to your interest to bestow a certain number of
points, in order to realize the same amount for yourself,
you play the five; for if he answers with a six, markin,
three, you play your four, and score for the sequence an
fifteen accordingly.

Odds of the Game.—The chances of points in a hand are
calculated at more than 4, and under 5; and those to be
gained in play are reckoned 2 to the dealer, and 1 to the
adversary, making in all about 6 on the average, through-
out the game; and the probability of those in the crib are
estimated at 5; so that each player ought to make 1¢ in
two deals, and onward in the same proportion to the end
of the game; by which it appears that the first dealer haa
. rather the advantage, supposing the cards to run equal,

and the players likewise equally matched in skill. By at-
tending to the above calculation any player may judge
whether he is at home or not, and thereby ylay his game
accordingly, either by making a push when he is behinéd
and holds good cards, or by endeavoring to baulk the op
ponent when his hand proves inditferent.




ORIBBAGE.

In Favor of the Dealer.
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20 each
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SIX-CARD CRIBBAGE.

Trs game is also played with the whole pack, but botb
in skill and scientific arrangement, it is vastly inferior to
that played with five cards. Still it is a pleasant resource
w a dull hour, and abounds with amusing points ard com-
binations, without taxing the mind much. It is played oa
the same board, and according to the principal portion of
the rules of the preceding game: its leading peculiarities
may be thus summed up.

The dealer gives six cards to himself and his adversary.
Each player lays out two of these for crib, retaining fow
in his hand. The deal and the  start” card is the same
as at the five-card game; in like inanner the pairs, sequences,
fifteens, &c., operate, and the game point is sixty-one. The
non-dealer, however, is not allowed any points at the be
ginning. The main difference between the games is, that
in the game already described, the object is to get thirty-
one, and then abandon the remaining cards; at the six-
card game, the whole are played out. There are more
points made in the play; while at five cards, the game is
often decided by the loss or gain of one point. At six-card
Cribbage, the last card played scores a point. This done,
the hands and crib are scored as at the five-card game;
then another deal is played, and the victory is gained by
the party who first gets eixty-one.

Ae all the cards must be played out, should one party
have exhauvsted his hand, and his adversary have yet two
cards, the latter are to "be played, and should they 1eld
any advantage, it must be taken. For instance,
pla;{ed out his four cards, and D having two left (an elght

seven), calls fifteen as he throws them down, and
marks three points: two for the fifteen, and one for the
last card. Again, should D’s two cards have been a pair
(threes, for instance), he marks two for the pair, and a third
it £ ‘ast card. Speculating on this, and other pro-
1 wiil always endeavor, when you are last
ain as close cards as possible, for this will
ible you to make three or four points, by
last two cards, when you would otherwise
ingle point. But this demands further illus-

s of paramonnt importance. For example:
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Buppose you to hold for the last two cards a seven and
sight, and that your adversary has only one card remain-
.ng in his hand, the probable chance of its being either a
»ix or a nine (in either of which cases you come in for tour
goint.s), is eleven to two; therefore it is only eleven to two

ut you gain three points by this play, exclusive of the ¢nd-
hole; whereas, were you to retain as your last two cards, .
a seven, with a ten, or any two cards similarly wide apart,
‘vlou have no chance to score more for them than the end-

ole, as there is no probability of their coming in fovr auny
sequence; or if you can retain a pair of any kind for the
last two cards (your adversary having only one card, and
ne being the first yluyer), you by this means make a cer.
tainty of two poir ‘s, exclusive of the end-hole. By the
same rule you ouglt always to retain such cards as will
(supposing your sd rersary to have none lett) make a pair,
fteen, &c., for by this means you gain muny points which
you otherwise co'.ld not possibly get.

The calculaticas for throwing ouat at the five-card game,
are, for the most part, applicable to this. Still there is not
quite so much temptation to sacrifice the hand for the sake
of the crib, as they do not both contain a similar number
of cards. At this game the hand scores more than the
orib, as there is one player always on the look-out to baulk
orib, while so many points being open to the play, offers a
greater inducement to keep together a good hand. .As
svon as thirty-one, or the number nearest to it, be made in
dlaying the hand, the cards should be turned down, that
ao contusion may come of their being mixed with the suc-
seeding cards.

As before explained, in speaking of Five-Card Cribbage,
gour mode of conduct must be governed uniformly by the
state of your game. Play to your score, and put the final
result partially out of view. Whether it is your policy to
play *“on” or “off,” must be ever the question in making
up your judgment.

Oun an average, & hand, the moderns say, ought to yield
about seven, and a crib five points. It is useful to remem-
ber this in laying out, and to note the difference between
the odds of seven to five infavor of the hand here, and the
superiority of the crib to the haud at Five-Card Cribbage.

The average number of points to be made each time by
play, is from four to five. The* dealer has the advantage

6
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vera because he plays last. Pasquin considered that yos
were only entitled to twenty-five poiats for three shows
and play, and that the dealer is at home if, when he make
his second deal, he is twenty-five points up the board, and
when he deals for the third time, within eleven holes of
game, The present system of calculation is to allow twenty-
nine instead of tweaty-five holes for the three shows, and
o consider that at the end of the second round each player
8 at home at twenty-nine holes.
As you are on a parity at starting, being both at home
ou will play with moderate caution your tirst hand ; mak-
ing fair risks, but not running into too wide speculations
On taking up your second hand, you will adapt your play
to the relative scores on the board, as you have been told
in relation to the other variety of the game, and will play
“on” or “off,” according to the dictates of policy. The
same rule will govern your conduct during the remainder
of the game ; and should your adversary have gained the
preference, or should you be more than home, both casea
must be taken into consideration in playing your hand.
If your cards present a flattering prospect, and you are by
no means home, it is your duty to make a push, in order to
regain the lead by running; whereas, should your adver-
sary be better planted than you, and should you take up
bag cards, it will be the best play to keep off, and only
endeavor to stop your antagonist as much as possible,
and thereby have a probable chance of winning the game,
through his not being able to make good his points.

As 80 many points are to be gained in play, by the
fermation of long sequence, you will frequently find it
advantageous, having eligible cards for the purpose in view,
to lead, or play, so as to tempt your adversary to formn a

hort sequence, in order that you may come in for a longer,
And this opportunity is particularly to be sought for, when
a few holes are essential to your game, though gained at
any risk. If you hold, as leader, a one, two, three, and
four, the best card to lead is the four, since, if paired, you
snswer with the ace, and your adversary's second card may
not form a fifteen.




THREE HANDED CRIBBAGE. [ 1]

THREE-HANDED CRIBBAGE.

Tae game of Three-handed Cribbage is not often prae
tsed. It is played, as its name imports, by three persons,
the board being of a triangular shape, to contain three seta
of holes of sixty each, with the sixty-first or game-hole,
Each of the three players is furnished separately with pegy,
and scores his game in the usual manner,

Three-handed Cribbage is snbject to the same laws as
the other species of the game. The calculations as to dis
carding and playing are very similar, but it must be remnem-
bered that as all three are independent, and fight for them
selves alone, you have two antagonists instead of one.

Five cards compose the deal. They are delivered sepa-
rately, and after dealing the fifteenth, another, or sixteenth
eard is dealt from the pack to constitute the foundation of
the crib. To this, each of the three players adds one
card, and the crib therefore consists of four cards, while
each individual remains with four cards in hand. The
deal and crib aie originally cut for, and afterwards pass al-
ternately.

It is obvious. that you will be still even, if you gain oniy
oue game out of three, since the winner receives a double
stake; which 18 furnished by the two losers to him who
Gest attains the sixty-first hole. It has been tomputed
that he who has the second deal has rather the best chance
uf victory, but there seems very little difference.

Occasionally, at this game, some amusement arises from
the complicated sequences formed in play, but ordinarily
\t is & poor-enough affair. It will frequently happen that
vme of the three players runs ahead of the twou others so
Jast, that it becownes their interest to form a temporary
league of union against him. In this case they will strive
all they can to favor each other, and regain the lost
ground; and in general, players will do well not to lose
sight of this principle, but to prefer favoring ¢he more
backward of the adversaries, to giving the chance of a
single point to the other. Such leagues, however, are a
gouod deal resembling those between higher authorities; in
the making of which, each enters a mental caveat to break
't the first moment it suits his convenience.
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FOUR-HANDED CRIBBAGE.

Tur game of Four-handed Cribbage is played by fim
persons, in partnerships of two and two, as at Whist; each

sitting opposite to his partner. Rubbers or single games’

are played indifferently. Sixty-one generally constitute
the game, but it is not unusual to agree, in preference, to
go twice round the board, making the number of game
one hundred and twenty-one.

At the commencement of the sitting, it is decided which
two of the four players shall have the management of the
score, and the board is placed between them. The other
two are not allowed to touch the board or pegs, though
each may prompt his partner, and point out any omissions
or irregularities he may discover in the computation. The
laws which govern Five-card Cribbage are equally applica-
ble here, as to the mode of marking holes, deficiencies in
the counting, the taking too many points, &c. He who
marks has a troublesome task, arising from the constant
vigilance requisite to be exercised, in order not to omit
scoring points made by his partner; his own gains he sel-

dom forgets to take. He who does not mark should ac-

quire the habit of seeing that his partner marks the full
number he requires. Partners may assist each other in
sounting their hands or cribs; their interests being so com-
pletely ideutified.

It is most usual to play rubbers, and to cut for partners
every rubber. The two highest and two lowest play to-
gether. The ace is always lowest. In some circles they
consider all tenth cards equal in cutting for partners: in
others they allow of preference, according to rank, as at
Whist. This would, however, be only applicable in cut-
ting for partners. Also, in some cases, it is the practice
for the deal to go to the two who cat the lowest cards for
partnership ; but in general, the deal is decided by a eub-
sequent cut between the two parties who are to score: the
ace being the lowest card, and all tenth cards being equal.
If it is decided not to change partners after a game or rub.
ber, there must be a fresh cut still for the deal. Each may
shuftle the cards in turn, according to the laws which regu-
te this operation at Whist.

The deal and crib pass alternately round the table as at
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Whist, from right to left. The usual laws of Cribbage
regulate the act of dealing, as to exposing cards and so
forth; and no one is suffered to touch their hands until the
deal is complete. Before dealing, the cards must be cut in
the ordinary way by your right-hand antagonist.

The dealer delivers tive cards to each, in the usual mode,
from right to left, one card at a time. The remainder ot
the pack he places on his lett hand. Each person then
1ays out one card for the crib, which is ot course the prop-
erty of the dealer, The left-hand adversary must discard
first, and so round the table; the dealer laying out last.
Tlero is no advantage in this, but such is the custom. It
is hardly necessary to say that the crib always belongs to
the dealer.

As there is but one card to be laid out from the five re-
ceived by each player, there is seldom much ditficulty in
making up your choice. Fives are the best cards to give
your own cribs, and you will never, therefore, give them
to Kour antagonists. Low cards ave generally best for the
crib, and kings or aces the worst. Aces someties tell to
great advantage in the play at this game. When your
partner has to deal, the crib being equally your own, as if
you had it in your proper possession, must be favored in
the same way. Before discarding, always consider with
whom the deal stands.

When all have laid up for the crib, the pack is cut for
the start-card. This cut is made by your lett-hand adver-
sary’s litting the pack, when you, as dealer, tuke off' the
top card, as at Five-card Cribbage. Observe that it is the
lett-hand adversary who cuis this time, whereas, in cut-
ting the cards to you at the commencement of the deal, it
is your right-hand adversary who performs the operation.

aving thus cut the turn-up card, the player on the
lett hand of the dealer leads off first, the plaver to his left
following, and so on round the table, till the ./hole of the
sixteen cards are played out according to the laws. Fif-
teens, sequences, pairs, &c., reckon in the usual way for
thuse who obtain them. Should either player be unable
to come in under thirty-one, he declares it to be ‘a go,”
and the right of play devolves on his left-hand neighbor,
No small cards must be kept up, which would coine in,
under a penalty. Thus should A play an ace, making the
number twenty-eight, and should each of the other thres
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pass it without playing, not having cards low enoungh te
come in,—on its coming round to A, he must play if he
can under thirty-one, whether he gain any additional points
by so doing, or not. Example:

B plays an ace and makes thirty. Neither of the othet
three can come in, and on the turn to play cowming rourni
again to B; he plays another ace, and marks four puinte—
two for the pair of aces. and two for the thirty-one.

Many similar exainples might be adduced, and there fre-
quently arise diflicult and complicated cases of sequences
made this way out of low cards. Indeed, the playing out
of the hand requires constant watchfulness on all sides:
much more so than in Six-card Cribbage. So many points
are made by play in Four-handed Cribbage, that it is es
sential to pluy as much as possible to the points, or stages,
of the game: sufficient data respecting which will be pres-
ently given.

In leading off, great care is necessary ; not only at first
starting, but after every * rest,” or thirty-one. A fiveisa
bad lead, because the chances of a ten succeeding it are
8o numerous; and an ace is seldom a good lead, sinca
shoull the second player pitch, what is highly probable, &
tenth card, your partner cannot pair him without making
the uminous number of twenty-one; a number equally bad
at every description of Cribbdge, since the next player has
thus so good a chance of converting it, by another tenth
card, into thirty-one. A nine, again, is a bad lead, for
should your left-hand adversary make fitteen with a six, he
cannot be paired by your partner without making tweuty-
one. Bear this constantly in nind, and when possible to
avoid it by equally good play, never either make the nume.
ber twenty-one yourself, nor lead so as to compel your
partner to do so. Threes or fours formn safe leads.

The second player will observe caution in pairing a card,
80 as not to give away the chance of six for a paltry couple,
unless particularly wanting; or, from some collateral rea-
. sons, he mnay consider it a safe pair; as in the case of the
turn-up being a similar card,—his holding a third of the
same in his hand—the having seen one of the same already
dropped, and so on. The same care must be shown in nut
playing closely on, unless compelled by the cards. Suppose
your right-hand adversary leads a three, it is obvious, that
if you reply with a two or four, yon give your left-hand
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antagonist a good chance of forming a sequence, which he
could not do had you played off. On the other hand,
there frequently arise cases in which you feel justificd in
playing “on,” purposeiy to tempt your adversary to form
the sequence, in order to give your partner the chance of
soming in for a still longer sequence. In many situations,
s few holes may be of paramount value, gained at any
risk. If the second player can make fifteen, it is gen-
erally better play than pairing the card led. Towards the
ond of the game it is sometimes important to retain cards
all wide apart, when the object is merely to prevent your
antagonist from making points in play; but as you only
lay out one card, you have little chance of assorting your
band as you could wish.

The third player should aim at making the number be-
low twenty-one, in order to give his partner a good chance
of gaining the end-hole for the * go,” or the two for thirty-
one.

The dealer knowing he will have to play last the first
round, will sometimesfind it advantageous to hold aces, or
low cards, for the purpose; particularly when it is essen-
tial to score a few holes in play, or when the only chance
of game arises from the possibility of playing out. Hold-
ing aces, it is frequently better play, when you have the
option, to make twenty-seven or twenty-eight than thirty,
in order to have a chance of Lringing in your aces, which
sometimes yield a heavy amount of points at that stage of
the computation. When it is certain that the game will
be decided in the course of the playing out of the hand,
without coming to your show, you will keep good cards
for playing at all hazards.

When the hand is played out, the ditferent amounts are
pegged, the crib being taken last. e who led off must
wore first, and so on round to the dealer. Each calls the
aumber to which he considers himself entitled, and watches
© see that they are scored properly; while at the same
simo he does not fail to scan his adversaries’ cards with an
observant eye, to see that, through mistake, they do not
sake more than their dne.

The awount of points to be expected, on an average
from each hand, is seven, and froin the crib about four to
five. From the play. it 18 computed that each of the four
players stoud make uve points every time. Reasoning on
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these data, the non-dealers are at home, at the clise of the
first round, should they have obtained nineteen «r twenty
points, and the dealers are at home at the end of the first
round, shuud they have acquired twenty-three or twenty
four. At the finish of the second round, with their avar
ege nnmber, each set of players would be forty-two te
forty-three. At the close of the third round, the non
dealers should be just out, or else the dealers will win.
You must not, however, suppose there is any advantage to
be gained from not having originally the deal; the chances
are so various that the parties start fully equal; no matter
whether with, or without the deal. From the above cal-
culation, the game, going only once round the board,
should be over in three rounds, both parties having a -crib
inclusive. Those who have not the first deal, have the
original chance of winning, if they can keep it, by holding
average cards throughout the game. Should they fail in
making this good, the dealers (those who dealt originally
are here signified) will generally sweep all, having their
second crib, and first show afterwards. As I have before
intimated, it is quite as likely that the non-dealers will fail
in holding ‘their own,” as not. The non-dealers should
observe moderate caution in the first hand, but under this
head it is needless to say more to either party, than to im-
press it upon them again and again, to become thoroughly
acquainted with the number of points which form medium
hands; as well as the different stages of the game, and
play accordingly. Moderate attention is all that is required
to play Four-handed Cribbage well. It is a pleasant, lively
game, and when well conducted yields considerable amuse-
ment. Good Cribbage is universally preferable to bad
Whist.

[Those who wish to study the game more fully, will do
well to read Me. Warrer's Cribbage Player’s Handbook.]

P

e




1. « -

VINGT-UN. 73

Pingt-un,

ViNer-uN, or Twenty-one, is a very interesting game, and
may be played by two or more people. It is essentially 8
family game, and when played as such, the stakes are usu-
ally represented by counters, which may be of any value
say sixpence the dozen, or more. It is common to limi
the stakes to be laid to a dozen of counters, or the amount
in money which they represent. As the deal is advanta.
geous, and often continues long with the same persur, it is
usual to determine it at the commencement by the first ace
turned up, or any other mode that may be agreed upon.

The deal is retained by the person who commences, until
a natural Vingt-un occurs, when it passes to the next in ro-
tation* (The old mode of play, however, is, that in the
case of a natural Vingt-un the deal passes to the holder, and
many still adhere to this custom. This item of the game
must, therefore, be regulated by the custom of the table,
or be previously agreed.) The poney or youngest hand
should collect the cards that have been played, and shuffle
them together ready for the dealer against the period when
he shall have distributed the whole pack.

The dealer begins by giving two cards, one at a time, face
downwards, to each player, including himself. After the
first card has been dealt round, each places his stake upon
it (which nay, it he chivoses, be as low as a single counter),
and then receives the second card; but the dealer, upon
the stakes being all laid, and before proceeding with the
deal, looks at his own card, and if he thinks proper (having
perhaps an ace, ten, or court-card), he may double the
stakes, which he announces by crying “double.” He then
distributes a second card to each, and lastly to himself.
Shoula be chance to have a natural Vingt-un, he declares it
at vace, hefore any more cards are dealt, and collects the
stakes (which, by a Vingt-un, are doubled), but should he
have drawn less than 21, the game proceeds thus: The
dealer inquires of each |layer in rotation, beginning with
the eldest hand on the left, whether he stands, or wishes
for another card, which, if required, must be given from off

¢ 8hould a natural Vingt-un occur in the first round it dees vot put out
the dealer being allowed a miscricorde.
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the top ‘face upwards) of the pack, and afterwards anutker
or motw, if requested, till the points of the additivnal car¢
or cards, added to those dealt, exceed or make 21 exactly,
or such a number less than 21 as the player may choose to
stand npon; but when the points exceed 21, the player is
technically said to have overdrawn, and his cards are to be
thrown up forthwith, and the stake laid on them paid to
the desler. When the dealer has gone the round of the
table in this manner, he turns up his own cards to the view
of the company, and should he have any number of points
between, say trom 17 to 20, he usually “stands,” that is,
pits his cards against the other players. Those under his
numberz, as well as ties* pay—those above it, receive. It
the dewler should have only 14 or 15 points in his first
hand, the chances would be against him were he to stand
on so small a number. He would therefore draw another
card, and should this be a very low one (an ace or a deuce),
and he have reason to suppuse, by the extra cards dealt
round, that he had to contest Ligh numbers, he would draw
again, and if he obtained 19 or 20 points would then prob.
ably win on more than he loses, the average of chances
being in his favor; if by drawing he should happen to make
up 21, he would receive double from all, excepting from the
ties and those who had already thrown up; if more than
21, he would have to pay all who stand, paying the Vingt-
uns double.

Should either the dealer or a player happen to turn ap
two cards of the same denomination, for instance, two aces,
deuces, or any other number, or two kings, two queens,
&c., he would have the choice of going on both, and should
the next card he draws be a triplicate, he may go on all
three. If the cards happen to be aces, which count either
as 1 or 11, at the option of the player, and if by great luck
he should successively draw three tens, or court-cards, thus
making three natural Vingt-uns, he would obtain double
stakes upon each, therefore six times as much as the stakes
placed on the various hands; and should he, on laying his
first card, have cried *“double,” the stakes payable would, in
such: case, be twice doubled, therefore upon the three cards
twelve-fold. This is an extreme case, cited merely to show
the nature of the game. It commonly happens, however

® Tyes are the principle advantage of the desler
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that «hen either dealer or player “goes” on several mrls,
he loses on one or wore, and thus neutralizes his gains.
Players, as already intimated, have the same right ot
“ going” on several cards, as the dealer.

When any player has a Ving.-un, and the dealer not, then
the player wins double stakes from him; in other cases,
except a natural Vingt-un happens, the dealer pays single
stakes to all whose numbers under 21 are higher than his
own, and receives tfrom those who have lower numbers;
players who have similar numbers to the dealer pay; and
when the dealer draws more than 21, he overdraws, and
has to pay to all who have not thrown up, as alréady
stated.

Twenty-one, whensoever dealt in the first two cards, is
styled a natural Vingt-un, and should be declared imme-
diately. Hoyle says that this entitles the possessor to the
deal, besides double stakes from all the players, unless there
shall be more than one natural Vingt-un, in which case the
younger nand or hands so having the same, are exempted
from paying to the eldest. But this rule, like that men-
tioned at page 73, is nearly obsvlete. It is not now cus-
tomary to allow any except the dealer to take double
stakes from the comnphny, in respect to his natural Vingt-un,

One of the first thoughts of the dealer, atter the cards
have been cut, should be to look for drulet, which is a nat-
ural Vingt-un formed by the bottom and top card, when
they happen to be an ace and tenth card. The card or
cards looked at must be thrown out, and mixed with those
collected by the poney. Brulet either clears the board of
the stukes laid (usually one or two counters levied on each
player, at the commencement of every game, and collected
into a tray), or takes the amount of the limit from each, as
may be agreed.

The deal, it should be observed, may be sold to the best
bidder, and, as it is undoubtedly of some advantage, a buyer
will generally be found. But should a timid player object
to the deal, and no buyer be found, he may decline it, and
#0 let it pass to the next.

N. B. An ace, as already intimated, may be reckoned
either as 11 or 1; every court-card is counted as 10, and
the rest of the pack according to their points.]

The odds of this game merely depend upen the average
quantity of cards likely to come under or exceed 31 tor
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exawnple, if those in hand make 14 exactly, it is 7 to 6 that
the one next drawn does not make the number of points
alove 21, but if the points be 15, it is 7 to 6 against that
hand; yet it would not therefore always be prudent to
stand at 15, for as the ace may be calculated both ways, it
is rather above an even bet that the adversary’s two first
cards amount to more than 14. A natural Vingt-un may
be expected once in seven coups when two, and twice in
seven when four people play, and so on according to the
number of players, .

3l Sours.

Tuis game, usually played by two people, sumetimes by
four, with a complete pack, derives its name from the four
chances therein, for each of which a point is scored, namely,
high, the best trump out; low, the smallest trump dealt;
jack, the knave of trumps; game, the majority of pips
reckoned from such of the following cards as the respective
players have in their tricks, viz.: every ace is counted ns
4; king, 8; queen, 2; knave, 1; and ten for 10, Low is
always scored by the person to whom it was dealt; but
jack being the property of whoever can win or save it, the
possessor is permitted to revoke and trump with that card
and when turned up as trump the dealer scores; it is also
allowable for the player who lays down a high or low trump
to inquire at the time whether the same be high or low,

After cutting for deal, at which either the highest or low-
est card wins, as previously fixed, six cards are to Le given
to each player, either by three or one at a tine, and the
thirteenth turned up for trump; then if the eldest dves not
ske his card, he may, for once in a hand, say, £ 0eg, when
the dealer must either give a point or three 1nore cards to
each, and turn up the seventh for trump; boc it that should
prove of the same suit as the first turned up, then three
cards more are to be given, and so on ¢l a different suit
occurs. The cards rank as at Whisr, aud each player
should always strive to secure his vwn tens and court-
cards, to take those of the advei~.y, to obtain which,
except whe commandirg cards asc wely, it is usual to play
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a2 Iyw one te throw the lead into the opponent’s hand.  Usn.
aily seven points form the game, which may be set up as at
Whist, though a very cistomary method is to draw twe
cards from the pack, and lay them one on the other, so as
to exhibit only the number of pips the player Las gained.

When the dealer shows any of his adversary’s cards a
new deal may be demanded, but in showing Lis own he
must abide by the same.

If discovered, previous to playing, that too many cards
sre given to either party, a fresh deal may be claimned, or
the extra cards drawn «<ut by the opponent; but shoild
even a single card have been played, then there must be
another deal,

With strict players, the adversary may score a point
whenever his oppouent does not trump or follow suit, and
each calculates his game without inspecting the tricks,
which when erroneously set up must not only be taken
down, but also the antagonist either scores four points o -
nne, as shall have been agreed on.

———————

Speculation,

Tr1s isa lively round game, that several may play, usirg &
comnlete pack of cards bearing the same import as at
Whist, with fish or counters, on which such a value is fixed
as the company agree; the highest trump, in each deal,
wins the pool; and whenever it happens that not one is
dealt, then the company poo! again, and the event is de-
cided by the succeeding conp. After determining the deal,
&ec., the dealer pools six fisk, and every other player four;
next three cards are given to each by one at a time, and
another turned up for trump; the cards are not to be
lovked at, except in this manner,—the eldest hand shows
the uppermost card, which, if & trump, the company may
speculate on or bid for; the highest bidder buying and
paying for it, provided the price ottered is approved of by
the seller.  After this is settled, or it the first curd does not
prove trump, then the next eldest shows the uppermost
card, and so on, the company speculating as t'iey p!aase

: A
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till all are discovered; when the ssor of the high ~
trump, whether by purchase or otherwise, gains the pout.

The holder of the trump card, whether acquired by pur
chase or otherwise, has the privilege of keeping his cards
concealed till all the rest have been turned up.

To play this game well, little more is requisite than re-
collecting what superior cards of that particular suit have
appeared in the preceding deals, and calculating the probar
bility of the trump offered proving the highest in the deal
then undetermined.

Foo.

Loo or Lue, subdivided into limited and unlimited Loo, a

. B
game, the complete knowledge of which can easily be ac-
uired, is played two ways, both with five and three cards,
though most commonly with five cards dealt from a whole
g::)ck, either first three and then two, or by one at a time.
sveral persons may play together, but the greatest num-

ber can be admitted when with three cards only.
After five cards have been given to each player, another
s turned up for trump; the knave of clubs generally, or
sonietimes the knave of the trump suit, as agreed upon, is
the highest card, and styled Pam; the ace of trumps is
gext in value, and the rest in succession, as at Whist.
Each player has the liberty of changing for others from the
Jack all or any of the five cards dealt, or of throwing up
the hand in order to escape being loved.  Those who play
their cards either with or without changing, and do no
" gain a trick, are loved ; as is likewise the case with all whe
have stood the gaine, when a flush or flushes occur, and
each, except any player holding Pain, or an inferior flush,
is required to deposit & stake to be given to the person
w ho sweeps the board, or divided among the winners af
the ensuing deal, according to the tricks which may ther
be made. For instance, it every one at dealing stakes half-
a-dollar, the tricks are entitled to ten cents apiece, and
whoever is looed must put down half-a-dollar, exclusive
of the deal; sometimes it is settled that each person lnoad
shall pay a sum equal to what happens to be on the table
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at the time. Five cards of a suit, or four with Pam, com-
pose a tlush, which sweeps the board, and yields only to a
superior lush, or the elder hand.  When the ace of trumps
is led, it is usual to say ‘Pam be civil,” the holder of
which last-mentioned card is then expected to let the ace
ass, :

¥ Any player having a flush, or five cards of a suit in his
haund, loves all the parties then playing, and sweeps the
board.

When Loo is played with three-cards, they are dealt by
one at a tine, Pam is omitted, and the cards are not ex
changed nor permitted to be thrown up.

In ditferent companies these games are frequently played
with a few tritling variations from the manner as before
stated.

One of the most usual variations in three-card loo is the
laying out of two or three extra hands, which are called
Misses. These may be exchanged with their own hands by
any of the players, the elder having the first choice, and
the others according to their turn, the dealer being last.
It commonly happens that the first two or three players
avail themselves of their option, so that it rarcly corcs
round to the dealer. The Miss, winch is to be taken at a
venture, without previous inspection, must be played.

Fottery.

Ovr the minor games of curds, Lottery is without doubt one
of the most amusing. A great excellence of this game is,
that it is most agreeable when there is a great number of
players; for it may be played by ten, twelve, or more;
but not well with less than four or tive players. Two en-
tire packs of cards are employed, one of which serves for
the tricks, and the other for the lots or prizes. Each
layer should take a certain number of counters, more or

that and their value depending on the will of the
players. These points being settled, every one gives tle
counters he has, for his stake, and these being collected
into & box or purse, on the middle of the table, coripuse
the fund of the Luttery
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The players being all ranged round the table, two of
them take the two packs of cards, and as it is of no im-
portance who deals, as there is no advantage in being
eldest or youngest, the cards are commonly presented in
compliment to some two of the players. The dealers,
after well shuflling the cards, have them cut by their left-
hand neighbors, and one of them deals a card to eack
player; all these cards are to remain turned, and are called
the lots; each player then places on his lot what number
of counters he thinks proper; they should observe, how-
ever, to make them one higher than the other, that there
may be as few as possible of the same value. The lots
being thus prized, he who has the other pack deals like-
wise to each player one card, which are called the tickets,
each player having received his card, the lots are then
turned, and each examines whether his ticket answers tc
any of the lots; for example, if any of the lots are the
knave of clubs, the queen of hearts, the ace of spades, the
eight of clubs, the six of diamonds, the four of hearts, the
three of spades, and the two of diamonds; he or they
whose cards correspond to any of thuse, take up the lot or
prize that is marked on that card.

The two dealers then collect those cards that belong to
their resective packs, and after having shutfled them, deal
again in the same manner as before, the lots being laid
down a1d drawn by the tickets, in the mauner we have
fust mes tioned ; and such lots as remain undrawn, are to
be addel to the fund of the lottery. This continues till
the fund is all drawn out, after which each player examines
what he has won, and the stakes are paid in money by
bim who drew the lottery ; whose business it is to collect
and divide it,

If the party should last too long, instead of giving only
one card to each, for his ticket, you may give two, three,
or even four, one after the other, according as you would
have the party continue; the increasing the value of the
lots likewise, helps greatly to shorten the party.

Anocher method is, to take at random three cards out
«f on.e of the packs, and place them face downward, on
horrd or in aL,owl on the table for the prizes, then every
ple.yer purchases from the other pack any number of cards
fo- tiskrts as may be most agreeable, paying a fixed sun
ar ceriaiu quantity of counters for each, which sums o
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oounters are put ir different proportions on the three
prizes to be gained by those who happen to have purchased
corresponding cards, and such that happen not to be drawn
are continued till the next deal.

This game may be played with a single pack, by separaw.
ing the same into two divisions, each containing a red and
black suit.

Brag,

T8 is taken from the text of Seymour—whose quaint
spirit and phrases are singularly suited to the subject.

At this game, the whole pack is dealt round the table to
all who are desirous to share in the gain and diversion,
As many play at it as the cards will hold out to supply;
he dealing three apiece to each of the gamesters at one
time, turning up the last card all round, belunging to every
one present.

Each gamester is to put down three stakes, one for each
card, as much or as little as the humors of the company
will consent to: whether three guinens, three crowns, three
shillings, three sixpences, or what other stakes, according
to their qualitics and purposes, is thought convenient:
And this being done, the manner of playing the game is as
follows :

The best card turned up in the dealing round, in its
degree, beginning from ace, king, queen, knave, and so
downwards, through all the cards of the players, wins the
first stake; and the person who has the luck to have is
dealt him, is to demand it from the rest; who pay it ac-
ocordingly. unless the ace of diamonds be turned up amongst
thein ; which if shown, by a superior authority in the game,
i8 tu be preferred, and wins the stake. And observe, that
though the eldest hand, who has an ace, carries it from the
vest by a kind of descent, yet the ace of diamonds, by the
sforesaid authority, even in the youngest hand, which is
the last card that is dealt, wins the stake from any other
tarned up before.

The next principal matter, and the main thing by which
the second stake is to be won, is called the Brag, which,
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by the ingenuity of its management, gives the game its
denomiration.  The nature of it is, that you are to en-
deavor to impose upon the judgment of the rest who play,
and particularly on the persun who chiefly offers to op-
pose y~u, by boasting of cards in your hand, whether
pairs-royal, pairs or others, that are better than his or hers
who plays against you. The best cards you can have really
to brag of, are a pair-royal of aces, the next of kings, queens,
&c.: a pair-royal of any sort-winning from any pair of the
best sort, a< a pair of any sort wins of any other cards that
are not pairs.

But here you are to observe, that the witty ordering o.
this brag, is the most pleasant part of the game; for those
who by fashioning their looks and gestures, can give a
proper air to their actions, as will so deccive an unskiltul
antagonist, that sometimes a pair of fives, trays, or deuces,
in such a hand, with the advantage of his composed coun-
tenance, and subtle manner of overawing the other, shall
out-brag a much greater pair-royal, and win the stakes
with great applause and lzugliter on his side from the whole
company.

The knave of clubs is here as principal a favorite as at
Loo, and makes a pair with any other card in hand, or with
any other two cards a pair-royal, and is often in this game
very necessary, to advance the credit of the brag, to him
whe has the assurance of imposing upon the company;
and by such convenient contidence, the advantage ot win-
ning the second stake.

The third stake is won by the person who first makes up
the cards in his hand thirty-one, each ace, king, queen,
knave, &c., going for ten, and drawing from the pack, as
is usnal in that game: or, instead of the thirty-one, if his
fortune will not oblige hin, the nearest to it mmay win, he
having the privilege to draw, or not to draw, as he pleases,
according as he finds it convenient, by the cards that are
in his hand; for it he draws out, he loses his third stake.

Some very nice players at this gane make the niLe of
dizumonds a second favorite card, with the knave of clul
to make a pair-royal of aces; so that those two join
with one natural ace, shall win from auny pair-royal of
kings, queens, knaves, or any other cards, but a pair-royal
of natuial aces.

The person who is 8o lucky to win all the three stakes

s
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& to be rewardad by the whole company of gnmewer
around the table with three stakes more, it they play the
strictness of the game; which necessarily makes the win-
nings and logings amount to a considerable sum of money.
But very oftenr our modern gamesters waive this particular
and out of a decent regard to their pockets, content them-
selves with the satistaction of the pleasure of the bLrag,
rather than trust to the uncommnon good fortune of wii-
ning the three stakes from the rest of the disappointed
company.

The deal is to go round from person to person; and by
the different management of the brag, you may tind very
great diversion, some doing it 8o awkwardly, with so little
cunning, and so ill an address, that the defects or value of
their game will presently be discovered, whilst others with
a more artful assurance, and by their subtle management,
will wittily banter and impose upon their adversaries, and
seldom fail of their designed profit.

It is not fair for any of the gamesters, that sit near him
whd makes the brag, to peep into his hand, or by any
mute sign or token to give the opposer any knowledge of
the cards that he has in his hand ; because it mnay chance
that the oppositions, natural to this gane, may draw on a
considerable sum of money, to be staked down, each of
the two who are concerned valuing his own cards, and
lessening those of his antagonists, as he thinks he has
reason.

A very notable damage, occasioned by one person's
peeping into anothet’s hand, I once chanced to be a spec-
tator of.

Some gentlemen and ladies were playing at this game,
when one of the gamesters, who seemed to be very skiltul
at the game in general, but more particularly so at the
subtle management of the brag, and, by his artful method
and cunning manner of behavior, had induced his com-
petitor to believe that he resolved to out-brag him upon
very low and insignificant cards; but it was the gentlo-
man’s good luck at that juncture, to have in his hand far
otherwise than he imagined, having been dealt two natural
aces, and the knave of clubs, which, joined with the other
two, made the greatest pair-royal that could then possibly be
dealt, and consequently proper to win also the greatest stake
that could Le luid; Le kept Lis countenance demure, and
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with a gesture neither overjoyed nor desponding, mae a
brag of haif-a-crown; the other who had in his hand a
pair-royal et kings, and, as afterwards was discovered, }.ad,
throngh the .mprudence of the dealer, casually seen an ace
or two given about to other gamesters, thinking bimsell
alsv as secure as possible, answers with a crown; his an-
tagonist then sets half-a-guinea, and the opposer immedi.
tely a whole one, and vying with each other, till the same¢
mounted to ten pounds, when as ill fate, for one of them,
would have it, a too curious impertinent of the female
ind, who sat next to him that had the aces, having a
urious itch upon her to know whether his repeated brag
was upon a sure foundation or not, could not forbear
covertly peeping into his hand, and at the view was so
surprised, that on a sudden she, by a violent shriek, gave
the gamester, with the pair-royal of kings, warning of his
unavoidable loss, giving himn reason to cease the brag, and
thereby lose the gaine.

—_————————

Xuarn,

Faro, Pharo, Pharaoh, or Pharaon, is véry similar to
Basset, a game formerly much in vogne.

Rules of the Game.—The banker turns up the cards
from a complete pack, deliberately, one by one, laying
them alternately, first to his right for the bank, and thcn w
his left hand for the punter, till the whole are dealt out.

The punter may, at his option, set any number of stakes,
agreeable to the sum limited, upon one or more cards

hosen out of his livret, from the ace to the king inclusive,

either previous to dealing the eards, or after any quantity
f coups are maGe, or he ma; e i bets, or change
tis cards whenever he please, or finally decline punting,
except an event is unsettle/) when not sbove eight cards
are undealt.

The banker wins when the caril, oquniin points to that
on which the stake is set, trens up on bis right hand, but
loses when it is dealt to the left

The punter loses half thu sake wher his card comes out
twice in the same coup.
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The last card neither wins nor loses.

The last card but one is called hocly, and forms part o
the banker’s gain; but now is frequently given up, and
generally so in the last deal.

When by accident or design the pack happens to contain
more or less than 52 cards, or should the last coup be found
deficient, owing to any misdeal, however arising, whether
discovered at the end or during the game, the bank must
then pay every stake depending at the period when the
error is detected, which payment must also be made if the
cards are thrown up.

The dealer should hold the cards close in his hand, and
always be prepared to inform any punter how many carde
remein,

The first card is never valid till the second is dealt.

No person but the dealer or croupier should ever meddle
with the cards, unless to cut them.

A paroli, &c . may be purchased by paying a sum equiv-
. alent to the stake.

Method of Play.—The tailleur and croupier sit opposite
aach other at a large oval table covered with a green cloth,
on which is a line marked by colored tape, or a wooden
rimm about an inch high, and eight from the edge of the
table, for the purpose of separating those cards punted on
from the others. Money is placed either loose in a weli, or
done up in rouleaus, The tailleur is to deal, while the
croupier pays ard receives, guards against errors, and
shufles another pack of cards.

The game may be played by any number of persons,
each punter being furnished with a livret, from which hav-
ing chosen a card, or cards, and placed the same upon the
table, just within the line, putting the stake either thereon,
or upon other cards placed face downwards at the head of
those betted on. The stakes are answered by the bunker,
who usually limits the sums according to his capital ; und
at public tables has generally two or more croupiers. Ther
the dealer having previously counted and shuffied the
cards, and had them cut by a punter, should hold the’
pack tight in his hand, and show the bottom card, as a
caution to avoid punting on it near the conclusion of the
gaume, and to prevent mistakes, a similar card, with the
corners cut otfy is usually laid in the middle of the table;
gext he says play, and proceeds to deal slowly. first to the

8
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right, afterwards to the left, mentioning every oue as he
goes on, and stopping between each two cards, while the
croup settles the event.

When a punter gains, he may either take his v .oney or
paroli; if he wins again, he may play sept et le va: should
he then prove successtul, he can paroli for quirze et le va*
afterwards for trente et le va; and, finally, for soixante et
le va, which is the highest chance in the garie. Should
the punter not like to venture so boldly, he 11ay make a
paix, or pont; afterwards a double or treble | qix, &ec., or
a single, double, or treble paix-paroli. When dwublets are
dealt, the punter may either pay or make a pli.

A reckoning may be kept of the number of ifmes each
card is dealt, by properly placing a livret and bevding the
corners of similar cards, one way for the punter, anothe~
way for the dealer.

Terms used at Faro,

Banker.—The person who keeps the table.

Cocking.—See Paroli.

Couche or Enjeu.—The stake.

Coup.—A stroke or pull. Any two cards dealt alter
nately to the right and lett.

Croupier—Croup. An assistant to the dealer.

Doublet—Is when the punter’s card is turned up twice
in the same coup, then the bank wins half the stake. A
single paroli inust be taken down, but if there are several,
only one retires. .

ocly—A Certainty—Signifies the last card but one, the
shance of which the baunker claims, and may refuse to let
any punter withdraw a card when eight or less remain to
J0 dealt.

Livret—A small book.—A suit of 13 cards, with 4
others called Figures, viz., one named the little figure, has
a blue cross on each side, and represents ace, deuce, tray;
another yellow on both sides, styled the yellow figure, sig-

*nities 4, 5, 6; a third with a black lozenge in the centre,
pawmed the black figure, stands for 7,8, 9, 10; sud a red
eard, called the great or red figure, for knave, queen, king;
these figures are useful for those who punt on seve.al cards
&t once.

L'une pour Uautre—One for the other—Means 8 (rawn
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game, and is said when two of the punter’s cards are
dealt in the same coup

Masque—Signifies turning a card, or placing anciher
face downwards, during any number of coups, on that
whereon the punter has staked, and which he afterwards
may play at pleacure.

Oppose—The Opposite Game—Is reversing the garmne,
and having the cards on the right for the punter, and
those on the lett for the dealer.

Paiz—Peace—Equivalent to double or quits, is, when
the punter having won, does not choose to paroli and risk
his stake, but bends or makes a bridge of his card, signify-
ing tlat he ventures his gains only. A double paix is,
when the punter having won twice, bends two cards one
over the other. Treble paix, thrice, &c. A paix may
follow a sept, quinze, or trente, &c.

Puiz-Paroli—Is when a punter has gained a paroli,
wishes then to play double or quits, and save his original
stake, which he signifies by doubling a card after making
his first paroli; double paix-paroli succeeds to winning a
paix-paroli; treble paix-paroli follows double, &c.

Paroli or Purolet—Double—Sometimes called Cocking,
is when a punter, being fortunate, chooses to venture both
his stake and gains, which he intimates by bending a corner
of his card upwards.

Pli—Bending—Is used when a punter, having lost half
his stake by a doublet, bends a card in the middle, and set-
ting it up with the points and foot towards the dealer, sig-
nifies thereby a desire either of recovering the moiety, or of
losing all.

Pont—A Bridge.—The same as Paix.

Ponte or Punt—A Point.—The punter or player.

Quinze et le Va—Fifteen and it goes—Is when the
puuter having won a sept, &c., bends the third corner o
the card, and ventures for 15 times his stake,

t et le Va—Seven, &c.—Succeeds the gaining of a
paroli. by which the punter being entitled to thrice hie
stake, risks the whole again, and, bending his card a secona
time, tries to win seven-fold.

Soizante et le Va—Sixty-three, &c.—Is wher the player
having obtained a trente, venturcs all once more, which is
signified by making a fifth paroli, either on another card,
if he has parolied on one only before, or by breaking the
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side of that one which contains four, to pursue his luck is
the next deal.

Tuillersr—The dealer. Generally the banker.

Trente et le Va—One-and-thirty—Follows a quinze, &e.,
when the punter again tries his luck, and makes a fourth

aroli.

P Odds at the game of Faro.—The chances of doublets
vary according to the number of similar cards remaining
amnong those undealt.

The odds against the punter increase with every coup
that is dealt.

. When 20 cards remain in hand, and the punter’s card

but once in it, the banker’s gain is & per cent.

When the punter’s card is twice in 20, the banker's gain
is about the 84th part of the stake.

When the punter’s card is thrice in 20, the banker’s gair
Is about 4 per cent.

When the punter’s card is 4 times in 20, the banker'
gain is nearly the 18th part of the stake.

When only 8 cards remain, it is 5 to 8 in favor or th
bank ; when but 6 are left, it is 2 to 1; and when no Lt
than 4, it is 8 to 1.

Boulette.

TrE table employed for the Roulette is somewhat in th
shape of that used for the game of Rouge et Noir; it is o
an oblong square form, covered with green cloth. In the
centre is a round cavity, usually made of mahogany, and
resembling in some degree a punch-bowl. The sides are
immovable, and around it are placed at ejnal distances
several bands of copper, which, commencirg at the to
descend to the extremity of the machine. In the centre E‘
it, whicli is movable, a circular bottom is formed, contain
ing thirty-eight holes, to which the copper bands just men-
tioned" are attached, and upon which are painted, alter-
nately, in black and red, thirty-six numbers, from one te
thirty-six, a zero (0), and a double zero (00).

ln the juiddle is a moulinet (ill) of copper, surmounted
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by a cross of the same metal, which serves t. impreas the
movable bottuin with the rotary motion that any one
would wish to give it.

There is a banker, or ra8her many tailleurs who repre-
sent hin :, the number of players are not limited.

One of the tailleurs puts the machine in motion, Ly turn-
ing with his foretinger the cross which surmounts it from
right to left, thus impressing the bottom that contasins the
thirty-eight holes, which produces, as betore statel, a ro-
tary motion. At this instant, he throws an ivory ball into
the concavity of the Roulette, in a direction opposite to
the movement which he has given to the movable bottom.
This ball moves in the interior with great velucity, making
severul revolutions ; until, at length, from the teebleness of
its motion, and after muny irregular bounds, it falls into
one of the thirty-eight holes, toried, as already stated, by
the copper bands.

It is the hole into which the ball enters that determines
the gain or the loss of the numerous chances which this
game presents.

To the right and left of ‘this machine are figared on the
green cloth, for the accommmnodation of the players, the
thirty-six numbers, and the zeros, sinple and doutle.

The other chances are also designated on the green
cloth, divergent from its centre, on one side * I'impair, la
manque, et le rouge;” on the other *le pair, la pusse, et
le noir,”

The impair wins, when the ball enters a hole nuinbered
impair. The manque wins, whcn the ball enters a hole
numnbered eighteen, and all those under that number. The
rouge wins, when the ball enters a hole of which the num-
ber is red, and vice versa.

This game affords seven chances, comprising that of the
numbers; and this latter chance divides itself into many
others, of which we shall presently give a briet detail.

The player puts upon those chances of which he makes
olioice, any sum he pleases; that is to say, from two francs,
the least stake admitted, to 12,000, the highest; unless in
the like cases of which we have already spoken respecting
the game of Rouge et Noir.

The player who puts his money on oue of tho nwnbers,
o the zervs printed on the green cloth (which ik onlled
sei=,, rai-a thi &y dva timﬁ the amovrnt of bis stake,
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should the Lall fall into the corresponding number, or zero
marked in the interior of the roulette.

The gamester who plays on the numbers may play the
twelve tirst, the twelve midd, and the last twelve. If
the ball enters the hole in the interior, which corre-ponds
with one of those twelve numbers marked on the green
cloth, on which the player has put his money, he is paid
three times the amount of his stake, :

To play the colonnes, the player places his money in the
square, which is at the foot of each column marked on the
green cloth.  If the ball enters one of the holes correspond-
ing with one of the numbers of the column, the player
gains three timnes the amount of his stake.

He may equally, and at his pleasure, play two, throe,
four, or six numbers, and he wins and loses always in the
same proportion: eighteen times the stake for two num-
bers; twelve times the stake for three nuinbers ; nine times
the stake for four numbers; six times the stake for six
numbers; and the rest in the same proportion.

The player who may have put his money on one or the
other of the six chances wins double his stake if the chance
arrives. If, then, the ball enters a hole of which the nun-
ber is thirty-six, and rouge, the banker pays double all the
money which is placed on the following chances—Ila passe,
le pair, and le rouge, and pays thirty-tive times the amount
of the sum which was placed on the number thirty-six, and
draws to the bank all the inoney which was placed on the
other chances.

If the ball should happen to enter the hole numbered
seventeen, noir, the banker pays the player double the
amnount of the stakes which may have been placed on the
following chances—Ila manque, l'impair, and le noir, and
thirty-five times the amount of the stake played on num-
ber seventeen, and draws to the bank all the money that
may have been placed on the other chances.

When the tailleur perceives that the ball has but a few
seconds to roll, he cries out—* Le jeu est fait, rien ne va
plus,” After this the players cannot put any money on the
table: should they do so, their money is taken up by e
eroupier and returned to them.




Enchre.

Vf the Game —Euchre, after Whist, is the most gen
o ly played parlor game in the United States. Formerly
it was but little known except at the West and South, but
st the present time it is well known throughout the coun
fy.
The Euchre pack of cards consists of thirty-two, being

an ordinary ‘*deck” or pack, minus the deuce, trois, four,
five, and six spots of each suit. The game is usually
played by two, three or four persons, the most interesting

partie being four, two playing on each side as partners. -

When choice of partners and first dealer shall have
been decided, as at Whist, or in any other mode agreed
upon, five cards are dealt, usually two at once, then
three, or the contrary. In throwing around for partners
and dealer, the holder of the best Euchre card deals.

Value of the Cards. The Cards rank in value as fol-
lows :—The best Euchre card is the knave of trumpg—
the second best is the knave of the suit of the same co-
lor as the trump. The former card is called the *Right
Bower,” the latter “ the Left Bower.” Should hearts be
trumps, the knave of hearts would be the right bower
and the knave of diamonds would be the left bower, or
vice versa if diamonds were trumps. Should spades be
trumps, then the knave of that suit would be the right
and the knave of clubs the left bower, always reversing
values as the trump changes. After the right and left

“howers the cards rank as at whist, the knaves of the co-
lor not turned as trumps falling into their regular place as
at whist. The knaves of the color turned as trumps only,
being superior cards.

The object of the game is to take tricks, which count as
bereinafter shown.

Laws of the dame~—~Two Hunded Euchre.—The score
is five points, unless otherwise agreed. The nondealer
may * pass” or “order up” the trump. Should he pass,
then the dealer may take up the trumnp and discard. In
that case the dealer must make three tricks or be “eu
chred,”’ which counts 1wo points for the adversary; but
if he makes the ‘hree tricks (or four), he counts une po'nt.
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Shculd he make all five tricks, it is termed ‘“a march,*
and counts him two on the score. The nondealer has the
first lead, after which he who takes the trick, leads. A
revoke costs the party committing it, one poiut to be ta-
ken off the adversary’s score  Should the nondealer * or.
der up” the trump, he must make three tricks or be  eu-
chred,” which counts two for his opponent; if he win
three tricks (or four), having ordered up the trump, he
scores vne puint. Should he muke “a march,” he scores
two. If both players pass, (the dealer wurning down the
trump,) and then both decline tv make a trump, there must
be a new deal. When the dealer turns down the trump
and his opponent declines making the trump by naming
another suit, then the dealer may make the trump or bunch
the cards as he sees fit. Either party naming a new suit
for trump must make the three tricks or *‘be euchred ”
A dealer having discarded cannot exchange the card un-
less by consent of his adversary. Should a card be ex-
posed during the deal, the player 10 whom it falls may re-
tain it or not, as suits him. In case of a mis-deal the deal
passes to the next player on the left.

In Three Handed Euchre, one having three and another
four points scored, playing against a party, either having
“ made” or ‘‘ ordered up” the trump, and euchreing him,
would go out as follows: The party taking twoe first out
of the three tricks which caused the Euchre, would go
out first,

A “euchre” 1n the three handed game counts two for
each of the parties euchreing their opponent.

In Four Handed Euchre the same counts are made and the
same rules practiced, as in the two handed game, together
with the fullowing, applicable only to the four handed
partner game The opportunity to * pass,” * order up,”
‘““assist,” or “play alone,” goes around in rotation, begin-
ning with the player on the left of the dealer. *To
sssist,” is for the partner of the dealer to say “I assist,”
which has the same effect as ordering up the trump, and
is subject to the “euchre” penalty of two points to the
adversary, should three tricks not be secured by the party
* assisting,” and his partner. Either partner ordering up
& trump or making a trump, may “play alone,” that is,
play his hand singly against the other two his partnes
not playing his hand that round at all. Should the party
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playing ‘“‘alone’ make all the tricks, his side scores four
points. Should he make but three (or four) tricks, he
*ounts but one, the same as if' his partner had played
with him. There is a difference of opinion in regurd te
the count, should a party playing alone be ‘ euchred.”
The following, relating to this and other questions, is from
8 Porter's Spwrit of the Times.”

¢ The party dealing (if he takes up the trump turned),
or the party ordering up the trump turned, can * play it
alone,” and he or his partner only  In other words, those
who ¢ take the responsibility” only, can claim the privi
lege of the game in scoring four, if all the tricks be made.
As to the question of scoring four, if euchre is madeagainst
s ‘‘lone hand,” the game is played differently in different
localities, though the general rule is to score only two for
a euchre under any circumstances. Equity would seem
to demand no more, though that is simply a matter of
taste with those playing.”

If A deals, and B, one of his opponents, orders up the
trump, A cannot play alore. The party making the
trump, or his partner, under any circumstances, have the
right to play it alone and score four, if all the tricks are ta-
ken by him. It is one of the advantages of the game,
which is the prerogative of those who take the responsi-
bility, to either make or confirm a trump. But if your
partner “ assist” you in the game, it is impossible for you
to play *alone.”

A very little practice, with close observation, will ena
ble anyone very soon to play a good game of * Euchre.”

@he Bame of “Pluf,” or “FPoker.”

Of the Game—Bluff is played with a full pack of cards,
itve being dealt, one at a time, to each player in rotation,
beginning at the left of the dealer. The player winning
the “ pool,” or * pot,” always deals. An exposed card may
be accepted or rejected ; in the latter case it must be placed
at the bottom of the pack. The cards rank in value as ot
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Whist. The game admits of any number of players
‘rom two to ten. At the commencement of the game,
and whenever the * pot” shall have been  taken down,”
or won, a stated sum, or ‘“ ants” is put in the pot by each
player. The very first rule of Bluff is to ‘“ante up.” In
case of mis-deal, orin case all “pass,” then each player
puts in another * ante,” making a ‘ double-header.” This
must be repeated as often as the case demands. So that
there may be any number of ‘“antes” in the same pot.
Any player may shuffle the cards, the dealer having al-
ways the last shufflee.  When the hands shall have been
dealt, the players may, in rotation, beginning at the left
of the dealer, ‘ chip,” meaning to put in the ‘pot” any
sum he sees fit, which sum must be either met or overrun
by any player wishing to “go in” for the “pot.” In case
a sum so *‘ chipped” be overrun, the increase must be met
by all having * chipped” a lesser sum, or they lose their
interest in that ‘“pot.” A player not wishing to * chip,”
may pass, and meet, or not, the sums chipped, on the see-
ond time round. Should. he pass the second time, his
claim on the pot ends. Those players chipping equally,
and the highest, when * called,” show hands, the best
hand * dragging down the pot.” If one player bets more
than anyone else is willing to ‘‘see,” or equal, he takes
the * pot,” without being obliged to show his hand. 1f
one player puts in more money than another possesses,
the one putting in all he has must have a *sight” for the
amount invested up to the time of his running out of
funds. When one player has put in all the money in his
possession, and others wish to go on ‘bluffing,” or bet-
ting, they must do it aside from the *pot” in which the
party having no more money is interested. When the
hands are shown, or “called,” the best hand wins the
sums respectively in which they have an interest.

Of the Blind.—During the deal, any time before cards
are seen, the player at the left of the dealer may put in-
to the pot ‘a blind,” being any sum he sees fit, which
sum must be doubled by all who wish to enter for the
pot. The player sitting next may ‘ double the blind,”
and be doubled so upon, by his left hand adversary, uutil
the ‘‘say” comes around to the dealer, and any may alse
“chip” as much as they see fit. The player sitting first,
ot the left of the dealer. has the privilege of starting “tbe
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blind,” and he only; the privilege of going blind cannot
be passed to another without the consent of all play‘ng,
nor can it pass over any one player, and be thence contin-

. .ued, without unanimous consent.

Value of Hands,—The highest card in hands withous
a pair,” wins. In case of a tiein the highest card, then

the next highest, in rotation down to the owest, wins.

In hapds of “one pair,” the highest pair wins. In
case of a tie, the highest side card wins, as in hands wi‘h
out a pair. In hands of * two pairs,” the highest one pai®
wins. If the highest pair ties, then the highest second

"pair wins. If both pairs tie, in two hands, then the high

est side card wins. In all cases where the hands exacely
tie, then the elder hand wins.

In hands of * three,” or three cards of the same value,
the highest three wins.

In *“ Flushes,” or hands being composed of only one suit*
the highest card wins, as in the case of hands without a

air.

P In * Fulls,” which are hands composed of three cards
of one value, and two of another value, being a * three"
and a “pair,” the highest * three” wins

In hands of “jfour,” the highest four wins. So that
four aces, or four kings and one ace, are sure winning
hands. The one ace making it impossible for four aces to
be out against the four kings.
“ Une pair” beats any hand * without a pair.”
“ Two pairs” beats * one pair.”
“ Three' beats any “‘two pairs.”
¢ Flush” beats any * three.”
. “ Full beats “a flush.”

6. * Four’ beats all the other hands.

Twenty Deck Poker is played with the Aces, Kings,
Queens, Knaves and Tens, only,

Sixty-Six ;
or, ,,Sehd und Seh8ig.”

Of the Game.—This is a German game, played almrost
aniversally among the Germans in the Um ed States, and
is one of the most scientific and interest ng gamos at cards
for two players, ever invented.

T 5010
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The game is played with twenty-four cards; namely
the ace, ten-spot, king, queen, knave, and niue spot, oi
each suit; and the cards rank in value in the order named,
trumps being superior to other suits, as at Whist.

After cutting for deal, the highest being dealer, and the
usual shuffling and cutting again, six cards are dealt to
each player, three at a time, and the trump turned up andg
laid on the table, not on the pack, as at All Fours. The
elder hand then leads, and the winner of the trick takes
the top card from off the pack and adds it to his hand, his
opponent doing the same with the next card, the player

-taking the trick leading next, and so on; at every trick
each player takes another card from the J)ack, until they
are either all gone, or the trump turned down, as herein-
after explained.

The gaine consists in scoring nine points (or any number
agreed upon), according to the following

Laws of the Game—The first player making sixty-six
with each hand, scores one point.

If one player makes sixty-six before the other makes
thirty-three, he scores two points.

If one player makes sixty-six before the other wins a
trick, he scores three points.

Tll:se cards count as follows, to the player who takes the
tricks

The ace of any suitcounts . . . . . .11
The ten-spot e s s s e s s e o o <10
Theking . . « « ¢« o ¢« ¢ ¢« & o « 4
Thequeen. . . « « ¢ ¢« ¢« & « & . 8
Theknave . . . . . .

The nine-spot counts nothing.
Trumps count the same as the other suits.
The possession of the king and queen of trumps, and
their being called or shown by the leader, when one of
them is Ieg, counts to the holder 40, though the trick be
taken by his adversary. The count n;‘aj be called, at the
first lead, but cannot be really counted until the player
calling has won a trick.
The possession of the king and queen of any other suit
oounts, in the same manner, 20.
The player holding the nine-spot of trumps has the priv-
flege of exzchanging it for the trump turned up. But he
cannot do so until after he has secured a trick. He may
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make tne exchange even though his oppuuens turLs down
the trump. In that case the exchange must be made at the
moment when the trump is so turned down.

Either player whenever he gets the lead, after the first
trick, may turn down the trump-card. But the player
pot having the lead cannot turn down the trump.

The player holding the nine-spot of trumps, may ex-
change the trump, and play the card taken up, without
turning down the nine-spot discarded by him.

The player turning down the truinp must make the
oount of sixty-six, or his opponent will score two points.

No more cards are drawn from the pack after the trump -
is once turned down.

Previous to the trump-card being turned down, neither
layer is required to follow suit, even though trumps be
ed; nor are they compelled to take the trick. Iut, as
soon as the trumnp is turned down, the players must not
only follow suit, but must take the trick, if possible. It
the secund player has not the suit led, then he must take
the trick with a trump, if hg holds one. Ifa card, not
trumps, be led, and the second player holds a smaller card
of that suit, but not a better card, then he must play the

small card of the same suit. But in all other cases, aiter
the trump is turned down, the second player must take the
trick, it it be in his power to do so.

When all the cards are drawn, excepting only the trump-
card and another, then the player who has taken the lust
preceding trick, takes the last unexposed card, and the
other player takes the trump. In such cases the player
holding the nine of trumps may exchange it for the trump-
oard, and, if he took the preceding trick, may take the un-
exposed card, his opponent taking the nine of trumps just
discarded. When the cards huve all been drawn and
p'ayed, and neither player can count sixty-six, then the last
trick counts ten to the player taking it, in addition to the
value of the cards in the trick.

If a piayer calls “sixty-six” when he cannot really count
sixty-eix with his cards, his adversary scores two points.

As soon as one player calls *“sixty-six,” all the cards un-
played are void, and the round comnplete.

Either player may examine the last trick, but no further
—neither their own tricks nor their opponent’s, on any
pretence whatever, until the round is completed.

9
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If a player turns down the trump before his adversary
fias taken a trick, and does not then make the zount, his
adversary scores three points.

Should all the cards be played out and eacl. player count
but 65, then the point is decided by the result of the next
hand, which counts for itself, and also decides the prece-
ding one point.

Maaims.—1It is rather disadvantageous to deal, as your
adversary then has the choice of leads.

If possible, remember your adversary’s game as well as
your own, but do not count aloud.

Do not exchange the nine-spot for tbe trump-card until
your game requires you to do so, as you thereby expose to
your adversary one of your cards.

Hold kings or queens in your hand as long as possible, in
hope of drawing their mates from the pack, in order that
yon may count the 40, or the 20s.

Endeavor to break up your adversary’s 40, or 20’s.

Do not be in too great a hurry to count your 40, or 20’s,
Sometimes it is safe to retain them in your hand until you
make the balance of the sixty-six, counting them in; then
vou play them, and count out at once.

Do not play out a card which will leave in your hand a
lone ten-spot, as you may lose it on the ace.

Try to bring out your opponent’s trumps, until you get
the command, preparatory to turning down the trump-card.

If you hold the nine-spot of truwmnps and a better card is
turned up, which your opponent can command, do not
change your nine for the trump-card, because in doing so,
if your adversary captures the better card it is only adding
to his game. Better let him take from you the nine-spot
than the better card.

THREE-HANDED ¢SIXTY-SIX.”

THREE players may partake at this game, though but twe
play in each round. The one who happens *out,” scores
the same as the successful player *in.” Que purson ip
surn remaining cut of play, except to deal, each round.

BN 4
o
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Bominoes.

Rules of the Draw Game.—Each player takes five
pleces. The one holding the highest double plays first,
the others following in rotation, us at Whist. Should nei-
ther player hold a double at the start, then the one hold-
ing the highest piece sets first. The person setting first
cannot draw until all have played, then he may draw any
pumber of pieces he sees fit, before playing. Should one
player block the game, the next to play must draw all the
Bieces of the pack, but if the double of the blocking suit

e in the pack, and be drawn, then the next player must
draw the baiance. One player being * Domino,” which
means having played all the pieces of his hand, he can
count only those spots remaining in his opponent’s hand,
and not those remaining in the pack.

The Block Game is played by each person taking seven
pieces, and endeavoring to block, retaining the lowest hand,
or to go “ Domino.” In case of neither party being able
to match, then the player holding the lowest number of
spots in hand counts the larger hand on his score.

The Game of Rounce is played by each player taking
five pieces, (after having turned for the trump, the highest
piece turned deciding that point) ; the trump is then turn.
ed up for the trump-holder by his right hand adversary,
the highest end being trump. Those players satisfied
with their pieces, stand their hands; those that are not,
may either take a “ duinmy” or pass. When either two
or three play, six pieces constitute a dummy. When four
play, there is but one dummy of seven pieces, and the
pravilege of taking it begins at the left of the trump-hold
er. Should all pass but the last to decide, he may give
five points to the trump-holder rather than stand or take
a dummy. The game usually commences at 15 or 20
pumts, and is counted down to 0, each trick counting
oue and those players who do not get a trick, being
“rounced,” and sent up five p-ints.

Suit must be followed in all cases, and trump led after
trick, if in hand. The pieces rank in value from blank up
to six, the doubles being best of each suit. Trumps al
ways being superior to any other suit.
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Buckgammon,

DESCRIPTION OF THE GAME,

BLACK.
dlack’s Home, or Inner Table. Black's Outer Table.

‘White's Home, or Inner Table.  White's Outer Table.
WHITE.

Tnis is 8 mixed game, being a combination of chanoe
nd calculation. Its derivation is a vexed queation, both
as to whence it came and how it acquired its present des-
ignation. “La Maison des Jeux Académiques” abandons
its origin as a desperate problem, and Dr. Henry claims its
name as & Welsh compound, from *“ bach,” little, and * cam-
mon,” battle. On the other hand, Bp. Kennett and Stratt
derive it from the Anglo-Saxon, viz., from “bac,” back,
and * gamone,” a game, that is to say, a game where
players are exposed to be sent back. Perhaps this may
satisfy the antiquarian and be accepted as a sufficient offer
Ing to the etymologist. It would have been a mere recrea
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tion in chronology, to have disputod all the prubabilities
for assigning Backgammon to the antediluvian age. One
portion of its machinery consists of dice—now dice defy
chronology. Their types are found in Etruscan tombs and
in the hieroglyphics of Egypt; and the historian of Chee-
ronea asserts, that Mercury had a throw of the dice once
upon a time with the Goddess Luna.

From Chaucer we gather that the early name of Back-
gammon, or at all events its synonym, was ¢ Tables;” at
which period it was played with three dice, and all the
“men” commenced their action from the adversary’s table,
Backgammon has always been a particularly respectable
instrument of amusement, like the Organ in *“She Stoops
to Conquer.” Even Whist has not escaped defilement, but
Backgammon * was never a vulgar game, never beloved of
lackeys.” Shakspeare has used it as a medium for his phi.
.osophy, and Bacon has served bail for its good behavior.,

Backgammon is played by two persons, with two boxes
aud two dice, upon a quadrangular table or board, on which
are figured 24 points or fléches, of two colors, placed alter-
nately. The board is divided into four compartments, two
inner and two outer ones, each containing six of the 24
points (alternate colors). The players arv each furnished
with fittean men or counters, black and white (usually
draughts). These are arranged upon the board in the fol-
lowing manner. To play into the left-hand table, two of

~r men are placed upon the ace-point of your opponent’s
inner table, five upon the sixth point in his outer table
(numbered 12 in our diagram), three upon the cinque-point
m your own outer table (numbered 8), and five upon the
sixth point in your own inner table. The adversary’s men
are to be placed in corresponding order, in a position di-
rectly opposite.  All this is shown in the diagram annexed,
and to facilitate reference the points or fleches are nuin-
tered from 1 to 12 of each color.

The game consists in moving your men from point to
point, so as to bring them round into your own inne
table (. e. that on your left hand), and then moving or
bearing them off the bourd. The player who first clears
off his men wins. ’

The moves of the men are determined by the throws ot
the dice, according to the directions for playing. It will
there be scen that the most advantageous throw at the
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outset is that of aces, as it blocks the bar or sixth point in
your vuter -table (numbered 7), and secures the cinque-
point in your inner table, so that your adversacy's two
men cannot move if he throw either quatre, cinque, or
siza. This throw is frequently conceded to inferior players,
at the commencement of the gane, by way of odds.

As the grand object of the game consists in bringing
ound your men into your own inner table, all throws that
eoatribute towards that end, and prevent your adversary
fromn doing the same, are advantageous, and vice versd.
During the progress of the gume you should endeavor to
block up or detain a part of your adversary’s men in your
own tables ; and to obstruct his re-entering such of them
a3 you may happen to have taken up, unless all your own
men have passed his main body, and are so far advanced
to your inner table (which we will here call home) as to
possess the best chance, should he seek to win by running
away.

At the commencement of the game the players mus
agree towards which end of the board they will play.
Each party plays inte one of the tables on his own side;
thus, it Black plays into his left-hand table, White plays
wto his right (i. e. that which is exactly opposite), and
vice versd, their men advancing in contra-position to each
other, as in the annexed diagram.

For right of first play each party throws a single die; he
who throws the highest number wins, and may, if he
chooses, adopt and play the joint number of the prelimi-
nary throw. If he reject, then the first step is made by
his throwing both the dice, and moving any one of his men
to an open point at the distance indicated by one of the
dice, and then moving another man (or the same man far-
ther on, if he think proper), to another open point indi-
cated by the number of the second die. This completes
his move, his adversary then follows in a similar maoner
and 8o on alternately to the end of the game. Thus, dou-
ble aces (which count as 4) would entitle yov (say White)
to move two mentrom 8 w. to 7 w., and two from 6 w. to
6 w., which covers the bar-point (No. 7), and also covers
the cinque-point in your inner table, and then, should your
next throw be 5 and 6, you would play the five from 12 b.
to 8 w., and so cover the blot befure left ; and you would
play the six from 18 b. % your bar point. Pairs coun



BACKGAMMON. 108

« uble: thus, sixes entitle you to move four rien each six
p.mts forward, and you may either move four together,
say from 12 b.to 7 w., or two together, as say two from
1 b. to yoar adversary’s bar-point (No. 7), and two from
12 b. to T w. (your own bar-puint), or singly; as, say 8
. single man from 1 b. to 1 w. in your own inner table, pre-
suiing that your adversary had ceased to occupy it.

The direction in which your men move is fromn the ad-
verse inner table over the bar, through the adversary’s
outer table round into your own outer table, and then
cver your bar, home. '

When during the progress of the gane only a single man
is left on a point, it is called “a blot,” and is exposed to be
taken by the adversary, who generally endeavors to ** hit”
the blot by bringing one of his own men to that point.
When a man is thus captured it must be removed, and
placed upon the bar (i. e. the division joint of the table),
and the player to whom it belongs cannot move again
until he has * entered his :nan.” This can only be effected
by throwing a number which is vacant, or is left *a blot,”
on the adversary’s inner table, playing it as from a point
off the board, adjoining to the adversary’s ace-point.
Towards the end of the game, when most of the points in
your adversary’s inner table are covered (i. e. have two
or more men on each), it becomes difticult to enter, and
. you must remain on the bar till vou have either thrown
the exact number requited to suit perhaps a single open
point, or till more points are exposed, by your adversary
having played some of his men off the table. When all the
six points are blocked, it is of course useless your throwing,
and your adversary throws alone. * Hitting” a blot tre-
quently adds extremne variety and interest to the game.

When doublets are thrown, four moves are played of the
distancoe indicated by the dice, instead of two, as usual in
ordinary throws, For instance, should two quatres be
thrown, any of the following moves may be played : either
one man may be moved sixteen points; two men each
sight points; one man eight, and two men four points; or
four men four points each. Should, however, the points
indicated by the throw of the dice be covered, the moves
are lost. For instance, if double quatres be cast, and the
first fourth point trom all the player’s mmen be covered by
the adversary, the move is lost, although the eighth, twelfth,
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and sixteenth points be uncovered, as the first fourth point
if occupied, cannot be passed over.

If; during the course of the gaine, every point upon which
a man could be moved is covered by the adversary’s men,
your men are compelled to remain in statu guo, and the
adversary takes his turn. If one man oniy can be played,
it must be played.

When a player has brought all his men home, he mus;
begin to ‘“‘bear them,” <. e. to take them off the board
For every number thrown, a man is reinoved from the cor-
responding point, until the whole are borne off. In doing
this, should the adversary be waiting to ‘ enter” any of
his men which have been * hit,” care should be taken to
leave no “ blots” or uncovered points. In * bearing off,’
doublets have the same power as in the moves, four men
are removed ; it higher numbers are on the dice than op
the points, men may be taken from any lower point; thns,
if double sixes are thrown, and the point has been already
stript, four men may be removed from the cinque-point of
any lower nuinber. If a low number is thrown, and the
corresponding point hold no men, they must be played up
fromn a higher point. Thus, if double aces be thrown, and
there are no men upon the ace-point, two or more nen
must be played up from the higher points, or a fewer num-
ber played up and taken off.

If one player has not borne off his first man before the
other has borne off his last, he loses a * garamon,” which
is equivalent to two games, or ¢ hits.” If each player has
borne off, it is reduced to a “ hit,” or game of one. Ifthe
winner has borne off all his men before the loser has car-
vied his men out of his adversary’s table, it 1s a * backgam-
won,” and usually held equivalent to three hits or games.

General Instructions.—1. If you play three up at Back.
gamnmon, your principal view,in the first place, is to secure
your own or your adversary’s cinque-point, or both; when
that is effected, you may play a pushing game, and ep-
deavor to gammon your adversary.

2. The next best point (after you have gained your
eingue-point) is to make your bar-point, thereby prevents
ing your adversary’s running vut with double sixes.

8. After you have proceeded thus far, prefer the making
your quatre-point in your own table, rather than the quatre
point out of it.
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4. Having gained these points, you have a fuir chance te
gammon your adversary, if he is very forward: For, sup-
pose his tables are broke at home, it will be then your in-
terest to open your bar-point, and to oblige him to coine
ou¢ of your tables with a six; and having your men spread,
{uu not only may catch that man which your adversary

rings out of your tables, but you will also have a prob
ability of tuking up the man left in your tables (upon sup
position that he has two men there). If he should have
blot at homne, it will then be your interest not to make u_
your tables ; because, if he should enter upon a blot, whick
you are to make for the purpose, you will have a prob
ability of getting a third man; whicl, if accomplished, wik
give you, at least, 4 to 1 of the gammon; whereas, if you
have only two of his men up, the odds are that you do not
gummon him. '

5, It you play for a hit only, 1 or 2 men taken up of you
adversary’s makes it surer than a greater number, provided
your tables are made up.

Directions how to carry your men home.—6. When you
carry your men home, in order to lose no point, you are
to carry thre most distant man to your adversary's bar-
point, that being the first stage you are to place it on; the
next stage is six points further, viz., the place where your
adversary’s five men are first placed out of his tables; the
next stage is upon the six-puint in your tables. This
method is to be pursued till all your nen are brought
hioie, except two, when, by losing a point, you may often
save your gammnon, by putting it in the power of two fives,
or two fours, to save it.

7. If you play to win a hit only, endeavor to gain either
glour own or your adversary’s cinque-point; and if that

ils, by your being hit by your adversary, and you find
that he is forwarder than you, you must throw more men
into his table. Thus: put a man upon your cinque or bar
point, and it yonr adversary negleers to hit it, you may
ther gain a forward instead of a back game; but if he hita
you, you must play a back game, and then the greater
cumnber of men which are taken up, the better it makes
your game, because you by that means preserve your gane
at humne; and you must then always endeavor to gain both
your adversary’s ace and trois points, or his ace and deuce
po.ats, aud tuke care to keep three men upen his ace pointy
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that if yoo chance to hit him from thence, that point may
remain still secure to you.

8. At the beginning of a set do not play for a back game
because by so doing you would play to a great disadvan.
tage, running the risk of a gammon to win a single hit.

Directions for playing, at commencement, the thirty-
siz chances of dice, for a gammon, or for a single hit.—
1. Two aces (the best of all first throws), to be played twe
on your oinque-point, and two on the bar-point, for 4 gam
mou, or for a hit,

%. Two xixes (the second best throw), should be played
two on y»ur adversary’s bar-point, and two on your own
bar-point, for a gaminon, or a hit.

3. Two trois, two to be played on your cinque-point, and
the other two on your trois-point in your own tables, for a
gammon only.

4. Two deuces, to be played on the quatre-point in your
own tables, and two to be brought over from the five men
placed in your adversary’s outer tables, for a gammon only.
* b. *Two fours, to be brought over from the five men
placed in your adversary’s outer tables, and to be put
up;)n the cinque-point in your own tables, for & gammon
only.

6. Two fives, to be brought over from the five men
placed in your adversary’s outer tables, and to be put on
the trois-puint of your own tables, for a gammon, or a hit.

7. Size-ace, you are to make your bar-point, for a gam-
mon, or a hit.

8. Size-deuce, 8 man to be brought from the five men
placed in your adversary’s outer tables, and to be placed
onhthe cinque-point in your own tables, for a gammon, or
a hit. -

9. Six and three, a man to be brought from your ad-
vorsary's ace-point, as far as he will go, for a gammon, or
a hit.

10. Six and four, a man to be brought from your ad
vell;sary’s ace-point, ae far as he will go, for a gamnmon, or
a hit.

11. Six and five, a man to be carried from your adver.
sary’s ace-point, as far as he can go, for a gammon, or a hit,

12. Cinque and quatre, a man to be carried from your
mlvel;;lary’s ace-puiut, as fr &8 he can go, for a gainmon
or a hit.
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18. Cinque-trois, to make the trois-point in your table,
for a gammon, or a hit.

14. Cinque-deuce, to play two men from the five placed
in your adversary’s outer tables, for & gammon, or a hit.

16. Cinque-ace, to bring one man from the five placed
in your adversary’s outer tables for the cinque, and to play
one man down on the cinque-point in your own tables for
the ace, for a ganunon only.

16. Quatre-trois, two men to be brought from the five
placed in your adversary’s outer tables, for a gainmon, or
a hit.

17. Quatre-deuce, to make the quatre-point in your own
tables, for a gammon, or a hit.

18. Quatre-ace, to play a man from the five placed in
your adversary’s outer tables for the quatre, and for the
ace, to play a man down upon the cinque-point in your own
tables, fur & gainmon only.

19. Trois-deuce, two men to be brought from the tive
placed in your adversary's tables, for a ganmnon only.

20. Trois-ace, to make the cinque-point in your own
tables, for a gammon, or a hit.

21. Deuce-ace, to play one man from the five placed in
your adversary's tables for the deuce; and for the ace, to
play & man down upon the cinque-point in your own tables,
for a gammon only.

Directions how to play the chances that are marked
thus (*) when you are only to play for a hit.—1. * Two
trois, two of them are to be played on your cinque-puint
in your own tables, and with the other two take the quatre-
point in your adversary's tables,

2. *Two deuces, two of thein are to be played on your
quatre-point in your own tables, and with the other two
take the trois-point in your adversary’s tables.

The two furegoing cases are to be played in this manner,
for this reason, viz.: That thereby you avoid being shut ap
in your adversary’s tables, and have the chance of throw-
ing high doublets to win the hit.

8. * Two fours, two of them are to take your adversary’s
cinque-point in his tables; and for the other two, two mep
lrg l:: be brought from the tive placed in your adversary’s
tables.

€. (1.) *Cinque-ace, play the cinque fiom the five nies
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placed 1n your adversary’s tables, and play the ace frcm
your adversary’s ace-point.

5. (2.) *Quatre-ace, play the quatre from the five man
placed in your adversary’s tables, and the ace from the men
un your adversary's ace-point.

6. (8.) * Deuce-ace, play the deuce fromu the five mea
placed in your adversary's tables, and the ace from you.
adversary’s ace-point.

Thé three last chances are played in this mnanner, for, by
laying an ace down in your adversary’s tables, you have 3
probability of throwing deuce-ace, trois-deuce, quatre-trois,
or size-cinque, in two or three throws; in any of which
cases you are to make a point, which gives you the better
of the hit.

You may observe, by the directions given in this chap-
ter, that you are to play nine chances out of the thirty-six
n a different manner for a single hit, to what you would
do when playing for a gammon.

Some observations, hints, and cuutions, which are to be
attended to.—1. By the directions given to play for a gam-
mon, you are voluntarily to make some blots, the odds be-
ing in your favor that they are not hit; but should it so
happen that any blot is hit, as in this case, you will have
three men in your adversary’s tables; you must then en-
deavor to secure your adversary’s cinque, quatre, or trois

oint, to prevent a gammon, and must be very cautious
ow you suffer your adversary to take up a fourth man.

2. Take care not to crowd your game at any time, it
pussible. What is meant by crowding a game, is the putting
many men either upon your trois or deuce point in your
own tables; which is, in effect, losing those nen, by not
having them in play.

Besides, by crowding your gawme, to attempt to save a
gammon, you are often gamwmnoned; because when your
adversary tinds your game open, by being crowded in your
own tables, he may then play his game as he thinks fit.

8. By recourse had to calculation, you may know what
are the odds of your entering a single man upon any cer-
tain number of points, and by that means you may play
your game accordingly.

4. If you are obliged tn leave a blot, by recourse tc the
eslculation for hitting it, you will find the chances for and
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against, and consequuntly you will be enabled to judge
how to play your game to the greatest advantage.

5. You will also find by calculation, the odds for and
against you, upon being hit by double dice, and conse-
quently you will choose such a method of play as is most
to your advantage.

6. If it is necessary to make & run in order to win a hit.
and you would know to a point which 18 the forwarler
take the following method:

Begin with reckoning how many points you mnst have,
to bring home to your size-point in your own tables the
man that is at the greatest distance from it, and do the like
by every other man that is abroad; when the numbers of
those absentees are summed up, add to them the fullowing
aumbers for those already in your own tables (supposing
the men that were abroad as on your size-point for bearing),
namely, six for every man on the size-point, tive for every
man on the cinque-puint, four for every man on the quatre-
point, three for every man on the trois-point, two for every
man on the deuce-point, and one for every man on your
ace-point. Do the like to your adversary’s game, and then
you will know which of you is torwardest, and likeliest to
win the hit. .

Observations and directions for a learner who has made
srme progress at DBackgammon; particularly directions
Jfor bearing his men.—1. If your adversary be greatly be-
fore you, never play a man from your quatre, trois, or
deuce points, in order to bear that man from the point
where you put it, because nothing but high doublets can
give you any chance for the hit: therefore, instead of play-
ing an ace or a deuce fromn any of the aforesaid points, al-
ways play them on froin your size or highest point; by
whicl: means you will find that throwing two fives, or two
fours, will, upon having eased your size and cinque points,
be of great advantage to you: whereas, had your size-point
remained loaded, you must, perhaps, be obliged to play at
length those tives and fours.

2. Whenever you have taken up two of your adversary's
men, and happen to have two, three, or more points mac'e
in your own tables, never fail spreading your men, in order
either to make a new point in your tables, or to be ready to
hit the man your adversary may happen to enter. As
soon as he onters one of his men, you are to compare his

10
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game with yours: and if yoa find your game equal to his .
or better, never fail taking his man up, if you can, because
it is 25 to 11 against his hitting you; which chance being
30 much in your favor, you ought always to run that risk,
when youn have already two of his men up.

There is this exception to this rule, that if you play for a
single hit only, and your playing that throw otherwise gives
you a better chance for the hit, you ought not to take up
that man. ’

8. Never be deterred from taking up any one man of
your adversary’s, by the apprehension of his hitting yon
with double dice, because the fairest probability your ad-
versary has of hitting you is & to 1 against him.

4. If you should happen to have five points covered in
your tables, and to have taken up one of your adversary’s
men, and are obliged to leave a blot out of your tables,
rather leave it upon doublets than any other chance, be-
cause doublets are 85 to 1 against his hitting you, and any
other chance is but 17 to 1 against him.

5. Two of your adversary’s men in your tables are better
for a hit than any greater nuinber, provided your game be
forwardest, because his having three or more men in your
tables gives him more chance to hit you than if he had
only two men there.

6. If you are to leave a blot, upon entering a man in
your adversary’s tables, or otherwise, and have it in your
choice to leave it upon what point you please, always
choose that which is the most disadvantageous to him.
To illustrate this by an example, let us suppose it his in-
terest to hit you or take you up as soon as you enter, in
that case leave the blot upon his lowest point; that is tc
say, upon his deuce, rather than upon his trois point; or
apon his trois, preferable to his quatre point; or upon his
quatre, preferable to his cinque point; because (as hat
been mentioned before) all the men yow adversary plays
upon his trois or his deuce points, are deemed as lost,
being in a great measure out of play, those men not having
it in their power to make his cinque-point, and conse-
gently his game will be crowded there, and open else-
where, whereby you will be able also much to annoy him.

7. To prevent your adversary from bearing his men ta
the greatest advantage, when you are running to save your
gammon; as, for instance, suppose vou should have twe
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men upon his ace-point, and several other men abroaq,
though you should lose one point or two in putting your
men into your tables, yet it. is your interest t¢ leave a man
apon your adversary’s ace-point, which will Lave this con-
sequence—that it will prevent his bearing his men to the
Ereatest. advantage, and will also give you the chance of

is making a bolt, which you may chance to hit. But if,
upon a calculation, yon find that you have a throw, or a
mbnbi]ity of saving your gammon, never wait for a blot,

ause the odds are greatly against hitting it.

The laws of Barkgammon.—1. If you take a man from
any point, that man must be played; the same must be
done if two men are taken from it.

2. You are not understood to have played any man, till
you have placed him upon a point and quitted him.

8. If you play with fourteen men only, there is no pen-
alty attending it, because by playing with a lesser numbet
than you are entitled to, you play to a disadvantage, by
not having the additional man to make up your tables.

4. If you bear any number of mnen, before you have en-
tered a man taken up, and which consequently you were
obliged to enter, such men, so borne, must be entered
again in your adversary’s tables, as well as the man taken
ap.

5. If you have mistaken your throw, and played, and if
your adversary has thrown, it is not in your or his choice
to alter it, unless both parties agree,

Branghts.

Observations on, and description of the Game.--This
mteresting and highly scientific gamne has, by several of
the writers upon it, been held to have preceded chess,
of which it is supposed to be the root or source. Whether
it may claim descent from the Greeks or Scandinavians,
is & point that may be left to the antiquarian, without
ary great social loss should he never succeed in settling
it. In like manner, the attempt to confer upor it any
higher character than that of a rational means for the em-
ployment of  leisure hour, may as conveniently be spared
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The utility, in a general sense, of any mere game of science
or skill, may te a question for philosophy, but it is one
with which those who treat of its practical details have
nothing to do, and of which most probably they could
make nothing if they had. Chess, according to Sir Wil-
liam Jones, fates some four thousand years back: if
Dranghts anticipated it, then, upon the principle that * age
is honorable,” the recreation we are about to treat of is
one of no mean pretensions.

We do rot discover, from any written record, that
Draughts was much practised in Europe till the middle of
the sixteen:h century. In 1668, an elaborate treatise upon
it was published in Paris, written by a celebrated professor
of mathematics, M. Mallet. Nearly a century later, Mr.
William Payne, teacher of mathematics, published his cele-
brated Introduction to the Game of Draughts, London,
1756.  31bsequently, in 1767, appeared *“ A Companion
for tha Dranght-player,” by W. Puainter; and there are
other esaays in type, but none that bear any comparison
with “The Guide to the Game of Draughts, by Joshua
Sturges, printed for the author, in London, 1800.” Sturges
worked up the whoie of his predecessor’s treatise in his
more extended work, and with so much care and- diligence,
that half a century has elapsed without disturbing the au.
thority of his bovk. Mr. Walker re-edited Sturges in 1835,
and this improved edition is here given, with some addi.
tions by a skilful player, Mr. Martin.

Draughts, it should always be remembered, is purely a
game of calculation, and as such craves wary policy. It is
played by two persons upon a board of sixty-four squares,
colored alternately Black and White, or any other two op-
posite colors. The board is placed with an upper white
corner on the right hand, which brings the double white
equare to the lower right-hand corner.

Each player has twelve men; which, on beginning the
gane, are piaced on their respective sides, on the first three
imes of white squares. The following diagrams represent
the board and men in their original position; and also the
mode in which the squares are conventionally numbered
for the sake of reference* It will be seen that, through.

® Practised players who have strdied prlrited games, arc generally so
familiar with the numerical position of the square that they can read and
suinprebend a series of intricate moves withvut even referring w the board
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out ths work, the noper Lialf of the board 18 occupred by
the twelve Black wen, and the lower halt' by their antago-
nists, the White.

The men being placed, the game is begun by each player
moving alternately one of his men, along the white diago-
nal on which they are first posted. The men can on:y
move forward, either to the right or left, one square at a
time, unless they have attained one of the four squares co
the extremne line of the board, on which they become kings,
and can move either forward or backward, but still ory
one squure at a time. The men take in the direction they
move, by leaping over any hostile piece or pieces that mny
be immedintely contignous, provided there be a vacant
white square behind them. The piece or pieces so takca
are then removed from off the board, and the wan taking
them is placed on the square beyond. If several pieces, vn
forward’ diagonals, should be exposgd by alternately having
open squares behind them, they may all be taken at one
capture, and the taking piece is then placed on the square
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seyoud the Iast piece.  To explain the mode of taking by
practical illustration, let us begin by placing the draughts
m their original position.  You will perceive that if Black
shuld move first he can only move one of the men placed
on 8, 10, 11, or 12,  Supposing him then to play the man
from 11 to 15, and White answering this move by playing
his piece from 22 to 18, Black can take White by leaping
his nan from 156 to 22 and removing the captured picce off
the board. Should Black not tuke in the above position,
but move in another direction—for instance, trom 12 to
16—bhe is liable to be huffed; that is, White nay remove
the man with which Black should have taken, from tiie
10*
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board, as a penalty for not taking; for, at Diaug:ta, you
bave not the option of refusing. to take, as at Chess bat
must always take when you can, whatever be the c.nse
quence. The player whe is in a position to huff his adver
rary has also the option of insisting on his taking, insteas
of standing the hutf. When one party hufts the other, it
preference to compelling the take, he does not replace the
L)iece his adversary moved; but simply removes the man

uffed, from off the board, and then plays his own move
Should he, however, insist upon his adversary taking ths
iece, instead of standing the huff, then the pawn improp
erly moved must first be replaced.

To give another example of buffing. Suppnse a whis
man to be placed at 28, and three black men at 24, 15, an.
8, or 24, 16, and 8, with unoccupied intervals he wouls
capture all three men, and make a king, or bo hutfed for
omitting to take them-all; and it is not uncommon with
aovices to take one man, and overlook a second or third
“en prise” (i. e, linble to be taken.)

Wlen either of the men reaches one of the extrenac
squares of the board, he is, as already indicated, made a
king, by having another piece put on, which is callod
crowning him. The king can move or take both forwar!
or backward ; keeping, of course, on the white dingorals.
Both the king and common man can take any numbor of
pieces at once which may be “en prise” at one move, and
both are equally linble to be huffed. For instance: if
White, by reaching one of the back squares on his antago-
nist’s side, say No. 2, had gained a king, he might, upon
having the move, and the black pieces (either kings or
men) being conveniently posted at No. 7, 16, 24, 23, and
14, with intermediate blanks, take themn all at ove fell
8WOOD, remaining at square 9. But such a coup could
hardly happen in English Draughts. One of the great ob-
jects of the game, even at its very opening, is to push on
for a king; but it is unnecessary to dwell much on the cle-
mentary part of the science, as the playing through one of
the many games annexed, from the numbers, will do more
in the way of teaching the rudiments of Draughts, than
the most elaborate theoretical explanation.

The gam s is won by him who can first succeed in ¢y
turing or blocking up all his adversary’s men, so that he
bas nothing left to m ve, but when the vieces are ec e
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duoed that each player has but a very small degree of
force remaining, and, being equal in numbers, neither can
hope to make any decided impression on his antagonist
the game is relinquished as drawn. It is obvious that were
this not the case, and both parties had one or two Kings,
the game might be prolonged day and night, with the same
hopeless chance of natural termination, as at the first ino-
ment of the pieces being resvlved into the position in ques
tion. It has already been shown, that when a man reaches
one of the squares on the extreme line of the board, he is
crowned and becomes a king* but there is another point
relative to this, which it is necessary to understand. Thn
man thus reaching one of the extreme squares, finishes the

move on being made a king, and cannot take any pieo

which may be “en prise.”” e must first await his antag

onist’s move, and should he omit to remove or fortify ar

exposed Qece, it may then be taken. To exemplify this
place a White man on 11, and Black men on 7 and 6 :—
White, having the move, takes the mnan, and demands that
his own man should be crowned ; but, he cannot take the
man on 6 at the same move; which he could do were his
piece a king when it made the first capture. But if the
piece be left there after the next move, he must take it.

In particular situations, to have the move on your side,
is a decisive advantage. This is a matter little understood
by ordinary players, but its importance will fully appear
by studying the critical situations. To have the move,
signifies your occupying that position on the board which
wili eventually enable you to force your adversary into a
contined situation, and which, at the end of the gnme, se-
cutce to yourself the last move. It must, however, be
observed, that where your men are in a confined state, the
move i vot only of no use to you, but, for that very rea-
son, ma, occasion the loss of the game. To know in any
particular situation whether ycu have-the move, you must
number the men and the squares, and if the men are even
and the squares odd, or thesquares even and the men odd,
you have the move. With even men and even squares, ot
odd men and odd squares, you have not the move. TIhis
will be best explained by an example. Look, then, at the
8th critical situation, where White plays first: there the
adverse men are even, two to two: but the White squares,
peing five in number, are odd. The squares mav be thug



116 HOVLE S GAMES.

reckoned—from 26, a White king, to 28, a Blach king, are
shree, viz. 81, 27, and 24—the White squares between 82,
o White man, and 19, a Black man, are two, viz 27 and
23. You may reckon more ways than one, but reckon
which way you will, the squares will still be found odd,
and theretore White, so situated, has the move. When
vou have not the move, you must endeavor to procure it
)y giving man for man, a mode of play fully and success
Tlly exemplified in this treatise. '

There is another mode which will, in less time than reck-
‘ning the squares, enable you to see who has the move,
For inatance, if you wish to know whether any one man
of yours has the move of any one man of your adversary’s,
examine the situation of both, and if you find a Black
square on the right angle, under his man, you have the
move :—for example, you are to play first, and your White
man is on 80, when your adversary’s Black man is on 8,
In this sitnation, you will find the right angle in a black
square between 31 and 82, immediately under 8, and there-
fore you have the move. This rule will apply to any num-
ber of men, and holds true in every case.

There is a third mode, more ingenious still, communicated
:)iy Mr, Martin, and now published for the first time. Count

| the pieces (ot both colors) standing on those columns
(not diagonals) which have a white square at the bottom,
and if the numnber be odd, and White has to play, he has
tnhe move; if the nuinber be even, the move is with Black.

It is a mistake to suppose that any advantage is derived
from playing tirst. It is admitted, that he who plays first
has not the move, the men and xquares being then both
even; but, though he who plays second has the move, it
can be of no service to him in that stage of the gnne. The
truth is, that when the combatants continue giving man
for man, the move will alternately belong to one and the
otlier. The first player will have it at odd men, at 11, 9,

, 5, 8, and 1; the second player will have it at even men,

t 12, 10, 8, 6, 4, and 2; and theretore some error must
be committed, on one side or the other, before the move
ean be forced out of that direction.

To play over the games in this work, number the White
squares on your draught-board trom 1 to 82, and remember
that in our diagram the Black pieces always occupy the
tirat *welve squares. The abbreviadons are so obvious
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that they cannot need explanation; as B. for Black, W
for White, Var, for Variation, &c. Occasionally, stars (as-
terisks) are introduced, to point out the move causing the
loss of the game. The learner begins with the first gaire
and finding the leading move to be 11.15 (that is, from 11
w 15), knows that Black begins the game. The second
move 22.18 belongs to White, and the game is thus played
out; each party moving alternately. After finishing the
game, the player proceeds to examine the variations to
which he is referred by the letters and other directions
The numerous variations on some particular games, acd
the consequent necessity each tine of going through the
leading moves up to the point at which the variation arises,
willy probably, at first, occasion svme little fatigue; but
this will be soon forgotten in the speedy and decided im-
provement found to be derived from this course of study.
One of the minor advantages resulting from a numerous
budy of variations is, that, in tracing themn out, the leading
moves are so frequently repeated that they becowme indeli-
bly tixed in the wind of the player; who thus remembers
which moves are to be shunned as dangerous if not ruinous,
and which moves are to be adopted as equally sound and
scientiiic.

As 10 general advice relative to draught-playing, next to
nothing can be learnt from a volume of such instruction,
The various moues of opening will be seen by reference to
the accompanying examples. Among the tew general rules
that can be given you should bear in mind, that it is gen-
erally better to keep your men in the middle of the board,
thau to play them to the side squares, as, in the latter case,
one-half of their power is curtailed. And when you have
once guined an advantage in the number of your piecés
you increase the proportion by exchanges; but in forein,
them you must take care not to damage your pesition. ﬁ
you are a chess-player, you will do well to compare the
draughts in their mareh and mode of manauvring with the
Pawns at Chess; which, as well as the Bishops, or other
pieces, are seldom so strong on the side squares as in the
ceutre of the board. Accustom yourselt to play slow at
tirst, and, it a beginner, prefer playing with those who will
agree to allow an unconditional tine tor the consideration
of u ditlicult position, to those who rigidly exact the obsr -
ance of the strict law.  Never touch a nan without mov.
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Ing it, and do not permit the loss of a few games to ruffle
your temper, but rather let continued defeat act as an in-
centive to greater efforts both of study and practice. When
cne player is decidedly stronger than another, he should
give odds, to make the game equally interesting to both
parties. There must be a great disparity indeed if he can
¥ive A man, but it is very cormnon to give one man in 8
nbber of three games; that is, in one of the three games,
ne superior player engages to play with only 11 nen in-
stead of 12. Another description of odds consists in: giv-
ing the drawn games; that is, the superior player allows
the weaker party to reckon as won, all games he draws.
Never play with a better player without offering to take
such odds as he way choose to give. If you find yourself,
on the other hand, so superior to your adversary, that youn
feel no amusement in playing even, offer him odds, and
should he refuse, cease playing with him unless he will play
for a stake; the losing which, for a few games in succession,
will soon bring himn to his senses, and make him willing to
receive the odds you offer. Follow the rules of the game
most rigorously, and compel your antagonist to do the
same; without which, Draughts are wmere child’s play. If
you wish to iinprove, play with better players, in prefer-
ence to such as you can beat; and take every opportunity
of looking on when fine players are engaged. Never touch
the squares of the board with your finger, as some do, from
the supposition that it assists their powers of calculation,
and accustom yourself to play your move off-hand “when
‘you have once made up your mind: without hovering with
your fingers over thie board for a couple of minutes, to the
great annoyance of the lookers-on. While you play, do
_not fall into the vulgar habit of incessantly chatte: ing non-
sense; and show no impatience at your adversary, should
he be a little slow. Finally, bear in mind what mnay well
be termed the three golden rules to be observed in playi
gunes of calculation: Firstly, to avoid all boasting an
foud talking about your skill; secondly, to lose with good
temper ; and, thirdly, to win with silence and modesty.
Laws of the Game.—1. The first move of each game is to
be taken by the players in turn, whether the game be wor
or drawn. For the move in the first game at each sitting,
the players must cast or draw lots, as they must for the
wmen, which are, however, to be changed every game, se
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tha! each player shall use the black and white alternaiely.
Whoever gains the choice may either play first, or call upon
his adversary to do so.

2. You must not point over the board with your finger,
aor do any thing which may interrupt your adversary's
ull and continued view of the game.

8. At any part of the game you may adjust the men
sroperly on the squares, by previously intimating your in-
sention to your adversary. This in polite society is usually
done by saying *“ J’adoube.” But after they are so adjusted,
if you touch a man, it being your turn to play, you must
play him in one direction or other if practicable; and if
you move a man 8o far as to be in any part visible over the
angle of an open syuare, that move must be completed, al-
though by moving it to a ditferent square you might have
taken a piece, for the omission of which you incur hufling.
The rule is * touch and move.” No penalty, however, is
attached to your touching any mnan which cannot be
played.

4. In the case of your standing the huff, it is optional on
the part of your adyversary_ to take your capturing piece,
whether man or king, or to compel you to take the piece
or pieces of his, which you omitted by the huff. The ne-
cessity of this law is evident, when the young player is
shown that it is not unusual to sacrifice two or three men
in succession, for the power of making some decisive ** coup.”
Were this law different, the players might take the first
man so offered, and on the second’s being placed *“en
prise,”” might refuse to capture, and thus spoil the beauty
of the game (which consists in the brilliant results arisin
from scientific calculation), by quietly standing the huff.
It should be observed, however, that on the principle of
“touch and move,” the option ceases the moment the huff-
ing party has so far made his election as to touch the piece
he is entitled to remove. After a player entitled to huft
has moved without taking his adversary, he cannot remedy
the omission, unless his adversary should still neglect to
take cr to change the position of the piece concerned, and
80 leave the oppurtunity. It does not matter how long s
piece has remained ‘en prise,” it may at any titae either
be hauffed or the adversary be compelled to take it. Whew
several pieces are taken at one move, they must not be re
moved from the board until the capturing piece has arrive’
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at its destination; the opposite course may lead to disputes,
especially in Polish Draughts. The act of huffing is not
reckoned as a move, a *“ hutl and a move” go together

5. I, when it is your turn to play, you delay moving
above three minutes, your adversary inay require you te
play; and should you not move within five minutes after
being so called upon, you lose the game; which your ad-
He{asary is adjudged to have won, through your improper

elay.

6.) When you are in a situation to take on either of two
forward diagonals, you may take which way you please;
without regard (as in Polish Draughts) to the one capture
comprising greater force than the other. For example, i
one man is “en prise” one way and two another, you way
take either the one or the two, at your option.

7. During the game, neither party can leave the room
without mutual agreement; or the party so leaving for-
feits the game. Such a rule, however, could only be car-
ried out with certain limitations.

8. When, at the end of the game, a small degree of force
alone remains, the player appearing the stronger may be re-
quired to win the game in a certain number of moves; and,
if hie cannot do this, the game must be abandoned as drawn.
Suppose that three Black kings and two White kings were
the only pieces remaining on the board; the White insists
that his adversary shall win or relinquish the game as
drawn, after forty* moves (at most) have been played by
each player. The moves to be computed from that point
at which notice was given. If two kings remain opposed
to one king only, the moves must not exceed twenty on
each side. The number of moves once claimed, they are
uot to be exceedesd, even if one more would win the game.
A move, it should be observed, is not ccmplete until both
vides have played; therefore, twenty moves, so called, con-
sist of twenty on eack side. In giving the odds of *the
draw,” the gaine must, however, be played to a more ad-
vanced state than is requirea in any other case. When, in
such a game, the situations becotne so equal that no ad-
vantage can be taken, he who gives the draw shall not oc-
easion any unnecessary delay by uselessly repeating the
satue 1anouvres; but shall force his adversary cut of his

¢ We think half the number would be better.




DRAUGHTS. 121

strong position, or, after at most (wenty moves, lose the
game through its being declared drawn,

9. Bystanders are forbidden to make any remarks whate
ever relative to the game, until that game shall be played
out. Should the players be contending for a bet or stake,
and the spectator say any thing that can be construed into
the slightest approach to warning or intimation, that -spec-
tator shall pay all bets pending on the losing side, should
that side win which has received the intimation.

10. Should any dispute occur between the players, not
satisfuctorily determined by the printed rales, the question
must be mutually referred to a third party, whose decision
shall be considered final. Of course, should a player com-
mit any breach of the luws, and refuse to submit to the
penalty, his adversary is justified in claiming the gaine with-
out playing it out.

11. f?especting a false move, such as giving a common
man the move ot a king, or any other impropriety of the
saine sort, the law varies in ditferent. countries as to the
penalty to be exacted by the opposite party. We cannot
but suppose that such mistakes ave unintentional, and con-
sider it sufficient penalty, that in all such cases the piece
touched must be moved to whichever square the adversary
chooses ; or he has the option of allowing the filse move
to stand, it more to his advantage. Should the piece be
unable t¢ move at all, that part ~f the penalty cannot be
intlicted.

12. The rule (alnost universal with English Draughts) is
to play on the white squares. The exception (limited we
believe to Scctland) is to play on the dlack. When, there-
fore, players are pledged to a match, without any previous
agreement as to which squares are to be played on, whita
must be taken as the law. The color of the squares, ex
cepting so far as habit is concerned, makes no difference
In their relative position on the board. .

In all cases, a player refusing to take, to play, or to com-

Iy with any of the rules, loses the game. Ience the say.
g)g, % Whoever laaves the gae loges it.”
1
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EXAMPLES OF GAMES, FROM STURGES,

AME L 4, 8% +125.21 1.7 E
11.15 81.27 9.18 18.22 2.9
£2.18 24.20 1. 7 7.8 28.19
15.22 27.28 W. wins. 5.9 9.14
$5.18 8.11 | 8.7 25,28
8.11 Var, | 23.18 A. 9.18 1. 6
89.25 11, 8 9.14 7.10 82.28
4. 8 18.15 17.10 22.25C 8. oM
25.22 B. wins, 6.15 10.14 81.27
12.16 27.24 25.29 9.18
24.20 Var, 8.13 31.27 27.24
10.15 12.16 24.1¢ 29.25 18.17
27.24* 29.25 15.24 Drawn. 22.18
16.19 8.11 28.19 . 14.17
23.16 24.20 5.9 C. 28.18
15.19 10.15 18. 6 18.17 16.28
4 15 25.22 1.10 10.14 24.19
9.14 4. 8 82.28 17.21 W. wize
18. 9 21.17 8. 7 14.17

11.25 7.10 28.24 22.25 F.
82.27 17.14 10.14 17.22 6.10
5.14 10.17 81.26 25.29 28.24
27.22 22.18 14.18 22.26 5.9
6.10 15.22 Drawn 29.25 81.27
16.12 26.17 81.27 9.18
8.11 8.12A, B. W. wins. 22.18
28.24 27.24 25.21 18.17
25.29 8.7 10.14 D. 18. 9
80.25 80.25 17.10 28.19 17.22
29.22 7.10 6.15 9.14 9. ¢
26.17 24.19 B, 18. 6 25.22 22.26
11.16 10.14 2. 9 2. 6 6. 2
20.16 17.10 24.19 22.18 26.81
15.16 6.24 15.24 6.10 2.7
24.20 18. 6D, 28.19 ¢ 18. 9 10.14
18.27 1.10 E, 9.14 5.14 19.15
$1.24 28.19 19.15 13. 9 11.18
14.18 2. 6 11.27 14.17 20.11
16.11 81.26 G 20.11 9. 6 81.26
7.16 ‘11.15 1. 6 10.14 28.19
$0.11 20.11 82.28 6. 2 26.28
18.28 15.24 6. 9 17.22 24.20
1. 8 23.19 28.19 19.15 22.83
23.27 10.14 14.17 11.27 7.10
8. 4 26.22 21.14 20.11 82.27
27.81 6. 9 9.18 Drawn. 10.17

® These asterisks, wherever they oocur, denote the moves whie® asnge
the loss of the game,




20.16

23.19
W. wins,

A.
12.19
27.28

7.14
28. 1
W. wins,
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28 24 Var. 1
8.12
82.28
10.15
19.10
7.14
80.25
11.16
18.15
8.8
22.17
14.18
23.14
9.18
26.23

18 22
1{ B. wins,

Var. 1.

W, wins,

A.
1. 8
17.18
11.15
28.24

7.11

16.19
81.26
2. 6
17.18
12.16
25.21
18.28
Drawn.

GAME 2
11.15
22.18

|15.22

25.18
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B. wius,

14.17
21.14
10.26
81.22

80.25
10.14
25.21
18.17
22.18
6. 9
Drawn.

B.
1. 7
13. 6
28.27
81.24
10.15
19.10
12.19

28.24
14.18

HOYLE'S GAMES

B. wins.

11.15
22.18
15.22
25.18
8.11
29.25
4. 8
25.22
12.16
24.20

GAME 6.

10.1»
21.17
7.10
27.24
8.12
17.13
9.14
18. 9
5.14 ( Var
24.19{1 2,
15.24 8.
28.19
14.17
82.27
10.14

27 24 Var. 4

.7
80 25 Var. &

4 g:asssqzzs
cRBeReBERPR=E

133
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PRAUGHTS.
1. 8 B. Var. 4,
38.19 A, 27.18 22.18
16.28 16.19 1. 6
7. 9 82.27C 18. 9
5.14 5.9 5.14
24.19 20.16 19.15
15.24 11.20 11.18
28.19 18.11 20.11
11.15 10.15 12.16
82.28 22.17 27.24
15.24 8. 18.27
28.19 11. 8 24.20
8. 8 7.10 27.82
26.28 8. 8 81.27
14.17 9.14 82.28
22.18 8.8 26.12
17.22 14.21 17.22
wins, 8.11 11. 8
. 6. 9 14.18
B. wins, 8. 4
A, 18.28
C. 4. 8
28.18 22.17 D, 22.26
14,28 15.81 80.25
26.19 B, 24. 8 26.80
16.28 5.9 25.22
27.18 80.25 80.25
«0.14 81.26 22.17
8. 9 B. wins, 25.21
5.14 17.14
80.26 D. 21.17
12.16 26.28 14. 9
26.23 19.268 17.14
14.17 80.23 Drawn.
24.19 10.14
156 24 18. 9 Var, b.
20.12 5.14 23.18
17.26 23.19 1.
23.18 6.10 18. 9
8.10 82.27 5.14
B wins. B. wins. 26.22

B. wins.

Var, 6.
25.22%
9. 6 E.
2.9
18. 6
22.18
6. 2F.

LOSING GAME.

THie game, which is lively and amusing. may for vari.
oty’s snke be occasionally played. Although not ranked
as scientific, it has its niceties, and requires considerable

attention and inanagement.

125

14.17

17.14
29.26
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The player who first gets rid of all his men wins the
gamne. Your constant object therefore is to force your ad-
versary to take as many pieces as possible, and to compel
him to make kings, which is accomplished by opening your
game freely, especially the back squares. Huffing, and the
sther rules, apply equally to this gawne.

ORITIOAL POSITIONS, TO BE WON OR LRAWN BY BOIENTIFIO
PLAY.
*.* Throughout these Critical Situations, the White are
suppesed to have occupied the lower half of the board*
their men are, consequently, moving upwards.

~ No. 1. No. 2.
White to move and win.® White to move and win,

N N HE M
BN Eem

No. 8. No. 4.
White to move and draw.t Fither to move, W. win,

@ 'This sitnation occurs in & great number of games, and ought to be well
understood.
+ This situation often occurs when each player has equal men on differens
ts of the toard; Black, Fcwever, not being able to extricate those men,
becomes a draw
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No. 5. No. 6.

WAdte to move and win. White to move and draw.®
No. 7. No. 8.

Kither to move, B. win.t White to move and win,

No. 9. No. 10.
White to move and win, Black to move and win,

‘This situation, thongh apparently simps, should be noted.
‘White loses through being unable o keep the command of syuar~ 9
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No. 11. No. 12.
’Mtuomumdmb White to move and drase,
No. 18. No. 14.
White to move and win. White to move and win.

No. 15. No. 16.
B to move, W. to win.® White to move and win.

* 8imilar endings, often nccur.
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TWELVE ORIGINAL ORITIOAL POSITIONSy BY B. MALTIN,

No. 1. No. 2.

White to move and win. White to move and win
No. 8. No. 4.

" White to move and win. White to move and win.

NalN
IH E°E°*m

No. 5. No. 6.
White to moce and win, White to move and draso,



No. 9.
Wbte to move and win,

No. 11.

Whits to move and win,

H.lE =

H E°E°’'E

> ¢
#oinle B9 MO umd i,

Fo. 10,
Whiis o move and Wi

No. 12,
Whits to move and

-
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BOLUTIONS OF THE FOREGOING ORITICA, POSITIONS,

No. 1.
27.82
28.24
28 18
24 28A
18.15
25.24

SOLUTI)NS OF

No. 1.
10. 6

1.10
82.27
$3.8%

27.28
8. 8
28.18
8.8
18.15

No. 2.
80.26
27.28
19.15 .

See No. 1.

No. 8.
7.10
9.18

10.14

18. 9

14.10

No. 4.
27.28
25.29

80.16
12.19
2. 6

W. wirs.

MR,

23.18
29.25
26.80

No. 5.
24.19
15.24

21.80
6.9

11.15
27.81
20.24
82.27
15.19
27.20
28.82

No. 8.
82.27
28.82
27.24
19.28
26.28

15.18
24.19

No. 10.
12.16
24.20
15.10
20.11
10. 1
11. 7

No. 11.
26 28
82.28
27.82
28.24

82.28

24.20
28.19
20.24
19.15

24.27
15.18

8.8
18.15

8.12
28.82
27.24
15.11
24.28
82.27
28.82
27.24
82.28
24.19
28.82
11.16
82.28
15.18
28.82
18.28
82.28
28.27
28.82
19.28
82.28

See No. 1.

No. 12.
15.11
8.8
10.15
8. 8
15.19
12. 8

No. 18.
18.22
17.26
27.81

No. 14
26.22
12.19
22.15
10.28
20.16
23.27
25.21
17.22
21.17
27.82
17.14

No. 16
17.22
18 25
27.28

MARTIN'S 12 ORITIOAL POSITIONS,

No. 2.
15.11

8.15
24.20
15.24

20.18
17.21
18.22
1. 5
10. 6

5.9
6.1
9.18
1. 6
21.17

22.18
17.21
6.10
18 17
1€ 23
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17.28 | 80.98 15.18 19.24 | No.lo. | 18.19
10.14 | 15.22 22.26 20.27 15.11 8. 4
22.25 | W. wins. | 81.22 11.16 8.15 19.24
23.26 28.82 12.18 80.95 | o
25.20 | No.5. 18.27 17.18 21.80 - Wins
26.80 | 19.16 33.28 10.17 20.16

W. wins. | 12.19 Draw. 18.15 1219 | nog0

15.10 . 23.16
No. 8. 8.15 | No.7. |W-Wins. | 35598 e
26.22 14.10 24.27 27. 2 5‘ 1

17 26 7.23 81.24 . *
No. 9. | W. wins. 17.26
19.16 27.18 13.17 9. 6 o7.94

iy | 2027 | 2218 :
110 | yo g | 20.27

o402 | 82,7 | 16019
W.wios.| 8.10 |; 2415 | 3026 gig | 17
18. 4 7.0 | 2180 | 46Ty 8.10
No.4. |W.wins. | 15. 6 | 24.20 7.6 | 18.16
19.28 | W. wins. | 30-28 | goiqp | 11.18
26.10 | No.6 N I O B I T T 1.6
6.15 | 19.24 | No.8. wih | uls | ot

18,6 | 11.15 2.7 . 15.19 .
1.86 24.28 8.10 |W, wins. 23..6 |W. wina

POLISH DRAUGHTS.

Tms variety is played with a table divided mta npe
bundred squares, fifty of each color, and with forty courters
(called indifferently either pieces, pawns, or men), oue-
half black and the other white, each player having twenty
of one color. (In Germany, however, Polish Draughts is
uwow frequently played on the ordinary board, with tLe
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asual complement of twenty-four pleces.) The cournters
are moved torwards, as in the English gaine, and upoc the
same system, namely, obliquely from square to square ; but
in taking, they inove in the Polish gnme either backwards
or forwards. The kings,* too, have the privilege of passing
over several squares, and even the whole length of the
diagonal, when the passage is free, at one move, whick
vastly adds to the amount of comnbinations.

It is usual Lotd in France and England to arinnge the
counters on the white squares; but they may by con ent
be placed on the black. The color adopted is & matter of
inditference, excepting that the bLlack pieces are not s.en
quite so well on their own color as the white on theirs.

The table is so placed, that each of the players has ¢
double corner of the color played on, to his right, viz.,
the squares numbered 45 and 50. The board, in first pla.
ocing the pieces, is divided into two portions: that occupied
by the Dblack counters, comprising the twenty squares,
from 1 to 20, and that occupied Ly the white, comprising
those numbered from 81 to 50, leaving between them two
rows of squares unoccupied, upon which the first moves
take place.

The laws which regulate the Englisii game are with a
few addirions equally appiicable to the Folish. We have
therefore merely to give the dire~tions tor playing, and the
two or three additional rules whicih belong . peculiarly to
this variety.

The march of the pawn, as already cbscrved, is the same
as in the English game, with this additioa, thai when thers
are pieces en prise (but not else) the taking pawn ay
move backwards. Thus, White having a pawr av 26, and
Black unsupported pawns at 20, 9, 8, 17, 27, 38, and 89,
White having the move would take them all, and tinish at
quare 34. It will be observed that in this coup White

usses a crowning square at 8, but he does not theretore

ecote entitled to be made a king, nor has he the optior
ot stopping en route, but must go on to the termination w
his move at 84 or be hutted.

The piece which captures, whether pawn or king, can

* In the Polish game, aimost the only one played on the Continent, the
erowned piece is called 8 queen, instead of king.  [ndeed the common namne
for i .raughts 13 Duwmen (women), it follows thereforn naturally that the
principal piece shoalu be & queen.
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not in the conrse of*one coup repass any covered square
which it has leaped over, but must halt behind thut piece
which, but for this restriction, would be ‘en prise. For
-example, suppose White to have a pawn upon 22, 22. 88
and 87, with a king at 43, and Black a pawn at 8, 4, 9, anv
19, with kings at 10 and 13. The black queen at 13 takes
the. four pawns’ 22, 87, 43, and 83, and must stop at 28,
which he would have to touch in preparing to take 32, but
is prohibited from guing to square 3®in consequence of
having passed over it before. A square which is vacant
. inay be passed or repassed several times in the course of
one coup, provided no piece is passed over a second time.
[t is the intricacy of such moves which renders the rule
imperative that the pieces taken be not removed till the
capturing pawn is at its destination or “en repos.” The
white pawn at 82 then takes the black pawn jeopardized
at 28, as well as the pieces at 19 and 10, making a king.

As regards huffing at this gawme, the player is bound to
take the greatest number of pieces where he has the choice,
notwithstanding the smaller nuinber may be most to his
advantage; and failing to do so, he may be hutfed or com-
pelled to take at the option of his adversary. Thus if on
the oue hand there are three pawns en prise, and on tle
other two kings, you are compelled to take the pawns, but
were there oﬁy two pawns instead of three, you must
take the kings, as being of greatest value. When pieces,
at the option of mking, are numerically and intrinsically
tne same, you may take which you please. The rule re-
sulves itself into this, that you are controlled by numerical
value, excepting when the numbers ar equal, and then by
the actual value of the pieces.

Kings are made in the same mauner as in the English
game. It has already been said that you cannot claim to
have your pawn crowned if it touches a king's square
morely in its passage over it en coup. Good players, when
they cannot prevent the adversary from reaching a king's
square, commonly endeavor to lead him out again by pla-
eing a man or two in take, so as to disentitle him from be--
ing crowned. Indeed, it is sometimes good play to sacri-
fice three men, cither for the object of gaining or capturng
a king, especially towards the end of the gamne. when he ¥
of the greatest importance, much greater in proportion thas
at the English game.
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The movement of the king is the great featurein this
game, and in corp he may accomplish more angles on the
draught-board than a billiard-ball can be made to perforin,
even in the hands of a Kentfield. He has the privilege ot
traversing the board from one extremity to the other (if
the line be unoccupied) or of halting on any of the inter-
mediate squares, like the bishop at chess. Thus, if ke stand
at 28, he may move anywhere on the line between & and
46, or between 6 and 50, but he can only wmove on one
line at a time, unless there are pieces en prise, and then he

- may move diagonally all over the board, in which respect
he has an advantage over the bishop at chess. For ex-
ample, place isolated black pawns or kings at 87, 17, 20,
80, 40, and a white king at 48. He will take all the -
pieces, by touching at the following squares, viz., 26, 8,
25, 84, and 45, where he rests; which squares, it will be
perceived, though not close to the pieces, are within the
angles. Indeed, it is possible so to place the pieces that
a single king might capture a dozen in rotation. The fol.
lowing example is a case in which 19 may be taken at one
coup. Place a white king at 45, and he may take all the
intervening pieces, by touching at the following squares,
viz. 29, 18, 4, 15, 29, 38, 27, 18, 7, 16, 27, 86, 47, 28, 49, 85,
24, 13, and 2, where he rests. The player who mnay wish
to try this experiment, will have to place the pieces on
squares 8, 9, 10, 11, 12, 19, 20, 21, 22, 23, 80, 31, 32, 88,
84, 41, 42, 43, 4.

Between equal and skilful players the game would of
necessity be ‘‘drawn” in many positions, when the un-
initiated would lose ; it is ditticult therefoze to define what
are drawn games, but one or two of the simplest may be
instanced. Suppose that at the end of the game one
party, say White, has a king on the great central line, be-
tween Nos. 5 and 46, and Black has two or even three
kings, the game is drawn, as White cannot be driven from
his hold, or captured, if he play correctly, and tukes care
to keep on the other side of a trap; thus, if he finds
White preparing to get his pieces at 387, 38, and 49, he
must be between 5 and 28, and vice versd, that is, always
on the adversary’s unfortitied or weak side. But when
the single king dues not occupy the central line, there are
many ways of winning, especially against an inferior
player; “ut as these cannot be forced, the game iuust be
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eonsidered drawn after 15 moves, and this ri le holds good
although the stronger party may have given odds. Should
the odds, however, consist in ceding the draw as a

won, then twenty moves may be claimed by the party giv-
ing such odds.

When at the conclusiun of a game, a player, who has otly
one king, offers to his adversary, who has a king and twe
met, or two kings and a man, to crown his two men, or the
man, for the purpose of counting the limited moves, the
latter is obliged to accept the offer, otherwise the foriner
can leave the game as a draw.

When onie party at the end of a game has a king and a
man against three kings, the best way is to sacritice the
man as soon as possible, because the game is more easily
defended with the king alone. ’

In Polish Draughts especially it is by exchanges that
good players parry strokes and prepare themn ; if the gaine
is embarrassed, they open it by giving wan for man, or
two for two. If a dangerous stroke is in preparation, they
avoid it by exchanging man for man. If it is requisite to
strengthen the weak side of your game, it may be man-
aged by exchanging. If you wish to acquire the move,
or an advantageous position, a well-managed exchange will
produce it. Finally, it is by exchanges that one man fre-
quently keeps many confined, and that the gaine is event-
ually won.

When two men of one color are so placed that there is
an empty square behind each and a vacant square be-
tween them, where his adversary can place himself, it is
called a lunette, and this is much more likely to occur in
the Polish than the English game. In this position one of
the men must necessarily be taken, because they cannot
both be played, nor escape at the same time. The lunette
frequently offers several men to be taken on both sides.
As it is most frequently a snare laid by a skiltul player, it
must be regaraed with suspicion ; for it is not to be su
posed that the adversary, if he be a practised player, woul
expose himselt to lose one or more men for nothing. There-
fore, before entering the lunette look at your adversary’s
position, acd then calculate what you yourself would do in
a similar game.

Towirds the end of a game when there are but few
pawns left on the board, concentrate thewn as soon as poe
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gl:ﬁ. At that period of the game the slightest error is

T 1o king is sv powertul a piece, that one, two, or three
awns may be advantageously sacrificed to obtain him.
ut in doing so it is necessary to note the future prospeota

of his reign. Be certain that he will be in safety, and oc-
cupy a position that may enable himn to retake an equivalent
for the pawns sacriﬁoet{ without danger to himself. An
expert player will endeavor to snare the king as svon us lie
is made, by placing 8 pawn in his way, so as to cause lis
being retaken.

A GAME OF POLISH DRAUGHTS.

WHITE. BLAOK. WHITE. BLAOK.
82 to 28 20 to 25 45 to 40 15 to 20
87 to 82 14 to 20 80 to 26 2t0 7
41 10 87 10 to 14 25 to 14 9 to 20
81 w 27 17 to 21 (taking 20)  (taking 14)
87 to 81 21 to 26 40 to 84 20 to 26
42 to 87 4t 10 83 to 29 24 to 38
47 to 42 20 to 24 (taking 29)
28 to 22 14 to 20 28 to 89 12 10 17
83 to 28 10 to 14 (taking 33)
84 to 80 25 to 84 46 to 41 17 to 28
(taking 80) (taking 22)
89 to 80 20 to 25 4 to 29 23 tu 84
(taking 84) (taking 29)
44 10 89 25 to 84 82 to 14 8to12
(taking 80) | (tak.28 & 19)

40 to 20 14 to 26 89 to 80 25 to 84
(tak. 84 & 24)  (taking 20) | (taking 34) (taking 80)
85 to 80 26 to 84 27 to 22 18 to 27

(taking 80) (taking 22)
%9 t0 80 18 to 28 81 to 22 8to 9
(laking 34) (taking 27)

45 to 40 15 to 20 l4tc 8 12 to 17
40 to 85 12 to 18 | (crn'd, tak. 9)

43 to 89 Tto12 8 to 21 26 to 28
89 to 83 20 to 24 (taking 17)  (tak. 21 & 29
49 to 43 5t 10 86 to 81 712
50 1 45 10 tv 15 81 to 27 12t 18

12*
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WHITE. BLACK. WRITR. BLACE
41 to 86 11 to 17 89 to 34 21 to 27
27 to 22 18 to 27 84 to 29 18 to 18
(taking 22) | 29 to 24 27 to 81
87 to 82 28 to 87 86 to 27 22 to 81
{taking 82) | (tsking 81)  (taking 27)
42 to 11 6 to 17 24 to 20 81 to 87
Raking 37, 27, (taking 11) 20 to 14 87 to 41
& 17) 14to 9 41 to 47
88 to 88 17 to 22 (s King)
438 to 89 84 to 43 9to 4 47 to 16
(taking 39) (a King) (taking 38!
48 to 39 16 to 21 4 to 36
(taking 43) (taking 18)

Drawn, each player remaining with a King and Pawn

e o &

Bagatelle Gumes,

Tue following games are played on a board, which is
usually from six to ten feet in length, and from one foot
nine inches to three feet wide, lined with green cloth; a
slip of thin wood being placed round the inside of its upper
end, to form a semicircle.

There are nine cups let in level with the cloth, numbered
one to nine, into which the balls are to be driven in play-
ing the two first-mentioned games. (Bagatelle and Sans

There is also a bridge with small arches likewise num-
bered from 1 to 9, and through which the balls are to be
Iriven in playing the two last-mentioned gamnes (Mississippt
snd Trou Madame) when the cups are not used. -

There are likewise two small cushions placed against the
sides, to be used in the game of Mississippi; or instead of
these the boards are sometimes stuffed -round the sides.

Bagatelle.—Any number of players may join in this
gamne, and use either the mace or cue as may be agreed.

Each player strikes a ball up the board, and whoever
gets the highest nuiaber is entitled to the lead, and takes
possession of the nine balls. - -
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"he black ball (which counts for double) is placed on
vay white spot in front of the holes, at the beginning of
svery round, and must, in the first instance, be struck by
one of the uther balls before there can be any score.

The striker’s ball must be placed on the white spus neare
est the other end of the board, and is to be struck with
the mace or cue at the black ball, the object being to put
it into vne of the holes. The rest of the balls are to be

layed up in the same manner, either at the outstanding
galls, or for the holes.

Any number of ronnds may be played for the game, as
may be agreed upon at its commmencement.

The player who obtains the greatest number—counting
the holes into which he puts the balls, according to the
figures marked within them—wins the gane.

The holes aiong the edges of the beard are for the pur-
pose of marking the game.

Any ball that rebounds beyond the centre, or that is
drive‘il off the board, cannot be used again during tlLat
round.

8ans Egal.—This is played by two persons.

The player who leads, which is decided as in bagatelle,
chooses four balls of either color, and places the black ball
on the mark in front of the holes, and begins by striking
one of his balls up the board.

The other player then strikes one of his balls in the
samne manner, and so on alternately.

He that holes the black bali counts it towards his game,
and also all that he may hole of his own color.

If a player should hole any of his adversary’s balls, it
oounts for the owner of the balls,

The player who makes the greatest number of points in
vach round, takes the lead in the next. The game is 21,
i 81, aceording to the arrangement between the players,

JMisvisrippi.—Place the bridge close up to the circle, and
she smull cushions against the sides.

Each player is then to strike one ball through the bridge,
and he who gets the highest nuinber has the lead, and
plays the nine balls in succession,

All balls .nust strike one of the cushions, previous to
entering the bridge, vtherwise the nummber reckons for the
sdversary,



140 HOUYLE'S GAMES,

The game to consist of as many points as may be agreed
on at its commencetnent.

Trou Madame.—This is played in the same way as the
reveding game, except that the balls are played struigh
ﬁmn the end of the board through the bridge.

——— e

Punkee Hotion Cards.

beLEvING that a settled prejudice exists with a large
class of the community against the old-fashioned cards
the publisher has issued an entirely new style, to the intro-
duction of which into every family circle there cannot pos-
sibly be the least objection.

These cards, and the games adapted to them, are calcu-
lated to discipline and exercise the mind; imparti..g the
utmost quickness and facility in the calculation and com-
bination of figures; accomphshmg, under the charin of
amusement, the objects sought in thestudy of mathematics —
namely, the strengthening of the mind, and the improve-
ment of the memory.

The new cards have been spoken of by the New York
Commercial Advertiser in the following language: “ We
ure glad to see something in the way of domestic games,
and social amusement, that we can recominend, not only
for its scientific and instructive character, but for its good
moral influence.”

The publisher, being determined that these cards shall be
within the reach of all classes, has fixed the standard price
at Twenty-five Cents per pack.

Office of publication, 98 Nassau Street, New York.

General Explanations.—There are Fifty Cards in each
yack.

They are composed of five different suits, viz.: Faces
Flags, Eagles, Stars, and Shields.

Lacln suit contains ten cards, Nos. 1,2,8,4,5,6,7,8

Clas.m ~—The fifty cards are again divided into two gen-
oral Classes The first Class, being the * Upper Ten,” is
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Pictorial, and is called Fuces, or Faced cards. The second

Ulass, being the Lower Forty, is plain, and embraces the

ather four suits, Flags, Eagles, Stars, and Shields, This

slas: is calied Figures, or Figured cards.
Graces.—The Zeros are called Graces, arnd sometimes

dmply Z’s.
he Faces.—1. Is Mrs. Sally Smith, John’s wife,

2. Is the Baby.

. Is an Old Maid.

. Is an Old Bachelor.

Is *“ Sweet Seventeen,” ready for an offer.

. Is the Parson, also ready for duty.

. Is Ruth, the Quakeress.

. Is Ezekiel, Ruth’s husband,

. Is the Watchman.

. Is the original John Smith. The only cor-
rect likeness ever taken. >
Phe Deal.—The deal will always pass to the Elder Hand,

and so on in regular rotation. Unless otherwise agreed
on, the lowest card will always entitle to deal. Z’s are
lowest.

Cutting.—Cut on the right, and deal and play on the
left, in all the gaines,

Elder Hand.—The Elder Hand is the player sitting next
to the dealer on his left.

Following the Lead—TIs to play a card of the same suit
a8 the card led.

Pool—TIs a certain number of counters agreed upon, put
up equally by the players as a stake to be played for, and
to be taken by the winner according to the rules cf the

1ne.
gaA Book—Is a certain nuwmber of tricks taken, and all

«ticks over such number will count (generally one point

sach) for game.

Counters.—Many things will serve for counters, as kei -
pels of corn or cotfee, or old cards cut up. For those who
prefer something better, the publisher of these cards has
provided an ample supply at a small expense.

Tulon.—The balance of the pack.

Remarks.—Should questions or difficulties arise, not ex-
plained or provided for in the ganes, let the players mu-
tually agree upon suine reasonable rule of decision or solu-
uon, or refer the matter to sume skilful and disinterested

OISO
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K:rty. A ruce is the most important thing, and even i” W
not the best, ye, if it is equally fair for both parties, it
matters very little.

ety @ et

Tilters.

Tms is a superior game, easily understood, and greatl
admired, especially by ladies and gentlenen, as a four
handed game.

Played by two, three, or four persons, but best by two,
or by four as partners.

Rank or value of the cards.—In each suit the Z is
highest ; then the 9, 8, 7, &c., to 1, which is lowest.

Trumps.—The highest suit is trumps.

Tilters.—Next, inferior to trumps, and superior to all
other cards, are the Faces, which in this game are called
Tilters. In playing the cards, the 7'ilters ditfer in no re-
spect from trumps, except that they are inferior to them
in the same sepse that all other cards (except trumps) are
inferior to Tilters: that is to say, the lowest (or any other)
card of trumps will take the Aighest (or any other) card ci
Tilters; and so the lowest T4lter will take the highest
card of any other suit.

Object of the Game—Is to win, by tricks and Tilters
a certain number of points, as follows:

When twoplay . . . . . . . . 10 points.
When threeplay. . . . . . . . 16 ¢
When fourplay . . . . . . . . 20 ¢

Dealing.—When either two or three persons play, dea
18 cards, one at a time, to each player. And when fow o
play, deal 12 cards to cuch player, as directed in the g
of “Jolin Swmith.” .

Turning trump.—The dealer will turn for trump the
first card dealt to himself (instead of the last). If thi
eard chance to be a tilter, he will proceed with the deal-
ing, and turn the second card falling to himself; and so he
will continue dealing and turning until he shall turn for
himself a figured card ; and the tirst figured card turned
shal’ Ye the trump for that gune.

Directions for playing.—The elder hand will play fist
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orlead. A trick will contain as many cards as there are
piayers. The highest card, in rank, will always take the
trick. The one who takes the trick will lead next. Youn
must follow the suit led if Iyou have it; if you have it
not, then play what you please, with the following ex-
ception :

Tilters.—When tilters lead, you muss ylay trumps if you
have no tilters, and vice versa ; when trumps lead, you must
play tilters it you have no trumps. If you have neither
then play what you please.

The last two cards must be played between the dealer
and elder hand, as in the game of John Smith.

Counting Game.— W hen either two or four play, six tricks
make a book.

When three play, four tricks make a book.

Tricks.—Ench trick taken, after getting a book, counta
one point towards gune.

Tilters.—-Eunch tilter (irrespective of its value) also
counts one point to the winner thereof.

Either party, or any player, having only one point to
make on a new deal, cannot count tilters, but must count
out by winning the odd (or Tth) trick.

In other cases, the party who first makes the requisite
number of points, whether by tilters, or tricks, or both,
wins the game.

ol Smith,

Prayep by four persons as partners.
The object of the Game—Is to win 20 points, to be
made as follows :

1. John Smith, whether saved, or won, . . . & pta.
2. Tricks, first odd or Tth trick, . . . . . . B¢
8. Faces, most by addition, . . . . . . . &8¢
4. @races, one each to the winner, . . . . . 1

Explanations of the Above.

1. John Smith. His rank.—This card is the faced Z.
He is saperior to, and will take any other card save a
tramp—with the following peculiar exception, to wit :
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Mrs. Smith (Sally, John's wife), is the faced aca, and
shoays captivates and takes poor John against all opposi-
tion whenever she fulls in the same trick with him. No
trump can prevent her securing her prize. In her hus-
band’s presence (in the same trick) she is superior to John
and all other cards, and takes the trick. Separate frow
him she is the lowest and humblest of the Faces. On the
contrary, John in her presence is nobody, but away from
her ho ws the highest Face, or A No. 1.

John will count five points to the holder in all cases, no
matter who wins him (and any trump can win him), ez
cept when captured by his wife as above stated, and then
lI:e will count five points for the party that wins him by

er.

2. Tricks.—Six tricks make “a book.” Seven tricks
will count five puints, eight six points, and so on, each
trick after the seventh counting one additional point. The
card that ranks the highest will always take the trick.

8. Fuaces.—The sum total of the faces (as of the other
mits) is 45 :—28, or more, being the largest half by addi-
Jon, will enable the winner to score five points. .

4. @Qraces.—The four figured Z’s are called graces, and
will count one point each to the party winning them, no
matter who may hold and play them.

In this game the faced Z is not reckoned as a grace, but
as John Smith, as above explained.

Rank or value of the cards.—Trumps are the highest
suit. and are superior to faces and all other cards.

Faces are the next highest suit, inferior to trmnps, but
superior to all other cards.

The highest card in each suit (with the peculiar excep-
tion and explanations relative to John and Sally) is the
grace, or Z. Next below the grace is the 9, 8, 7, &c., the
ace or 1 being the lowest.

Dvirections for playing.—Dealing.—Deal 12 cards, one
at a time, to each player. The dealer will then give the
49th (the one next to the last) card to the elder hand, and
retain the 50th (or last) card for himself.

The elder hand is entitled to the next deal.

Turning trump.—As faces are never to be trumps in
this game, the dealer will turn his first card for trumps as
in the game of 7%iters.

Following the leud.—The elder hand will lead or play
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first, Afterwards, the player who takes the t-ick will
slways lead. Any card of any suit may be led, and the
next player must follow the suit led in all cases, if he hus
it. If he has it not, he may play what he likes.

Facing.—Playing a face, when you cannot follow the
Jead, is called facing. The face being inferior to trumps is
li:zble to be trumper! (if trumps are not all out), and so both
the face and tlhe trick to be lost. If you think you can
win five points by fuees, then omit no opportunity to save
them by facing, especially the highest.

Playing Mrs. Smith.—The position of Mrs. Smith in
this game is one of anxiety (to catch John, thinking himn
perhaps in doubtful company). and the position of John
is one of dread (fearing that he will be caught, and pos-
sibly ** Cuudled™).

alling for John.—Accordingly the holder of Mrs,
Smith will anxiously watch for the first opportunity to get
the lead and call for her man John, tor when sAs culls, John
must go. . .
She may say:
“ Come forth, Great John
Thou Paragon !
My voice I'm sure you know I"
He may reply :
“1 know that voicel
I've got no choice!
It’s hard, but I must go I”

Mrs. Sinith cannot force John ont except when she leads,
and calls tor him.  For if she omit or torget to call, John
is not obliged to go.

But it Johu ventures out, Sally may fullow at his heels
and nab him.

Dlaying John Smith.—Knowing his dangeruis position,
the holder of John will also anxiously watch fer the first
opportunity to save him.

}f the same player hLold both John and Sally, he is of
ocourse sure to count (five points for) John. Mrs. Smith,
in that case, is worth even less than any other face, for
even if saved she would count but vne towards the largest
half of the faces. She may however succeed in winning a
tiick by fucing.

Tricks.—After 12 tricks have been played, taken, and
scured. the dealer and elder hand will play the two remain-

18
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ing cards between themselves, and he will lead whose turs
(or the turn of whose party) it is tc lead.

Counting out.—The two parties will count out in the
following order, that is, the party who can count 20 points
by aid of John Smith, will win the game over the party
who may also be able to count out by tricks, faces, cr
graces. And the party who can count out by tricks will
win the gamne over the party who may also be able to count
out by fuaces or graces; and so on.

Graces.—Save them as early as possible, or they will
probably be trumped and lost.

Quien Sabe.”

A snort and lively game, especially interesting to gentle-
mer.

Played with counters; and by any number of persons.

Dealing.—Deal six cards to each player, three at a
time. -

Object of the Game.—The object of the game is to win
pool by calling the Quien Sade number.

The Q. 8. Number (or briefly, the Q. 8.) is 20 when two
play—80 when three play—und, generally, it is a number
equal to ten times the nuber of persons playing. And it
is made by the addition of all the cards played, including
both sights and blinds.

Playing the Game.—Sight-cards.—Each player in his
turn must first play to the table one card tace up—making
one sight «ard for each player.

Blind (urds.—After one round of sights, the players will
eontinue t. play on in rotation, one card at & time, face
down upon the table, called dlinds. And they will thus ge
on playing dlinds, until some one tries ** Quien Sabe,” or,
¢7 call”

& Quien Sube”—Mode of calling.-—The player of the
ast hlind always has the first right to call Quien Sabe.
But i he dves not venture to call, then he must say, ]

* Pronounced Kin Survy (without rounding u e letter 7). It is Span-

Ish or Mexican for ¢ Who Knmox " meaning—* I don't know ;"—or in this
oas>--Who kuows bus there may be 20, 30, &.?
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pass,” and the other players, each in his turn, will huve the
night to call, and must either call or pass, on the others
blind. It no one calls, then the next person on the left of
the player of the last dlind will play another dlind, and ae
hie plays it, say as before either ** Quien Sabe,” or “1 pass.”
Every player has the right of calling, in his turn, on every
blindy played.

The sum total of the sights played must never reach
within ten of the Q. S. number (the vbvious consequence
of which must be that the next player, by playing 9 or

can win the pool); and any player, so playing as to
produce that result, must lose his right to the pool or any
part thereof, and there must be a new deal.

Effect of calling Quien Sabe—or Winning.—The person
who calls Q. S. must turn up all the dlinds, and add them
and the sights together; and if the sumn total is less than
the Quien Sabe number, then the caller must pay to each
player the ditference below, or what the sumn lacks of
the Q. S. number. But if the sum overruns the Q. 8.,
then he will be entitled to win and collect from each
player the excess or difference above Q. S. In other words,
the caller pays all under the Q. 8. to each, and wins all
over Q. 5. trom each player. This ends the gane.

Pool.—In commencing the game, the players must put up
one counter each for a pool.

And when Q. S. is called, if the cards added are less than
the Q. S. nuinber, the caller pays forfeit as above stated,
and the pool not only remains for the next deal, but the

layers must each put into it one more counter, thus doub-
gng the original pvol. And so on, adding one counter each
to the pool as often as the cards fall below the Q. S. nuin-
oer, when Q. 8. is called.

But when the cards exceed the Q. 8., then the caller not
only wins as above stated from each player, but he alss
takes the peol

And if he is lucky enough to hit exactly the Q. S. numn-
ber, then he wins from each player twice (or three or four
timclas if previously agreed upon) the amount that is in the

V01,

r Variation.—Instead cf playing the game with connters
the players may score their respective winnings with peuci
and paper, and the one who scores a lirandred (or whatever
number is agreed on) first, will win.



148 HOYLE'S GAMEFS,

Another Variation.—The players may also agree thar
any caller who succeeds in winning 10, 15, or 20, from eact
player when he calls “ Q. 8.” shall win double, treble, o
quadraple, as may be agreed on.

Dick-Fick,

Tue game has been greatly admired, both by gentlemen

nd ladies, and cannot fail to please.

Played by two persons, or by four as partners; and may
be played by three, or even by five or six persons.

iscard—From the pack all the 2’s, 8’s, 4's, 5’s, and 6,
except the faces, which are all to be retained. The game is
played with the remaining 80 cards.

ank or value of cards.— Trumps are the highest suit.

Fuces.—The next highest suit, inferior to trumps, but sa-
perior to all other cards, are the faces.

Zeros and Aces —The highest curd in each suit is the Z,
then the 9, 8, and 7, which is the lowest card of the suit.
To this there is the following peculiar exception :

The Champ or Champion.—The ace of trumps is the
highest of all single cards, and is called The Champ or
Champion. . :

The Filly or Fillibuster.—The next highest card, always
second to the champ, is the Filly, or Fillibuster, thus:—1If
Flags are trumps the ace of Flags is the champ, and the ace
of Stars is the Filly ; and vice versa, if Stars are trumpe
then the ace of Stars is the champ, and the ace of Flags is
the Filly. But if Engles are trumps then the ace of Eagles
8 the champ, and the ace of Shields is the Filly ; and nicy
versa, if Shields are trumps, then the ace of Shields is the
champ, and the ace of Eagles the Fiily.

The filly is therefore superior to every card except the
shamp. And next after the filly will come the Z of trumnps,
then the 9, 8, and 7 of trumps. And next after the 7 of
srumps will come the Z, 9, 8, 7, &c., to the 1 of faces. So
that in every deal, of the four figured aces, two of them
~ill be the highest cards out, and two of them the lowest.

Dealing.—Deal five cards tc each player, first two cards
4t a time, and then three.
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Turning trump.—Then turn up the next card for trump,
I the card so turned proves to be a face, lay it aside and
turr. up another, and still again, if necessary; for faces are
never to be trumps.

Dealer’s discard.—It is the dealer's privilege to take
up any or all of the fuces turned, and discard an eqasl
number from his hand. This he must do, it at all, imnme-
diately after dealing, and before the play begins.

Making trump.—The suit tnrned up for trump is not
necessurily the trump for the game. But the trump mus$
ba decided in the following mnanner:

Ordering up.—Immediately atter the dealer has finished
dealing (and discarding, it he has any discarding to do), he
must call on the elder hand first (and upon the others in regu-
lar rotation) either to order up, or to pass. To order up is to
require the dealer to discard any one card he pleases from
his hand (in addition to any, if any, that he may have
already discarded) and replace it with the card turned up
as trump. And when thus ordered up, it is decided that
the suit turned shall be trumps for that game, And the
player who orders up is said make the trump. :

Passing—1t the elder hand does not hold cards of suffi-
cient value to justify ordering up, then he must pass, and
the player next on his left must, in like manner, either
order up or pass,

Thus the first turn will go round until it comes to the
Jealer, who may also take up the trump and discard (doing of
his own will what he might have been ordered to dv), it he
Lolds cards to justify the act. But if not, then he must
turn the card down, which means that the dealer also passes.

Assisting.— When four play, the dealer’s partner, instead
of saying **J order up,” must say, “J assist,” which is
much the same thing.

Muking a new trump.—After it has gone round once
(no one veuturng to order up, assist, or take up), it be-
Joines the elder hand’s tirst tarn to make a trump. And
it i8 his privilege to make any of the four figured suits trumnp
at his pleasure, except the one turned down, which cannot
be ada trump atter it has been turned down,

It the elder hand dare not make a trump, then he must
puss, and t next player must in like manner either make
8 (rump or pass; and so on till it cones round again to
uhe dealer, who has the last privilege.  Iv rarely lappens

13*
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that all pass a second time round ; but if this should occur
then the cards must all be thrown up, and there must be #
pew deal by the elder hand.

Playing the cards.— Leading.—The elder hand must al.
ways lead or play first. Afterwards the one who takes
the trick must lead.

Any card of the five may be led.

Following suit.—You must in all cases follow the suit
ed, if you haveit. If you have not, then play what you like

The Fillibuster.— The fillibuster is regarded as a trump,
snd must always be played like any other trump.

Faces.—When Faces lead, you must play trumps if you
have no Faces, and vice versi: when trumps lead, you
wust play faces if you have ‘no trumps. If you hawe
aeither, then you play what you please.

The highest card p{ayed will always take the trick.

Counting game.—Seven points maie game, &3 follows:

The Pick.—If the player who orde od up, assisted, o
wade trump, succeeds in taking three uricks, he gets the
Vick, and counts one point towards ga :e.

The Nick.—If he takes jfour tricks, he wins the Nick,
wd counts two points. )

Pick-Nick.—It he takes the whol¢ five tricks, n.e wins
the Pick- Nick, and scores three points

Picked.—On the other hand, it the rump-maker fails to
uake threc tricks, but takes two, he is Picked, and his
vppounent xeoves three points for game

Nickea — It he only takes one tric¢, he is Nicked, and
his opponent scores four points,

Pick-Nicwed.—But if he fails to iake any trick, he is
Pick-Nicked, and his apponent scores five points.

Going alone—When four play, any one who makes the
srnmp, assists, or takes it up, has the right, before play be-
gins, to say, “ I'll play¥ it aione.” In that case, his partner
bolds his cards withet piaying, and the Loner plays
against his two opponents. 1S the Loner succeeds in tak-
ing three tricks (thus winning whe Pick), hn counts three
voinw. If he takes four tricks (winning Néck), he counta
four points. And i he takes the five tricks (winning Pick-
Nick), he scores five po'nts.

If the Loner is Picked, Nicked, or Pick-Nicked, his
J ponents score three, Jour, or five potuts, as in each of tnv
usher cases.
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Saratoga,

Tnis is a beautiful parlor game for .adies and gentlomen.

Played by four persons, as partners,

Dealing.—Deal one card at a time to each player, until
all the cards but two are dealt oat. These two must be
tarned face up on the table.

The object of the game—Is to make, by the addition of
any played cards of the same cluss, any number of exact
tens, as 10, 20, 30, &c.

Playing the game.—The party playing the card that
makes an exact 10, 20, &c., is entitled to take up those
cards, and only those, which compose his count, and if
figured, to score himself as many points as he has won tens.

He must leave upon the board any cards which do not
enter into his count, for the next player to play to.

No trick or count with mixed classes is allowed.

If a player, in his turn, cannot count, he must neverthe
less play a card.

A Pent.—The Z's and 5’s.—In all cases, a figured five
takes a figured Z, and vice versd ; and neither of them can
be taken up or counted in any other way. The pair is
called a Pent, and counts five points for game.

Bipent—John Smith and Sweet Seventeen, or the faced
Z and B, in like manner mutually take each other, and
must always be taken up together. This pair is called the
Bipent, and counts ten points for game.

The Faced 6,7, 8, and 9, will respectively count their
numerical value in points, however they may be coine
vined and taken. Together equal to 80. For example,
34-848=20, will count 948=17 points for game. For
ke faced 1, 2, 8, and 4, never count any thing, however
sombined or taken, not even if all taken up together.

Counting game.—The number of 10’s and points won in
wery game played are as follows:

The Bipent i8 «vooevieenannn.. «.eeesesssess 10 points,
Four Pents, 5 €a0h...0cc00etviecanenss eees 80 €
Faced 64T+8+9...0.cvvnenrnnnnns veveeeass 80
Four figured 1’s and 9's. each 1............. 4 %

¢ "¢« 9% and 8%, cach 1........ veees 4G

¢ “  gsandT's,euch 1...ovvee oue 4 “

“ ¢ 4sand 6's,eachl........ R T

Total Points WOL....o vevevererrenes eos o 76
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All the cards are to be played: the }layer of the last
eard winning the last count.

If correctly played, the counts will come out exactly.
1f the cards should not so come out, there has been some
e-ror, and all the counts must be carefully overhauled un-
ti! it is detected. The party with whom the error is found
mwast lose the game,

Game.—89 points, being the largest half of 76, consti-
tute the game. In case both parties nake 88 puints each,
the game is won by the party who can show John Smith,

Remarks—Two or more cards amounting to 5, or 15,
manitestly cannot be all 1aken at once by the same player-
forasmuch as the 5 necessary to fill out the 10, or the 20
is obliged to be taken with the grace or Z of tha same
class. To make 5, or 15, therefore, with two or more
cards, will be safe play when you cannot win a trick; for,
when your opponent wins one of the cards, your partner
may win the other. The holder of two faces that make
10, has a fair chance of winning them both by playing them
out successively.

Your strong figure is the one of which you have the
most. Do not play your strong card, it forced, but play
what it lacks of 10; and then, if your partner is forced
also, he may return your lead.

Chance e,

Tris game is played by any number of persons. The
cards are thrown round for the first play, Z being
lowest. The holder of the lowest card shufiles, and the
piayer on his right cuts the pack, which is to be placed by
the first player conveniently near the centre of the table
The players then respectively put up whatever number o
eounters may be agreed upon as a pool to be played for
To win the pool is the object of the game. In all cases
two cards, and only two, must be taken up together. Any
two faces that inake 10 may be taken up and counted pre-
cisely as in Saratoga. In the same way, any of the figurea
that make 10 may be taken up. Graces and 5’s as in Sara.
toga. Excepting the Z's and 6’s, all the other cards, both
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fignred and facedl, are to be taken up in | airs of the same
elass that make 10.

Mode of playing.—The first player draws off the first
eard from the pack, as above placed, which he plays upon
the table. The player next on his left then draws off a
second card in the same way ; and if the card so drawn by
wim, when added to the first card played, makes either th
Bipent, a Pent, or & ten, he is entitfed to take them botl
up, and score himself for game, as explained in Saratoga
If the two cards do not make ten, the next player in rota
tion will immediately draw a third card, and play as before
Thus each player in rotation will alternately draw one
eard at a time for the table, until some one is able, eithes
with two cards to make 10, or to make a Pent, or a Bipent
as in Saratoga. And whenever any player succeeds ic
making one count, he is entitled to follow his hand, that is,
to go on drawing one card at a time, so long as he is able
to make a count with the card drawn. When he is ne
longer able to make a count, the next player in order will
draw, and play as before. Thus the play will go until the
whole pack is played off.

The number of points won, and the system of counting,
are alinost precisely similar to thuse in Saratoga; save
that in this game you never go beyond ten with two cards.
Of course the faced 149 count nine for game, The faced
2+ 8 count 8. Faced 847 count 7. And faced 4+ 6 count
6; that is, the highest of the two. Chance Ten is a blina
game, and Saratoga is not,

Hunkum,

Tmre is a very exciting and deeply interesting game. 1
& played with counters, by any number of persons, ba
most conveniently by four, and each one for himself,

- A Pool 1nust be put up. -

DeaviNg,  Tieo Players.—Deal 10 cards to each pla
one at a time, and five other cards to the table, ca{l:‘é
Zilias or Zills.
z.lll;hree Players.—Deal 10 cards as before, and sevem
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e

Pour Players.—Deal 10 cards to each player and I8
Zills. In this cuse, the easiest way to deal is tn tirow the
whole pack all round in a circle, one at a time, ic five

iles. The pile on which the last card falls will be the
%illa, and the pile on the right of it will be the dealer’s.

lIs'wa Players.—Deal eight cards to each player and ten
If more than five play, they must agree on the mode of
lealing.

Ezpcsing Zilias.—The player who at any time exposes
8 Zill Lefore it is purchased, must throw up his hand, and
forfeit all he may have paid into the pool.

Object of the Game—The object of the game is to win
the pool, together with the amount of auction bids that
may have bLeen p2id into it.

The pool is won by the lowest hand.

The lowest hand is got by discarding Fifteens.

Discarding Fifteens—Any two or more cards, which by
addition make 15 (a3 946, 847, 9+2+4, 44546, etc.),
can be discarded. But the same card can only be used or
counted once in discarding—never twice in two different
fifteens.

If the game were to be played without Zilias, each
player would now privately arrange and compose his hand
into as many separate and exact fifleens as possible, and
discard them, retaining his plus or surplus. Then the
hand which can show the smallest plus (by addition of all
together) will win the pool, and the game will be ended.

But the game is not played without Zilias.

Plus.—There are exactly fitteen 15’ in the whole pack,
and of course every ten cards should average three fifteens.
But it will frequently happen that a player with a hand of
10 cards, cannot arrange and discard more than one or
two fifteens. There will, therefure, generally remain in
each hand more or less cards amounting to 10 or 20, aud
sometimes twice that sum, which cannot be composed into
fifteens, and which of course cannot be discarded. These
remaining cards are called his plus (surplus, or overplus).

Zilins.—If the player were now allowed to draw one ot
ihe Zilias and add it to the cards in his hand, the chances
are that it would aid himn to make up and discard another
fiftcen, and win the pool. But probably three players oat
of four will also be each left with a greater plus than he
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would be willing to stand on, and so each of thuin would
want one, two, or more Zilias to aid him i1 making up
fifteens, and get him out of trouble.

The Zilias, therefore, are not allowed to be drawn with-
out price by such players as have too large a plus, and
want more cards, but they are put up at auction, and sold
mcecessively, one at a time, to the highest bidder.

Among three or four players, it is very likely that some
one will be able either to compose all his cards into exact
fifteens, or so nearly so as to have merely a plus of 1, 2, 8,
or4. If so, he will do well to disguise the fact (by bidding
a little, and passing in season), and rest content without
buying; for it he buys a Zill, it will probably spoil his
hand.  The more players there are, the more likely it is
that the pool will eventually be won by a very smali) plus.
But with two players even a large plus will sumetimes
win.

Bidding and Passing.—The strict rule requires the elder
hand first either to dd or to pass. To pass, is to decline
bidding at all for that particular zilia. And no player who
has passed a zilia once, can bid afterwards for that zilia.
After the elder hand has either bid or passed, it falls to the
next player on his left either to bid or pass, and sv on in
rotation. The bidding will thus go on for the tirst zilia in
order, until a moment’s delay leads the last bidder to sup-
pose himself to be the highest bidder; in which case it be-
comes the duty of the bighest bidder to put the following
questions to all those who have not already passed, name-
ly: “ What do you do?” meaning, “ Do you bid overme,
or pass?” If the other player bids over hiin, he names his
bid, and, in turn, becomes highest bidder, whose duty it is
io ask the same question to the other bidders, as above.
This question must continue to be thus put by the highest
vidder to the other bidders, until all shall have passed but
himselt'; and then, and not till then, will he be permitted
to pay into the pool the amount of his bid, and carefully
draw off his zilia. The highest bidder is required to take
she zilia he bids for, or else throw up his hand, and forfeit
all right to the pool, or any part of it, and also to pay the
amount of his whole hand to the pool, without the privi-
lege of discarding. It is at any time the privilege of tha
higliest bidder to require the player on his left eithert Vid
over him or pass. No player is permitted even to 1o » 3
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gilia, except the highest bidder, after hia counters are paid
in, on forfeiture as above. Passing one zilia does not pro-
hibit the passer from bidding on the next up. When one
zilia is drawn off, the Lidding instantly goes on for the next
in order, as before. The strict rule is to be 8o construed
a8 to insure to every player an opportunity either tu bid,
or to pass once, on the zilia next to be bought. It will be
seen, therefore, that but one zilia can be drawn at a time,
aud that every player must have an opportunity to bid as
high as he pleases on every zilia.

Paying the Price.—No zilia can ever be drawn without
a bid, nor till after the price of it has been paid in; con-
sequently at least one counter must be paid into the pool
for every zilia drawn,

Zilwas remaining. —If any zilias should remain that are
not wanted, they should be carefully laid aside. When all
the zilias have been bought, or when all the players have
composed their hands to their satisfaction, and no more
zilias wanted, the next step is—

Side-betting, or the private betting of individuals be
tween themnselves. Every player is entitled to a sight for
the poul; thesefore all side-betting is without reference to
the winning of the pool. The bets are of any nature the
parties plense to make; generally on the lowest hand after
discarding. No one, of course, is obliged to bet unless he
chooses.  Unless otherwise stipulated, all side-bets must be
«ecided on the same principles as the winning of the puol.
Side-betters should lay the counters staked conveniently
between them, and distinct from the pool, as the winner of
the pool, as such, has nothing to do with them. The bets
having now all been made, the next thing is—

Discarding by fifteens.—The elder hand will discard
first, and the others in rotation. In discarding, the player
will throw down one by one upon the table, face up, such
cards as he may have privately composed into 15’s, reck-
oning them aloud as he throws them down, in such a way
as that all the other players mnay see that his 15’s are cor-
rectly composed and discarded. For example, he throws
down 8 and 7, one by one, saying, 8 and 7 are 15. And
aguin, throws 9 and 6, saying, 9 and 6 are 15. Again, 2,
8, 1, 5 and 4, reckoning as before.

The Zeros.—The Z’s are not reckoned as counting cards‘
but as winning cards. When he has done discarding al
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the 158’ he can, he lays down upon the table, back up,.
such cards as he may still retain, whether counting or win-
ning oards, to abide the result. And the cards which he
has discarded should be picked up by some other player,
and turned overto the table, back up. And then the next
plai)('er in order will discard in the same way, some one
picking up his rejected cards as before, and laying them on
top of the others already discarded. When all have dise
carded, the next thing is—

The last sight, when each player shows his plus, or
winning cards, and, indeed, all the remaining cards he has,
He must tarn them over, face up, before him, and let them
lie there until it is decided by the rules of the game who
is the winner of the pool, and who are the winners of the
side-bets,

Winning.—The player whose plus, or last sight, is nu-
merically (that is, by the addition of all counting cards)
the lowest, will win the pool. In other words, add to-
gether the counting cards of each player’s last sight, or
plus, and the player whose plus is numerically the least
must win the pool.

Spoils.—The winner of the pool is also entitled to exact
from every other player, the payment ot as many counters
as are equal to the sum of the counting cards in such
player’s last sight or plus. It is therefore an object for
every player to retain as small a numerical surplus as
possible, in order that, in case he should not be the winner
of the pool, he may have but little to lose besides what he
may already have paid in. The last payments are called
the spoils. The Z’s, of course, pay nothing as spoils, not
being counting cards.

The game is now ended, and there is a new deal, when
the parties will play as before, and as long as they please.

As numerical ties may often occur in the surplus cards,
the suits take winning precedence as follows: 1st. Fuces;
8d. Flags; 8d. Eagles; 4th. Stars; 5th. Shields. And the
tie having in it the highest single c#rd in the suit (ranking
froia 9, the highest, down to 1, the lowest), will wih over
any other card in a lower suit. But the Zeros will tuke
precedence by themselves in the order of the suits. That is,
John Smith is the highest, and invincible; next the Z of
Flags, then Eagle Z, Star Z, and Shield Z, Butthere innst first
be a nusmericul tie, before these rules can have any etfect,

14
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Double Couples.

Pravep by any number of persvns, anll with «r with
out counters.

Dealing. —Deal the cards, one at a time, six to eanl,
player The two next cards of the talon are to be turned
tace up on the table. These two cards are called the

3.

Olbject of the game.—The object of the game is, if possi
ble, to play out all the cards in hand by making couples.
For the lowest hand will finally win the game, or the
pool, it one is put up. Lowest means the swmallest amount
of Peccadils by numerical addition, and not the number of
cards; for the lolder of tive 1's, and a 8, would beat the
holder of vne 9. It no player can play all out, then they
. must proceed to draw, and play until either some one does
play all out, or until the game is Blocked, in which latter
case the lowest hand wins.

Playing out.—The dealer, if he can, first plays one
card to match or pair either of the leaders he pleuses.

Couples —These cards thus matched are called a single
couple, and the player must take them up and lay them
conveniently betore iim, face up, in view of all the players.
The sight of the couples, whether single or _ouble, wmust
never be obstructed during the progress of the game.

- Leaders.—As soon us the player has taken up the couple,
he must play down from his hand another leader to re-
place the one taken up, as there must always be two lead-
ers on the table to play to, until either one or both is
blocked, or until the game is won.

Drawing.—In case the Jealer or next player holds ng
card that will inuke a couple, then he must draw one card
from the talon. The dealer should break down the talon
sideways in sush a ianner that the players can each draw
ofl' the top card without exposing any of those remaining
in the talon,

The effect of drawing—Is necessarily to increase the
pumber of cards in the player’s hand, and consequently to
Elunge him into deeper water, and further from the shore

wag anxiously approaching.

If tho sard drawn will make a couple, the drawer cam
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vrav 1t, take up the couple, and replace the leader, as ul-
vendy desoribed ; on which the next player on his left wil!
tnmediately proceed to play or draw in like inanner. And
80 the game will proceed until it is won.

Only one card can be played, and but one couple can be
taken up at a time, by any one player, before the next
player shall play or draw. :

i’ouble couples.—There are but five cards in the pack o
the same kind ; and when double couples are taken, it ne-
eessarily uses up four of the five, and as there is no sixth
card to match the fifth, this odd card is called a Blocker.
It will constantly happen in the progress of the game that
soine of the players will draw one or ore of these Blockers.
If he should play one of them for a leader, as it cannot be
paired, the effect must be to dlock one half of the gaine.
And when two blockers are played, the whole game is
blocked, and the players are brought to a sight.

Remark.—There are ten blockers in the pack; but as
there are but two leaders, only two of the ten blockers
can be played. The others may or may not be held by the
players. They must be held when all the cards are drawn.

When the first blucker is played, it should be removed,
for convenience. .

Last sight.—As soon as either any one has played out,
or both the blockers have been played, all the couples and
double couples must be gathered up out of the way, and
then all the cards remaining in hand must be shown as in
the gamne of Bunkumm. The cards thus remaining in hanl
are called Peccadils, or Peccadillus, [See above, ** Object of
the Game™] And the player who holds the smallest
amount of peccadils wins the game, or pool.

Tying.—In case of a tie, in the last sight, the one whe
holds, the highest card, as in the game of Bunkum, wili
win,

Grace.—The Zeros are called graces, and may be played
or retained like other cards. But if played, they cannot be
ased to decide a tée. They count nothing as Peccadils,

After any one has played out, and claimed pool, no more
dards can he druwn or played. .

Passing —1If all the cards in the talon shall have been
drawn, then, if any player cannot play or mnatch, he must
ﬁ;u, and the next player on his left must, in his turn, io

ike manner cither play or pass.
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Triplets.

Trx game of Tripleta is an interesting and agreeabls
gaine for tour persons as partners.

It is played upon a table, board, or paper, ruled cff into
mine large squares of suitable size to play the cards upon.

Each square must be numnbered,
a8 in the diagram. )

The deal‘.lg—l)ecide the ded) as in 2 9 4
the game of Bunkum. The dealer
will then deal one card to each per- 7 5| &
son, beginning with the elder hand,
in regular rotation, until all the
cards but two are dealt out. These | @ 1 S
two are to be turned fuce up, and
laid each on its approprinte square.
In case either, or both, should be graces, they are to be
taken and counted by the dealer.

Object of the game.—The object of the game is to win
14 points by making triplets with cards played, either
horizontally, or perpendicularly ; as for example, horizon-
tally, 2, 9, 4—7, 5, 8—or, 6, 1, 8. Or perpendicularly,
2, 7, 6—9, b, 1—or, 4, 8, 8, each of which adds up 15.

Mode of counting.—A triplet may be made in six differ-
ent ways, and each of them will count one point for gune
if figured, and three points if faced.

The graces.—Are to be played one at a time upon the
board at any time the holder pleases (it being his regular
turn to play), and to be iininediately taken up by the party
playing themn, for whom each figured grace will count one
pomnt for game, and John Smith two points. .

Number of points.—The nunber of points made in this
game is in all 27, as follows:

In the four figured suits, three triplets in each,
making 12 triplets . . . . . . . . 12 poina
In the faced suit, three triplets, three points
ineach . . . . ... .00 .
The four figured Graces . . . . . . . . 4 ¥
John8mith. . . . ., . .. ... . 2 ¢

Making‘mall.......,...i?poinn
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Fowrteen points, being the largest half, constitates the

me.

Playing the game.—Each card when played must be
laid npon the square of like number.

The elder hand first plays a card with the design either
of naking a trick or triplet: or, it that be not possible, of
so playing his card as to prevent his oppunent on the left
from making a point, which can be dune by playing a
safety figure, or leader.

A triplet must be sll composed either of figured or elsa
of faced cards; no mixed tricks allowed.

Play in rotation.—In all cases the players must play
alternately in rotation; thatis, when a player tukes a trick,
the person on his left must play next, and so on.

Duplicating.—Two or more cards of the snie name or
value, whether fuced or figured, may be played and lie
together upon the same square, any vne of which may be
taken up, provided it bLe of the same clasy, by the player
who makes the triplet. Of course only the three cards
which make the triplet can be taken up at one time. The
others must remain for the next player to play to.

The dealer is necessarily the last player, and of course
takes the last or 27th trick. Theretore, it he retains a fuce
for his lust play, it is sure to win him a faced trick.

It will be seen, also (zetting aside John Sinith), that
whenever eight faces are played out, the holder of the 9th
is sure to make the last faced trick ; and he may retain the
fuace, or play it, as he shall judge best.

Every trick taken must be laid by itself, face down upon
the table, in regular order; and it must be neither turned
over nor wouched until the gume is finished. 1f the gune
« played correctly the cards will come out exactly, and
every trick be taken. And if they do not thus come out,
there has Leen an error in playing, and the tricks of both

rties should be caretully overhauled, until the error is

etected. The party making the error forfeits the game.

It a person in playing his card shall lay it down apon
& wrong square, he shall forfeit vne trick te the upposite

rty.
lm(‘grwml remarks.—In the commencement of the gnin
there are always three leading squares, or figares; an
when two of these figures are played, the third is of course
vettled, as will be seen by ctrefully mspecting the Loard,

14
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Theve three leading figures are safety figures, as they @
not enable the next player to make a triplet.

Table of Leaders.

2? 57 s‘

2, 8 1,

9, 7, 8

9, 8, 6,

4 5

4, 17, 1, areall and the only

safety leaders.

The first player, if there are no cards on the table, should
play from his strongest figure. The second player has
choice of two alternatives. For example :—If fig. 1 be
led, he has choice, as mnay be seen from the above table, of
playing either a 2 and 3, or a 4 and 7; and he should play
from the strongest alternative in his hand; for instance, if
he should hold two 4's and two 7’s, and only two 2’s and
one 8, he should of course lead a 4 or a 7. as he is stronger
by one card in the 4’s and 7’s, than he is in the 2’s and 8's.

When two leaders are played, inasinuch as the third is
fized, the next thing should be to iﬂnma the faced cards to
the best advantage; as the result of the game much de-
pends upon the playing of these cards.

For example :—If you hold a faced triplet in your hand,

ou have a fair chance of making that triplet by playing
it out inmediately. In this case, however, when you piay
the second fuced card, it would be expected by all that
ou held the third; and therefore your opponent on the
eft would probably attempt to cross your intended triplet,
and-cut you off, by playing out a third faced card, so as,
if possible, to enable his partner to take the fuced triplet the
other way, before it came to your turn to play your third
fuced card.

Aguin, it you hold two faced cards of any triplet, it
would be bad policy to play out either of them, unlees
forced : for, as you do not hold the third face ot the
triplet, you may be sure the holder of it (unless he be
your partner), would not play it second in a triplet for
you to fill up. Therefore, wait a little, hoping the holder
of this third face may play it out, and then you will cowm-
wand the triplet.

As soon as the first fuced triplet is tuken, it is important
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to Lear in mind that the,other two must be uakea in the
same direction.

Atter tinessing the faces, the players will proceed to dupli
cating on the tigured satety leaders; or, which is much the
samé thing, they will play out their graces.

All this is but preparation for battle, which will hotly
sommence the moment the first card is advanced into any
uiplet as a second, for the opposite party to take by filling
out with a third; especially, as every such advance opens
two chances to the opposite party.

In playing the taces, the first player should risk more
than his partner, for the reason that his partner not only
plays after him, but plays last before the dealer.

It is impossible to play the game to the best advantage
withont remembering all the cards that have been played
out.

It the second figure of any triplet should be forced out,
and the next player be unable to take the triplet, he should
advance into still another triplet, in order that his partner
may. be able to take a trick after his opponent on the left
has taken the one which he is unable to take; he will thus
force another advance upon the opposite party.

Robin Pood or « orty Thiches.”

Tuis scientific and interesting game is played by four
persons, as partners.

The leading idea of the game is that the forty figured
cards are Forty Thieves, and that the ten faces are their
Victims. They are so called accordingly.

Rank or value of cards.—Each of the Thieves counts its
face value, except the Z’s, which count 10 each. And each
of the Vietims is reckoned at four times its face value:
shat is, Mrs. Smith is reckoned at 4, the Baby at 8, and so
on, the Watchman at 86, and Jokn Smith at 40.

Dealing.—The dealer will tirst select from the pack the
10 victims.

From the victims he will then select Mrs, Smith, and
lay her one side. The remaining nine he will then shuflq
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and canse to be ciat in the usual mode. e will then take
Mrs. Smith and put her underneath the victims, which will
cause her to be the last card taken. The reason of this is
that the dealer, being the last player, will always take the
last victim, and any other card than the 1 would give him
too much advantage. By this arrangement he will always
count 1 for himself by virtue of the deal, and no more,
After the oictims have been shutfled and ocut, and Mrs,
3mith placed at the bottom, the dealer will tarn up the
top card of the victims, which will be the first card to be
played for.

The dealer will next cause the 40 thieves to be duly shuf-
fled and cut, and then he will deal thiemn all out, one at a
tiine (10 in all), to each player.

Olject of the game.—The object of the game is to cap-
ture the victims with four times as many thieces. Thus:
A figured 4, or any figured cards that by addition mnake 4,
will capture the fuced 1, or Mrs. Smith. In like manner 8
will capture the fuced 2, or the baby; 12 takes 8, or the
old maid; 16 takes 4, or the old bachelor; and so on, re-.
quiring 40 to capture the Z, or John Smith. And general-
ly, any figured cards, which by addition amount to four
times any faced card, will capture such fuce.

Doints to be won.—The sum of the 10 victims (reckon.
ing the Z as 10) amnounts to 55; 28, being the largest haif,
constitutes the game.

Playing the game.—The cards having been dealt, and
one of the victims turned face up, as directed, the elder
hand will first play a card. [f the »ictim chance to be Mrs.
Smith, then he may play a 4, and take her; or, if the baby,
he may play an 8, and take it. If he has no 4 or 8, then
lie must play any card he pleases. And if the victim le
any other card, the elder hand must still play one card
and every other player must, in rotation, do the same; an
sc the play will go on, until some one can combine all, or
some selection of cards played, in such a way as to add up
fust, four times the victim turned up. In that case, he will
pick up and score for himself such cards as mnake the quad-
ruple amount, together with the victim, and then turn up
the next card for a new victin. Any cards not entering
Into the amount, must be left on the board for the benefit
of the next player, whose turn it will then be to play.

* Play in rotation.- -The cards must always be played in
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regular rotation. This will always give the dealer the ‘ast *
play, and of course the last victim.

No player can play more than one card, or take more
than one victim at a tine.

FEach player will have the right, in his turn, first to play
his card, and then make any selection or combination he
pleaces of cards played. When he says *pass,” the next
playler may play, and take advantage of any oversight
made. -

Scoring.—In order to be able to detect errors, and prove
the game correctly played, each separate trick (including
thy thieves and their victim) must be taken and laid dis-
tinctly by itself. If the game has been correctly played
the 40 thieves will, in the end, exactly capture every vic-
tim. The party making an error in the count will forfeit
the game.

Counting game.—The victims will count their face value
for game to the party winning them. The party capturing
28, or over, wins the gaine.

¥our-to-one-table—Any cards which by addition make

4, will capture the faced 1
“ “ 3 “

y 2
1 2' “ " [} (13 8
1 6, “ (3 [} “ 4
20’ “ “ (13 “ 5
24, “ “ 13 “ 6
2 8' 3 “ “ “ 7
82’ “ “ “ “ 8
8 6’ “ “ “ “ 9

40’ “ “ “ [ 10

Dealer’s advantage—In case the right combination of
thiecves played, necessary to capture any victim, cannot be
made bhefore the dealer’s turn comes to play his last card,
he will have the right to take, and score for hinself, all the
victims remaining. Such a result is not likely to ocour,
except when all the smnall cards are indiscreetly playecj
out.
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Trikonta,

Tam «ame is played by two, thres, or four pursona,
‘Fecur oc suld play as partners.

Thirt,, by addition, makes a point.

Five points constitute game.

Or it may be played with counters. Each player put.
ting up the same number.of counters, whatever number
the party may agree upon, as a pool to be played for. The
player who nakes the point is entitled to the pool. If
played with counters, of course no particular number of

ints will constitute game; but the play will go on as
l:ﬁlg as the party pleases.

After the deal has been decided, as in the game of Bun-
kua, the dealer will deal two cards, one at a tine, to each

layer.
¥ The object of the game is to make exactly 80, by the ad
dition of all the cards that shall be played upon the table,
Each player will play one card at a time, alternately. The
player on the left of the dealer plays first; and he may

lay either of three cards, to wit: either of the two in his
Eand‘ or he may draw the top card on the balance of the
back, which is to be conveniently placed upon the table,
back up.

In case he plays one of the cards from his hand, the first
card on the pack is to be drawn by him to replace the one
glay;d, as each player is always to hold two cards in his

and. .

If he draw a card from the pack (except to replace one
played from his hand), the card so drawn is always to be
instantly turned face up on the table, and is to be added to
the sum of any other cards which may have been already
played; and if the drawer of the card is able to make
thirty by adding either, or both together, of the cards held
in his hand, he wins one point towards game. If, however,
he should play one of the cards from his hand, and then
draw a card from the pack to replace the one played, he is
Dot at liberty to play again from his hand, even though
one or both of the cards now held by him may make 80.

Neither shall any one, when it comes Lis turn to play,
have permission to play down both cards from his haud:
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m order to make 80, until he shall first have drawn a card
for the table from the pack.

Bursting.—Each person, in his turn, must play a card.
When the sum of the cards played down shall have ap-
proximated near to 80, and the next player cannot play
s card from his band without overrunning 80, he must
then draw a card from the pack; and if the card thus
drawn shall exceed 80, the drawer is durst,; and, in case
¢f two persons playing, the party so burst loses nothing
himself, but one point towards game shall be scored to
his opponent’s account; and there must be a new deal.
But in case of three or more persons playing, if an indi-
vidual bursts himself, he simply loses his chance of making
that point, or 80; and the card so drawn by him, together
with those in his hand, is to be retained by him until a
new deal, and the next in turn shall play as before. And
should all burst themselves, except the last player, the
point shall be scored to his count, without his either draw-
ing or playing; so that one point, or pool, must be won
at every deal. Deal anew, alternately, whenever there is
a point or povl won.

The graces are played the same as other cards, but they
count nothing towards 80. They often save the player
from bursting.

— e

Black Joke.

THis is 8 bauking game, played by any number of
persons.
- It requires a banker, against whom all the others wil)
play, each one for himself.

It is played with counters. '

The banker is necessarily always dealer, and he will see
:’hag the cards are duly shuffied and cut, before play
egins. .

Jokers.—The faces in this game are called jokers.

John Smith.—The joker Z counts nothing, that is, the
banker pays nothing for it.

The object or principle of the game—Is thus:—The
banker sells to each player a certain number of cards
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(whatever number the player pleases), at a stated rate fie
each card. And then for every joker which the playes
may have had the good luck to buy, the banker must ray
back w the player the face value of the jokers multiplied
by the rate.

Rate—Each player has the privilege of naming any
rate he pleases, at which he will buy his cards, whether at
1, 5, 10, 100 or more counters for each card. And at
whatever rate he pleases to pay for each card, at that same
rate the banker inust pay him for the face value of every
joker he may have bought. For example: A buys five
cards, at the rate of 10 counters each, paying 50 counters
for the five cards. If he gets no joker in the tive cards, he
has the satisfaction of losing 50 counters, which the banker
wins, But if among them he chance to get the (9) watch-
men, then the banker must pay him back 10 (the rate)
times 9 == 90 counters. And if among the five cards he
should get the two jokers 2 and 8, it would make him just
whole again, neither winning nor losing.

Selling—The play will begin with each player in rota-
tior stating to the banker the number of cards he de-
mands, and the rate at which he will buy them. These
demands the banker must comply with.

After supplying the first orders all round once, if any
players demand more cards, they will naine their demands,
as before, aud be supplied as before, as long as the cards
dold out.

Neither banker nor player shall look at the cards dealt
vntil all demands shall have been supplied. Then the
players will respectively examine their purchases, and pre-
eent their jokers to the banker for payment.

New deal.—After the banker has paid for all the jokers
sld, he will gather up all the cards, and again shuffle, &o.,
and !)roceed with a new game as before,

Who shull be banker.—The players must agree before
pluy begins who shall be banker, and how long he shall
continue banker, and who shall be the next banker.

DBreaking the bank or banker.—It is not difticult te
brenk the bank., It is done by paying high rates for the
curds,

BBt however easy it is for a player to break the banker,
it is 3till easier for the player to get broken himself by
2aying high rates, on account of the perceutage against hiw
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The game, as thus played, is exactly 10 per cent. in the
vanker's favor, as will be evident; for there are 50 cards
m the pack; and, it you should purchase them all you
must, of course, pay the banker 50 counters. And, in
purchasing them all, you are sure to purchase all the jokers,
pamely—1, 2, 8, 4, 5, 6, 7, 8, 9; the sum of which is 45.
Consequently, the banker pays you back 45, and you lose
b counnters out of 50. And, if you should do this again,
you would pay out just 100, and receive back 90, losing
exactly 10 per cent.; and, of course, the banker winning
just 10 per cent.

Such is the game with a full deck. Leave out the John
Smith Z, and the per cent. in fuvor of the banker with the
49 cards is 8.16+.

Leave out two Z’s, and the banker’s per cent with 48
cards is 6.25.

Leave out three Z’s, and the banker’s per cent. with 47
cards is 4.26+.

Leave out four Z's, and the banker’s per cent. with 46
cards is 2.17+.

Leave out five Z's, and the banker’s per cent. with 45
cards is 0. '

To make the chances of the game equal all round, with
a full deck, you have only to reckon John Smith equal
to 5, and pay it as 5 ; so, that in giving 50 you get 50 back

Ain,

Black joke.—A hand of cards, containing no joker, is
called a odack joke.

CRIBBAGE.

Tae game of Oribbage can be played with these new
aavds to better advantage, and with more pleasure, than
with the old cards. The combinations are more satis-
factory.

The only caanges are the following:

The 2’8 will count 10 each.

Royal fives.—In addition to the usual * pairs,” * pairs
royal,” and “double pairs-royal,” we shall have royal
Jives, which are five like cards, and which reckon for twenty
points whether in hand or playing.

15
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Turning up ace.—Instead of counting twu for turning
up the knave, we cvunt two for turning up an ace.

l‘lll‘. all other respects, play the game as with the oid
oar

———————

Jotkey Club,

PLAYED by any number of persons, and with eounters,

The Z’s must be thrown out of the pack before dealing.

Dealing.—Deal three cards to each player when two
play, four cards when three play, and generally one more
card to each player than there is number of players.

Turn-up.—After the deal, the next card is to be turned
up (as if it were a trump), and is called the turn-up. When
disposed of, the next card must be turned up, which be-
comes & new (rump.

The object of the game—Is to win pool by a full, either
dealt or claimed.

A full —A full is & hand of cards the sum of whose

figures added is eqnal to 5 tiines the number of cards in
hang: as, 44+65+6, or 1+8+7+4. The average value of
each card in a pack without zeros is 5. Theretore 5 mwst
be the average value of every card in a full. And as 1t
requires a full to win pool, any hand which is not a fuid
must be made such by getting one or more turn-ups betore
it can win pool.

A full claimed.—Any player who can make a full by
adding the turn-up to the cards in his hand can elaim pood,
But care must be taken to count the turn-up as one of the
number of cards in hand, as well as to add its tigure te¢
the sum total. The turn-up is supposed to have been bought
and paid for by the claimant, and added to the cards al-
ready in hand—an operation evidently unnecessary to go
through with, For example:

Suppose a player holds 84846 +1, and that 2 is turned
ap; he caunnot clain pool, because he would, on buying
the turn-up, count 20 with 5 cards, whereas he should
hold but 4 cards for 20, and should add 25 with 5 cards.
But in the ab~ve case, if 7 were turned up he inight
elaim pool. *
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Tying-~If two or more players can claim pool, then
they must each show their cards, and prove their claiin:
and the player who can show the higlest winning card,
according to the game of Bunkum, will win pool.

Full dealt—ot overlooked.—That is, a full without
the turn-up. A full dealt, or overlooked, cannot claim
l;g:l until after the turn-up, for the time being, shall have

0 disposed of, and before the next card is turned up,
Any player holding such a full,'inay at that point cry
“t};ld—l claim pool.” And on showing his claim he
will be entitled to pool. But if he allows the next card to
be turned up before he cries “ Hold,” he cannot win pool.
tle may, however, keep quiet until the next turn-up is dis.
posed of, and then cry * Hold.”

Disposing of the turn-up.—If no full shall be either
dealt or claimed, then the turn-up must be disposed of, and
some one of the players must take it, whether he wants it
or not.

Bidding.—If any player wants it, then it can be had at
the highest auction price, as in bidding for Zilias in the
game of Bunkum (which see).

Consoling.—If a player does not want the turn-up, then
he may console for it. Consoling is to otfer to take the
turn-up and add and count it as one of the player’s hand,
for a stuted number of counters, or price, which is regarded
a8 consolation for taking a card that is not wanted. The
price of consolation must be paid by the dealer out of the
puol.  Consoling begins at a high figure, and runs down.
The lowest consoler mmust take the turn-up when, and not
betore, the other players have all passed.

Elder hand.—The dealer must require of the elder hand,
and the elder hand, if required, must first either did or
console for the turn-up, naming the price which he will
give for it if he wants it, or the price which he will take it
for if he does not want it.

Jockeying.—Jockeying (especially by the elder hand
when two play) is didding for a turn-up which is not
wanted, or consoling for one which is wanted. By jockey-
ing, a player will often get well paid for taking the very
card he wants; or on the other hand, if he does not want
it, he may thus force his opponent to pay well for it. He
wust take care and not “ get lamed.”

Getting lamed.—A puyer is lained when he jockeys
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and the other players suddenly all pass, and so force him
to take a turn-up which he don’t want, and which proba-
bly injures his hand, <

Turning corner.—Mark: The elder hand who jockeys
by consoling for & turn-up which he wants, cannot after-
wards turn the corner, and from first consoling pass next
to bLidding for the card. This is the penalty he must pay
for unsuccessful jockeying. DBut after the elder haud has
begun consoling, the other players may join in consoling,
and be allowed to turn the corner and bid for the turn-up.

Ne player will be allowed to take a turn-up for nothing,
provided any other player will give any thing forit. The
one who first says he will take it for nothing will be allowed
to take it, it no one wants to buy it.

Passing.—To pass in didding is to decline paying any
higher price for the turn-up. To pass in consoling is to
decline taking the turn-up for any price less than that
named by the last consoler. It also expresses consent to
have that price paid to the lowest consoler. Atter a
player has once passed, either in bidding or consoling, he
cannot again bid or console for that turn-up.

Every player must, in his turn, when required by the
dealer, cither bid higher, consolelower, or pass. Of course
there can be no passing until some price has been previ-
ously nained. One caanot pass on nothing.

Lealer's advantage—The dealer has some advantage,
especinlly when two play. For if he should want the
turn-up, and his oppunent should not want it, and not
have the courage to jockey for it, the dealer is certain to
be paid for taking what he wants, and would buy.

And on the other hand, if the dealer does not want the
turn-up, and his opponent does, but dare not jockey, then

he dealer has a chance to run the pool up. Only, take
care and not get lamed.

And again; suppose both want the turn-up, and Lis
cpponent ventures to console for it, the dealer is then sure
to get it for nothing, as the Jockey is not allowed to tura
corner,

These advantages, however, diminish as the number of
players increase; for if two or more players each want the
turn-up, it is certain that no one will ever get it for nothing,
much less be paid for taking it.

Remarks.—The 0's have no value as (urn-ups. Any
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onemay take them when turned up; or the dealer may, by
consent, put them under the pack, and turn up another
ocard.
Rule.—As b is the average value of each card, if your
hand contains more than an average value (as, for example,
18 with three cards), then you should buy a card less than
5 But if less than the average (as, 12 with three 2ards),
then you want a card higher than 5.

Always buy or console for any card that brings your
hand nearer the average value, unless you think you are
paying too much, or eonsoling for too little, in which case
pass. And it is on these points, and in jockeying, that
skill is required in playing the game.

Mum,

Tais very superior game is of German origin, and is one
of the very best two-handed games of cards ever played.
[t will require a little pains to learn it, but when learned
it will amply repay all the time bestowed in learning it.

Played by two persons, with the 26 following cards,
viz., the 10 faced cards, called Zeazers. All the 1’s, 2's,
8’s, and 0’s of the other suits.

Dealing.—Deal six cards to each player.

Trumps.—No trump is turned, but the Zeazers are al-
ways trumps.

Object of the gyme.—First, to win T points, which con-
stitutes the game. Second, the player who first counts 60,
@ playing the game, wins one, two, or three points, as

ereafter explained.

Runk or value of cards.—Each of the 1’s, 2’s, and 8,
eckons its face value towards the 60. The Z counts 10,
As, for example: the five Z’s would count 50, and three
8’8 and a 1 would count 10, making a total of 60.

A Pair of Teazers—Are also reckoned in pairs, thus,
Any two teazers adding up 11, as John Smith and his wife,
the 9+ 2, the 8 438, the 744, and the 645.

15*
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The holder of either one or more of these pairs may
sount 20, or call 20, under the following conditions:

1st. He must hold the pair in his hand, and show them
hoth if required.

2d. He must have taken at least one trick, or count, be-
fore he can play and count or call 20.

8d. He must lead one of the pair when he calls the 20
That is, he cannot play out one of the pair and call 20 o»
bis adversary’s lead.

4th. Having taken at least one trick or count, and hold
ing a pair of feazers in his hand, he may, when it is his
turn to lead, play down either one of the pair he pleases,
and call or announce 20. No matter who may take the
teazer 80 played, the player will still be entitled to ccunt
his 20. If the player takes the teazer so played, he wll
ccunt itx fuce value in addition to the 20.

The grand puir—Which is John Smith and his wife,
will count 80; and as John is the highest trump, it must
necessarily be taken by the player thereof, and so the count
will finally be 80 for the pair, and 10 for John's face, mak-
ing in all 40,

Counting up 60.—The player in adding up to make 60
will count one or more 20’s, or 80 if he has it, as before
explained, and in addition count each and all the face
values of the cards. Thus, if he held, and succeeded in
playing John and his wife, he would count the pair 80, and
10 for John’s face, making 40, and to this sum he would
add any other counts or cards which he may have won.
In the sumne way he would count up the face value of all
the other cards he may have taken, in addition to any 20
which he may have called.

Playing the game—The non-dealer plays or leads first

ny card he pleases.

Following the lead.—Neither player is obliged to follow
he lead, but may play any card he pleases, previous to
rappee or rapping ; unless all the cards are drawn: after
which, the lead must be rigidly followed, if you have it;
and it you cannot follow the lead, then you must play
trumps or teazers, if you have them; but if you have themn
oot, then play what you like.

In playing, the highest card of the two played will al.
ways take the trick. That is, a 8 will take a 2oral; o
0 will take a 8, 2, or 1; a teazer will take a 0, and any

-— e
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teazer will take any other teazer of lower value—-ranking
from highest to lowest; thus, 0, 9, 8, 7, 6, 5, 4, 8, 2, 1.

. “ Rappee” or Rapping.—It is the privilege of either
player, at any stage of the game, when both players hold
the same number of cards in hand, to say * Rappee,” or to
rap with the hand on the table, which is the same thing
And after “ Rappee” four effects follow :

~ 1st. No more cards can be drawn by either player; and

2d. Both players must follow the lead, or play trumps.

8d. If teazers are led, the opposite player must trump
wer, it he can do it; but if not, he may play any teazer he
»leuses.

4th. If the lead cannot be followed, you must play a teazer
£ you have it.

And the three last stated effects must be observed also
\fter the cards are all drawn.

Drawing.—In commencing the game, each player, as
won as he has played a card from his hand, is entitled to
Iraw the next card of the talon to replace the one played
row his hand; the object being to always hold six card
n hand before playing. And the drawing will then go on
antil * Kappee,” or until all the cards are drawn.

Counting points.—If either player is able to count 60
before Lis opponent has taken a trick, he is entitled to score
himself three points towards game. If he can count 60
before his opponent has counted 80, he may score himself
two points. But if his opponent has made 80 by tricks
taken, then he will only score himself one point, and then
there will be a8 new deal.

Remark.—When your opponent leads a Z, it is & question
of doubt whether you had better fass it by playing a 1, 3,
or 8, or take the Z with a teazer, and thus rum the risk of
spoiling a 20 or 80. If you play a teazer and take the Z,
yon may afterwards draw from the talon the teuzer which
would have paired it, and so have given you a 20. Or if
?our opponent holds the other feazer, it instantly releases
t for him to trump any thing yov may play with it. Cer-
tanly after such play of yours it would be unsafe for you
10 lead 8 Z.
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Pehaton,

Taus game is played by two persons, or by four as pai s
ners, \%:mshal}’ first describe it as playedyby fourp[:‘eb
sons. It is a deep scientific game, giving great exercise to
the mind and memory, and affording unbounded scope to
skill and calculation.

Dealing.—The dealer will deal off all the cards, one at &
tine to each player, except the last two, which he will
divide between himself and the elder hand, keeping the
last himself. Or, if preferred, the last two may be turned
face up on the table; in which case the dealer will be en-
titled to the first play. In the other case the elder hand
will play first, and the two odd cards will be played be-
tween the dealer and elder hand.

.g{lag alternately, in all cases, no matter who takes the
tri

The object of the game is to make 100, or any number
of even hundreds, by any possible arrangement, or correct
addition, of the cards played out.

In every addition 1 must be carried for every 10, as in
common arithmetic.

15t Ezample—Suppose the first card played is a 9, and
the second an 8; then the third player will play a 2, and
arrange the cards thus:

98 or 92
2 8
100 100

which, by common addition, will make 100. He accord

ingly takes up the three cards for 100, and scores it t

{:is c&)'unt, and the next player plays another card to the
oar!

" 2d Ezample.—Suppose he plays a Z, and that the next

card is a1; then the next player will play either a 9 o1

snother Z, If a 9, he will arrange them thus:

10 or 90
9 1
100 100

which wake 100, as before, and are taken up and scored

o a——— gl mn e
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accordingly. [f se plays another Z he will arrange them
thus:
100,

making 100 by simple arrangement.

84 Example—Suppose several small cards are succes-
sively played out for the purpose of finessing. It is evi-
dent that before any player can count a hundred, he must
be able to make a 10 in the right column, and a 9 in the
left; then the one to carry from the 10 to the 9 will inake
just 100. Say the cards played out are 8, 2, 1, 4. The
tgxc player may play down a 9, and arrange and add them

us :

W

91

100,
taking them all up for 100, as before.

The Z must always be placed and added as Z simply;
ou can never call it 10 in the sense of carrying one truin
t to & 9 to make 100. For, in that case, it would simply

stand as 90,

All the cards played may be arranged in any pussible
way, at the pleasure of each successive player, provided
they can be correctly added up as in common arithmetic.

4th Ezample.—Suppose these cards to have been played,
8, 8,1, 6. The next player will play a 9, and arrange and
add them thus:

81

869

400,
taking them up for 400, and scoring himseIf 400.
5th Ezample—Suppose, either for want of other figures,
or for the purpose of finessing, that these cards have been
forced, or p]a{ed out, viz.: 6, 7, 5, 9. The next player
will, if possible, set the 9 by itself, and then play a 5, is
order to make 10 of the smallest remaining card (the 5%
snd arrange und add as follows :
95
76 &

7700,

scoring himself 7,700,
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If he should have no 5, he will play a 4, and arrange and
add thus: 6

75694

sooring himself 7600,
If ke should have neither 5 nor 4, he may play a 8 end
arrange thus:
7

6598

scoring himself 6600.

From these examples thus far, it is-manifest, that setting
aside the Z's, the first thing to be attended to in the game is
simply to make a 10 in the right-hand column, and a 9 in
the next on the left.

A Z will always make a count when placed either at the
right hand of 10 or at the right hand of two other cards,
of which one is a Z.

Thus far the counting has all been by the aid of 9’s and
.~ 10’s—or of 10’s and Z’s.

But there is another mode of counting, on the same
general principles, by means of 20’s and 8’s. If, therefore,
you cannot count in either of the above ways, you will
select out an 8, if one has been played; or, it no 8 has
been played, select out two or more cards that by addition
make 8; and then endeavor to play a card that shall make
20 when added to some two or more other cards alread
played. Then the 2 to carry from the 20 to the 8 wi
make one hundred.

6th Ezample—Suppose the cards played—7, b, 6, 8, 8,
the best card to play is a 9, arranged thus:

8786
b
9

scoring yourself 8800.

Another possible mode of counting, although very rare,
is by means ot 80 and 7; the 8 to carry from the 80 to the
7, making 100,

1t may happen in the course of playing the game, that
more than 10,000, or even 100,000 will be taken at one
haul. In such cases of course the game is won at onoe,

Ten thousand constilutes the game.
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In case the 10,000 should not be made on the first deal,
the amount won by each party must be carefully scored
ap, and there must be a new deal by the next person in
order, on the left of the last dealer.

No card can be twice used in any one count.

It is of the highest importance to remember all the cards
that have been played out; and also to ascertain, as far &
possible, what cards are either held, or not held, by an)
one of tle other players.

No person shall be at liberty to examine or touch the
cards that have been scored.

Played by two personz.—Deal 6 cards to each player
Non-dealer plays first.

As often as a card is played, the player will draw one
from the talon, so as always to.hold 6 in hand. And
when the talon is all drawn, the players will continue to
play till they have played their cards all out, or until the
gnme is won. If no count be made with the last cardc
played, the next dealer will gather all up and proceed to ¢
uew deal.

Scoring may be done with pencil and paper.

Billiards,

:¥ Billiards in general—Qf the Biltiard Table—Of the
Instruments employed in the Game -and of the manner
of using them.

BiLLiarps, like the greater number of games which are
prevalent i modern Europe, is of French invention. Soon
after the French, the Germnans, the Dutch, and the Italians
brought it into vogue throughout the Continent; and in a
few years afterwards it becamne a favorite diversion in Eng-
land, particularly among persons of rank. The precise
period of its introduction into England is not known; but,
a8 it is mentioned by Shakspeare, the game must at least
have been somewhat familiar in the sixteenth century. As
it is replete with entertainment, and attended wit{ that
kind of moderate exercise, which renders it at the same
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fig L

———— =
J4u» Both agreeable and conducive to health, it will, in al
prooability, long remain in fashion.

".ne game of billiards is played by two or more persons,
with ivory balls, upon a table, which in different countries
is made of different shapes. In some parts of the Conti-
pent, a round or an oval form is most in use, in others,
nearly a square one; in this country the shape universally
employed is the oblong, varying in size from six to twelve
feet long, the width being always half its length. But the
established table is twelve feet long by six wide ; the height
three feet from the ground to the top of the cushion; and
this is the size adopted in all our public rooms. The frame
should be made of old oak or mmahogany, or some well-sea-
soned wood, not given to warp, and the bed be of metal or
slate, covered with fine green cloth, tightly fitted and per-
fectly smooth. The table should not be liable to the least
vibration, and the bed be perfectly horizontal, the accuracy
of which may be tested by a spirit-level. The cushion, as
it is called, is a raised edge or border, lined with a stuffed
elastio pad, and intersected by six netted pockets, four ot
which are situated at the four corners, and the other two
midway in the sides. At the ends of the table, and in tha
centre, at & distafrce of two feet six from the end cushions,
are Tgoint:s called spots, on which the red balls are placed.

ree or four ivory balls are the usnal number employed
{according to the game played), two red, the others white,
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sad one of the latter marked with a small tlack spot by
way of distinction. They vary in diameter frcin one inc
and seven-eighths to two inches, and weigh from four
vunces to four and a quarter, but those used together must
be exactly uniform both in size and weight, and constructed
with the utmost accuracy. .

The instruments employed for the purpose of striking
the bulls are two; the cue and the mace. The former of
shese is a long round stick, which should be made of fine
close-grained, well-seasoned ash, slightly conical in shape
being broad at one end, and at the other converging to ¢
narrow, flattened or rcunded point. The mace consists
of a long slender rod, with a thick piece of mahogany o1
other wood aftixed to its extremity, and adapted to it in
such an angle as to rest flat upon the table while the stick
is held up to the shoulder in the act of striking. The under
side of this is flat and smootl, in order that it may move
with facility over the cloth ; the upper side is concave; and
the end to be opposed to the ball is plain and broad.

Of these instrumerts, the cue is by far the most univer-
sally used. It possesses various advantages over the mace,
and is invariably preferred by all good players; indeed the
raace is now scarcely ever used except by ladies. There it
also a long cue, and a rest, for strokes which are out of
reach with the ordinary cue. *In the choice of a cue,”
says Mr. Kentfield, *mnuch will depend on the fancy of the
player; some prefer light, others heavy, cues; svme small,
others those which are large at the point, and so on; but
thie cue to be recommended should be four teet eight inches
long, of moderate weight, say from fourteen to sixteen
¢ wces; half an inch in diameter at the small end, and
about vne inch and a half at the butt. It should be formed
of fine, straight, close-grained, well-seasoned ash, rather
stifly or with very little spring in it. The point 1 covered
with leather to prevent its slipping from the ball in strik-
ing. Some players prefer double leathers, others single
ones; the best players have generally decided in favor of
the latter. Should, however, the former be selected, the
ander une should be very hard, and the top one soft. For
preserving the cue such an arrangement is perhaps the best;
1t is alsu well adapted for certain strokes, but cannot be de-

nded upon when the ball is to be struck at a distance,

ft sole-lesther or saddle lap is ap excel.ent material for
16
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points ; but for single points nothing perhaps is better than
old harness or strap, provided the leather be not too old,
which would render it hard and useless. It may be affixed
with common glue, Indian glue, shell lac, or any other
kinds of cement, taking care to avoid any thing greasy.”

The first thing to be attended to is, THe BripaE, or sup-

rt upon which the cue is to act. This is formed by the
eft hand of the player being placed firmly upon the table,
about six inches from the ball to be struck, and drawn up
until the hand rests only upon the wrist and points of the
fingers ; the latter being bent up to such an angle, as to
leave the palm considerably hellowed, at the same time that
the thumb is elevated above the level of the knuckles, sc
as to form a furrow between it and the forefinger, for the
cue to slide in. **Some make their bridge much too long.
that is, lay their hand nearly flat, and so are apt to lose
hazards which require force ; and others spread their fingers
too much, and thus are deficient in firmness. * And many
players,” says Mr. Mardon, *press the thumb closely
against the forefinger; but a bridge thus formed is con-
tracted ang imperfect. The thumb, well raised, should be
separated from the forefinger by half an inch, the thuinb
can then be lowered, should it be necessary to strike much
below the centre.” The next thing is to handle and adapt
the cue in such a manner, as to render it perfectly free ar'd
easy in its motion. This consists in grasping it about four
or tive inches from the broad extremity with the right
hand, with sufficient force to enable the striker to use an -
adequate strength in his stroke, and yet free enough to
allow of a considerable extent of motion; and in applying
the other extremity to the bridge, about six or eight inches
from its point. - The bridge being made, and the cue thus
adapted .0 it, it only remains to strike the ball, which is to
ve done in the fcllowing manner. The point of the cue
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(which should be rubbed over with a litt.e chalk, or made
rough with glass-paper, to prevent its slipping), ought, in
the first place, to be made accurately to approach the
centre of the ball, which, as was before observed, should
be rather more than half a foot from the hand. The cue
should then be drawn four or more inches (Mr. K. says
six, and a German writer says from six to ten) backward
according to the strength required, slightly depresse?
towards the cloth; then gradually elevated till perfectly
horizontal; and lastly, forced against the ball, so as to
drive it onwards with more or less velocity, as occasion
may require. The stroke should be made freely from the
shoulder, and not in a cramped manner from the elbow,
and the arm should be parallel to the side, not at an angle.
In very gentle and pushing strokes the cue may be close
to the ball. If the right hand be at all elevated, the ball
will have a tendency to jump. Before making the stroke,
the learner should not only know where the balls will
strike, but he should endeavor to calculate where they wil!
be left.

Fig. 8. Fig. 4
Position of the cue for the central Position of the cue for a foliowing
stroke. ball

A player may take the right position, hold the cue
correctly, and thus far perforin all that is required, and
yet he may be unable to strike a ball with firinness and
with truth ; and for this simple reason, that in the act of
strikicg he draws his cue back perhaps one inch instead ot
six, 80 as rather to make a sort of pushk at the ball instead
of a firmn and distinct stroke. 1lis first endeavor should be
to place the point of his cue tu that part of the ball he in.
tends to strike; then to draw it back about six inches,
keeping it at the same time as horizontsl as possible, and
with a rectilinear motion to force it forwards with a kind
of jerk, taking care also to strike the ball when he takes
aim, or he will fail in his object. This is perhaps one of
the most difficult things fer the learner to overcome, and
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even old players who have acquired cousiderable know}
edge of the game, have fallen into an error of this kind,
and felt surprised that the ball did not return from the
cushion in the direction they had expected, and probably
condemned the cushion for a fault which was entirely their
own. The necessity of keeping the cue in a horizontal line
cannot be urged too forcibly, for if the right hand is toe
much elevated the ball will jump ard the stroke fail. In
the diagrams No. 1, 2, and 8, the proper position of the
oue in striking is represented.

Fig. 5.
Po:i:l.on of the cue for the twist.
Fig. 6. Fig. 1.

S—2

Position of the cue Perpendicular position of the cue for a twist, wheas
for jumping the ball, one ball i8 near another.

The action of the mace is much more simple. Frevious
to the act of striking, its broad extremity is to be adapted
very accurately to the centre of the ball; and the stick
being then carried up even with the right shoulder, the
instrument and the ball are to be, at once, pushed onwards,
by the same effort, and without any sudden impulsive
force.

@eneral principles of the game.—In the game of bil-
liards, the general object of the player is, briefly, by strik.
ing one ball against another, either to propel one of them
into a pocket, or with one ball to strike two others suc-
cessivelyv. Two balls lying in such a situation as to admit
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of one >r both of them being pocketed, presents to the
striker what is termed a hazard. When after the contact
of the balls the white or striking one is pocketed, the
striker is said to have made a losing hazard; on the con-
trary, when the ball struck at, whether red or white, is
made to enter a hole, he makes what is termed the winning
bazard. If with his own ball he strike two others succes
sively, the stroke is called a carom or carambole, which i
the French term.

Attention to various circminstances is necessary, in orde.
to play the game of Billiards with delicacy and correctness
namely, the particular modification of the action of the in-
strument with which the impulse is given to the ball; the
proper regulation of the eye of the striker; the position he
assumes in striking, and the mode in which he accommo-
dates the instrument to his hand; the precise point of the
distant or object ball, or of the cushion which is made-to
receive the stroke ; and lastly, the degree of strength neces-
sary to be employed, in order to obtain the desired end.

The accuracy of every stroke will very materially depend
upon the proper regulation of the eye of the striker; and
this requires a great degree of nicety. There are two ob-
jects to be attentively regarded, nearly in the same instant;
namely, the cue-ball, or that to be struck with the instru..
ment, and the object-ball. or that to be struck at, in order
to effect the desired hazard, or carom. The position of the
object-ball should first be attentively marked; the cue is
then to be adapted to the bridge formed by the hand, as
before directed, and upon this the eye should be suffered to
rest until the instant of striking; previous to the act of
which, it should be again carried to the object-ball, and re-
main intently fixed on it until the stroke is completed : for
the less frequently the eye wanders from ball to ball, the
more correct will be the stroke. Two glances alone are
suflicient, and the last of these, namely, from the first to
the second ball, should be extremely rapid, at the same
time that it is accurately distinct; for if the least hesitation
take place after the eye has left the striking ball, eitl.er a
miss of the cue or an imperfect stroke will very generally
be the consequence.

The rest.— -When your ball is at such a distance that

ou have occasion to use the rest, do not place it too aear,
¢t it provent your seeing the precise spot where you
16* )
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ought to strike. If ten or twelve inches be left between
the ball and the rcst, the cue can be kept in a position
nearly liorizontal. The generality of players raise their
hand too high. -

The position in which the striker stands, whilst in the
act of playing, is also of essential importance, beyond what
regards the elegance of his appearance. A player whose
posture is elegant, who strikes with ease and grace, and
who is calin and collected in his game, will uniformly attaic
a degree of skill superior to him who stands inelegantly,
delivers his ball ungracefully, and in his play is bustling
and impatient. These are circumstances, however, which
are much more easily to be acquired by observation, and
by the direction of a good player, than by written rules
But thus much may be observed: the body should be bent
just enough to allow of the eye being directed along the
cue with ease, and one foot should be extended foremost ;
a person who plays with his right hand, should stand with
his left foot foremost; and, on the contrary, he who is
left-handed, should stand with his right foot foremost—by
which he will be more steady and firm.

The angles.—The direction of the motion produced in a
movable elastic body, projected against a body that is
fixed and at rest, is simple and determinate, and is alike
under all the varieties of velocity and modes of projection ;
the reaction will invariably equal the action and be the
counterpart thereof, or, in other words, the course of the
body, atter contact, will be the counterpart of the motion
originally imparted to it; hence the ungle of reflexion
must uniformly be equal to the angle of incidence.

Thus the ball a, propelled against the .
cushion at o, forming with the line e n‘;, i
drawn through the point of contact
the angle a, ¢, p, will be returned in
the direction b, f, forming the corre-
sponding angle b, ¢, f.

This, however, is by no means the
oase with regard to bodies, both of which are equally mov-
able and elastic; the motion resulting from the contact of
these being compound, or moditied by the peculiarity in
the action and the intensity of the moving powers, and
arising from the ioint effect of ditferent canses occurring at
the saine instant in their operation.
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It hae been found expedient for the better explanation o
the vaiieties of motion resulting fromn a difterence in the
degree and mode of contact of the balls employed in tle
game of Billiards, to divide the object-ball, or that again:¢
which the player directs his stroke, into four or more parts,
representing the precise points upon which the centre 1
the striking ball is to be received for different ends. This
bag given rise to the denominations, a full ball, a three-
e ter ball, & half ball, a third ball, a quarter ball, aa
+ ghth ball, &c.

Fig 10. fig. 18,

Quarter ball

These terms, however, employed in this sense, are liable
to convey a wrong idea to persons unacquainted with the
game, as they by no means coincide with what is usually
anderstood by similar expressions in the common language
of Billiards. Whenever they occur, therefore, it is of im-
portance that they be understood to apply to the following
sxplanation of them.

The terin a full ball, or a full stroke, is meant to imply
that the contact of the balls is full and complete; or that
the central point of one ball becoines exactly opposed te
the centre of the other, as in Figs. 10 and 15. By the
term a three-quarter dall is understood that at the time of
contact, the striking ball is made to cover three-quarters of
the object-ball; and, in consequence, that three parts of
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the furiner are opposed to, or come in contact with, a cor
responding three varts of the latter, as described in Figs,
11 and 16. A ha'f ball denotes that only half of each ball
partakes of the stroke; or, in other words, that the centre
of each isthe extreme point of contact (vide Figs. 12 and
17); and a quarter ball denotes that merely one-fourth of
each comes in contact as a half ball (vide Figs. 18 and 18);
and in the eighth (or fine) ball (Figs. 14 and 20), the edges
of the balls only are made to touch each other. And so
for third and sixth balls.

We shall now proceed to represent the motions created
by eack: particular mode of contact above described, in the
form of diagrams, as most likely to impress a clear idea
upon the mind of the reader.

Fig. 10. The full ball—Whenever the contact of the
balls is exactly centrical, it follows, of necessity, that the
course which the object-ball obtains, in consequence of the
impulse of the striking one, must be precisely the original
direction of the course of the latter; or that the direction
acquired by the first ball, from the action of the instrc-
ment, and that obtained by the second, in consequence ot
its contact with the first, must, united, form a straight
line. This is what is usually called a straight stroke.
Vide Fig. 15, in which a a represerts the striker’s ball, b,
the object-ball, ¢d, a line drawn through the centre of
each, and siguifying the direction of the stroke before and
after-contact. :

Figs. 11 and 16.  The three-quarter ball.—When a ball
is propelled against three-quarters of another, the direction
of the motion obtained by the one ball, will differ materials
ly trom that acquired by the other. Supposing a, Fig. 16,
be the striker’s ball, the greater part of the velocity im-
parted to it by the instrument with which it is projected,
will be communicated to b, which will in consequence he
propelled in the direction de¢, whilst @ will be reflected
from its original course to d, if a moderate degree of
strength only be employed in the stroke, and to e, if the
ball Le propelled forcibly; and by a particular modifica.
tion of the action of the cue, afterwards te be spoken of,
tof. (Vide the low stroke.)

Figs. 12 and 17.  The half ball.—A half ball, or a con-
tact, in which the half of one ball is covered by half of the
vther, prduces in each an equal motion, both with regard

.
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bo direction, strength, and velocity. Thus, in figure 17, a
and b separate fromn each other at equal distances from ¢, a
line drawn through the point of contact.

Fig. 18. The third ball.—In the case of the third ball,
the course described by a, the striker’s ball, approaches
nearer to the straight line, whilst that of b, the object-ball,
deviates more considerably from it.

Fig. 15,
1
3
i %

aee

Fall Inll. Thm‘im Half ball. Third ball. Quarter ball. Fine ball.

Figs. 18 and 19. The quarter ball.—In the quarter
stroke represented in this figure, it will be seen that the
striking ball, a, obtains a nearer approximation to the per-
pendicular, drawn through the point of contact, and that
the ball b is more widely reflected from it. And in pro-
portion as the stroke is wmore fine, or the less the degree of
contact, so will the angle formed by the acquired course of
the object-ball, with the original direction of the striking
ball, on the line ¢, be more considerable; and the angle
formed by the course of the striking ball, previous to con-
tact, with the direction it obtains subsequently, will be
sinaller.

Figs. 14 and 20. The eighth or fine ball.—The relative
lirections obtained by the balls, when their extreme points
only come in contact, is precisely the reverse of that pro-
duced by the three-quarter ball, above described: the ob-
ject-ball approaching more or less nearly to the parallel 4,
and the striking ball to the perpendicular ¢, in proportion
as the stroke is more or less tine.

The motion which the striking ball obtains after contact
with that against which it is struck, will in every case be
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modified by the particular action of the instrument with
which the stroke is given; and more especially by the par-
ticular action of the cue.  There are four principal points
in the ball to which the cue is occasionally applied for dif-
ferent purposes; namely, 1. The centre. 2. Below the
centre, 8. Above the centre, and level with the table.
4. Above the centre, and oblique with regard to the level
of the table. The more minute divisions shown in the
seventeen points of the striking or cue ball, Fig. 24, are all
more or less modifications of this force.

1. The central stroke (see Figs. 1 and 8).—This is the
usnal and common mode of striking. The cue ought al
ways to be applied to the centre of the ball, unless there
are any of the objects in view to be presently mentioned.

The stroke is not only more sure with regard to the action-

of the instrument, but a more accurate and even motion is
mmparted to the distant ball. This mode of striking is uni-
versally employed in all common hazards; in the making
of common caroms; in playing at the cushion to obtain an
even reverberation of the ball; and in those particular
cases where it is designed that all the motion acquired by
the first or cue ball should be imparted to the second or
object ball, in such a manner that the former shall lie dead,
or remove little after contact.

2. The low stroke.—When a ball is struck a little below

the centre, its {)rogresa will be retarded, a little lower it
will be arrested, and by hitting it lower still, that is, mak-
ing what is designated the low stroke (Nv. 7, Fig. 24), it
will recoil from that against which it is propelled, with a
slow whirling motion; a circumstance which atfords an
advantage peculiar to the cue-player, and which often ena-
bles him to score under the most adverse circumstances.
This latter stroke is usually employed in making carcmns
where the balls form either a right angle or less t.an a
right angle; and in playing three-quarier bLalls, when it is
expedient to use only a very moderate dagree of streng-th,
A dingram will render the utility of this mode of striking
more obvious than a verbal description. Let a, Fig. 21, be
the striker's ball, and the object ot the siroke a carow.
Now it will be evident in the position of tha hree balls
delineated, that this purpose can by no mores Le effected
\n tlge common way of striking ; for if the tall 7 be wade te
receive tue stroke of the cue ever so strongly in its centre
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it will only recede from b, after contact, in the direction
bd; if less forcibly, it will fly off to e,; but if it be struck
beneath its centre it will roll backwards to the ball at ¢.

8. The high stroke—Above the centre, and parallel
with the table. “A ball, when struck above its centre, in-
parts only a portion of its velocity to the ball against
which it is propelled, and continues its motion onwards in
a diroction more or less straight, in proportion to the de-
gree of fulness of the stroke. It is, technically, said to
follow. This mode of play is advantageously used to make
the balls follow each other when they are in a line, and in
making caroms, when the third ball is partly masked b
the second: as an instance, let a, Fig. 22, be the striker’s
ball, and his design is to carom. Now, if he strike his ball
in the centre, the greater part of the motion he gives it
will be communicated to b, and in consequence it will re-
main in nearly thie position which b occupied; if it be
struck under the centre, it will recoil ; but if it be made to
receive the impression of the cue above its centre, it will
eontinue to roll onwards to e.

Fig. 91 Fig. 93 Fig. 28,

°®/ ’c

. )/
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Low stroke High stroke High obligne
for a carom. to follow. stroke.

4. The high oblique stroke—Above the centre, and
oblique with regard to the table. In this stroke the cue,
instead of being held in the usual way, upon a level with
the table, is applied to the ball with considerable obliquity
fr some instances nearly perpendicularly, or in a very con-
siderable angle with the cloth, so that the ball is forced
against the table, rather than pushed smoothly over its
surface, in consequence of which it obtains a leaping, in-
stead or 4 continued motion ; and the striker is thus enabled
to farce it over a continuous ball, either after ccntact with
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i, or without touching it at all. (See Fig. 8.) This mode
of play is chiefly practised in order to strike the third ball
when 1nasked by the second, and in making caroms when
the bulls are in a line with each other, and the third is at
a considerable distance from the second, as in Fig. 23: in
this position of the balls, the striker, at a, will, by playing
in this mauner, be enabled either to strike the ball ¢ with-
out touching b, or to strike both & and ¢ in succession.

The principal sections of the ball may be subdivided
into a considerable number of puints from which it may
be struck by the cue, and each point when struck will give
rise to a different motion. The student can only acauire
8 knowledge of these by practice, or the instruction of an
expert teacher. Annexed is a diagram of the ball divided,
according to Mr. Kentfield, into seventeen points, from any
of which it may be struck so as to alter its direction

Fig. 24

The different points for striking the ball

The motion which the striking ball obtains after contact,
will be materially modified by the degree of strength em
ployed in the stroke, the proper regulation of which is o
the utmost importance. Thus, in the case represented by
the diagram 21, the ball @, projected forcibly, will recede,
after striking 3, tod ; but if projected with gentle strength,
it will arrive at e. The parts to be struck, as well as the
strength to be employed in each stroke. waust differ with
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the design in view, and will be the subject of future ¢o.ieid
eration.

We may here introduce the “side-stroke,” a perfect
knowledge of which is the most important accomplishmen¢
that a billiard player can possibly acquire. The ball must
be struck on the side it is intended to go. If it is the wish
of the player that the ball should incline to the right, it
must be hit on the right side; if to the left, the left side
must be struck. There are several parts of the side of the
ball that can be struck ; and some strokes require one part
to be hit, and some anuther; but all have greater etfect
when the ball is gently struck. A very little instruction
from a professor in the use of the side-stroke would greatly
improve the game of any amateur.

Of the angles of the table, and of hazards—The first
thing in the gane of Billiards to which the attention of the
novice should be directed, is what is commonly called the
angles of the table, or in other words, the course which the
balls obtain by reverberation from the elastic cushion. For
this purpose, he should at first employ one ball only: he
should strike it against various parts of the pad or cushion
surrounding the table, and attenti* ely mark the course
which it takes under every differer, relative position; and
he will soon perceive what we have already stated, that
“the angle of reflection will be, s every cuse, equal to the
angle of incidence;” or, in other sords, he will see that the
direction the ball acquires aft<r contact, will be precisely
the reverse of, and form a counterpart to, its original
course. So that before he strikes, he has only to draw a
line with the cue from his ball to the particular part of the
cushion he intends to strike, and then complete the angle
by a corresponding one in the contrary direction, in order .
to ascertain with precision (provided, at least, the cloth be
smooth, the cushion accurate, and the ball be propelled
evenly) the event of his stroke.

Ditlerent strengths, however, as already said, will be
productive of different angles, for a ball may run in the
same direction to a given point in the cushion, but return
frowa it at an angle varying with the force of the stroke.
It is theretore of the utmost iinportance to the learner,
that he pay especial attention to the strengths, always
keeping in mind that judicious anr delicate hitting is snpe-
rior to foroe.

17
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We annex four diagrams of angles, two simple ones
gF igs. 26 and 26), and two somewhat elaborate 27 and 28).
uch examples might be multiplied ad infinitum, but the
learner by practice and vbservation will easily form these
for himself, and in so doing will the better imprint thom
on his memory. After a little practice with one ball, he
should proceed to employ two, comnbining his observation
of the motion acquired by the contact of these, with that
obtained by their subsequent percussion against the cushion,
Nothing is so essentially requisite to constitute a good
rlayer as a perfect knowledge of the angles of the table.
3y an intimate acquaintance with these, the striker wil
often be enabled not only effectually to baffle the skill o
his adversary by eftecting adverse dispositions of the balls,
but also to score himselt under what appear to be the most
anfavorable circumstances.
llaving mnade these introductory observations on the
general principles, I shall now proceed to speak of the
several cominon strokes and hazards, which form a part ot

ANGLES OF THE TABLE.
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* The black lines in these, and all tho following diagrams, represont the
sourse of the ball before reverberation ; the dotted lines its course after the
first reflection ; the faint lines its course after the second reflection.

the different games, the particular laws and rules of which
are afterwards to be laid down. They are introduced
chiefly as lessons, which it is essentially important the
learner should practise well before he attempts to play a
regular game.

Fig. 29. Hazards.—After the learner has acquired some
intimacy with the angles of the table, his next preparatory
step should be to make himself master of the several com-
mon hazards. The full (or straight) hazard should first be
practised ; beginning by placing the two balls near to each
other, precisely in a line, and in the direction of a pocket,
or what is still better, by marking a particular spot in one
of the end cushions with chalk, and upon that precise
point directing the stroke of the ball. After a little prac-
tice has enabled him to strike this with ease at a short
distance, he is to remove the balls further asunder, and in
the ¢nd make the extent of hix stroke the whole length of
the table: and if his cye and hand ve steady enoug's ta
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enable him to strike the mark at pleasure, at this distance
he may consider himself possessing all the requisites of a
good player, as the full stroke for a hazard requires a far
greater degree of skill and delicacy than any other; for in
order to produce a straight and equ al motion in the distant
ball, it is necessary that its centre receive the stroke with
the utmost degree of precision. The learner should next
proceed to practise the other hazards, namely, the three
quarter ball, half ball, third ball, quarter ball, and eighth
oall hazards.

Fig. 29.

"N\ e - /

(azards, 1 full ball, 2 three-quarter Hasards,
oall, 8 half ball, 4 third, 5 quarter,
6 eighth ball

Fig. 80. Hazards.—No. 1 illusti~tes & hazard into ths
ventre pocket. In this case, the bal! should t» pla -ed slow
or at least with moderate strength; for it {* ba played
strong, however correctly, it may jun.n out o. "he pocket
No. 2 also represents a hazard, which should be slowl
&layed, since the space of entrance for the bali \+ confin

o. 8; this space is less narrow, and consequerdly it may
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be more boldly played. No. 4 is a hazard to be mile by a
moderate stroke. No. § a straight hazard, which is easier
in this position of the balls than if the object-ball were a%
the point of figure 5.

In playing for hazards, it should be observed, that the
more the balls recede from a parallel with the pocket, or
the more acute the angle forined by the pocket and the
two balls, the more fine must be the stroke, and vice versa.

RULES.*
Rules to Regulate the American, or Four-Ball Game.

1. On stringing for the lead.—Whoever, playing from
within the string against the lower cushion, can bring his
ball nearest to the cushion at which he stands, is entitled
to the choice of lead and balls. Provided,

1st. That the player’s ball, in stringing, has not tvuched
any other ball upon the table;

2d. Nor fallen into any of the pockets; in either case he
loses the choice. }

2. On leading.—1st. In leading, the player’s ball must
be played with sufficient strength to pass below the deep-
red ball, or he loses his choice.

2d. It mnust not be played with so much strength as to
repass the deep-red bLall a second time, after having re-
bounded from the foot of the table. In this latter case, it
is optional with the adversary to make the player spot his
ball on the pood spot, play it over again, or take the lead
bimself.

8. On the opening of the game.—Once the lead is made,
the game is considered as commenced, and neither player
tar. withdraw except under the circumstances hereatter
specitied. But no count or forfeiture can be made until
euzh player has played one stroke.

4. On foul strokes.—The penalty for a foul stroke is
this: that the player cannot count any points he may have

* These rules are those practsed at the billiard-rooms of Mr. Michael
Fhelan, No. 7186 Broadway, New York. We consider Mr. Phelan as the
very best authority. in the matter of rules lle is rot only one of tne
most experienced and finest players of the day. but the inventor and patentee
o Tue Combination Cushion,” which bids fair to drive evary other kind
ou' of use, His “Model Tuiles” need only to be tried, to he cemmend -d

17%
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made ty sach stroke, and that his adversary is entit a te
the next play. The following are among the strokes ¢ sued
foul ;

1st. If either player use his opponent’s ball to pia
with, the stroke is foul ; and, if successtul, he cannot evun.
provided the error is found out before a second skot 1
made. But,

2d. Should two or more strokes have been made pre
rious to the discovery, the reckoning cannot be disturbed
and the player may continue his game with the same ball

nd,

3d. If it be found that the players have changed balle
during the game, and if the change can be brought home
to neither in particular, each must keep the ball he has, and
let the game proceed.

4th. Should both the white balls be off the table to-
gether, and should either player, by mistake, pick up the
wrong one and play with it, the stroke must stand, and he
can count whatever he has made. [The reason of this is
obvious; for both balls being in hand and having alike to
play from any point within the string, no possible advan-
tage could arise from using the other’s ball. Whereas, when
the balls are on the table, the case is totally different, for
your opponent’s ball might be advantageously placed, while
Four own was directly the reverse.]

bth. If the striker aim at a ball before it is fully at rest,
or while any other ball is rolling on the table, the stroke is
bul and no count can be effected.

6th. If, when in the act of taking aim, a player should
touch the ball more than once with his cue, the stroke is
sonsidered foul.

7th. If the player, when pushing his own ball forward
vith the butt of his cue, does not withdraw the butt
»ef;)re the cue-ball touches the objisct-ball, the strike is
foul.

8th. If, when ared ball i= %oleu, or forced off the table, the
striker, before playing, does not see that said red ball is re
placed npon its proper spot—supposing such spot to be un
occupied-—the stroke he may make, while the red is not in °
its proper place, is foul. But should the spot be covered
by any other ball, when the red is pocketed or forced off
the red must remain off the table until its proper position
\s vacant, and all the halls cease rolling.
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9th. If, when the player’s ball 1s in hand, he does not
sause it to pass outside the string, before touching any of
the object-balls or cushion (except in a case mentioned in
the following rule), the stroke is foul, and his opponent
nay choxse whether he will play with the balls as they
wre, have them replaced in their original positions, or
ause the stroke to be played over a second time; or,
hould the player make a losing hazard under such circum-
tances, the penalty may be enforced.

10th. Playing at a ball whose base, or point of contact
~vith the table, is outside of the string, is considered play-
ng out of the string; and the stroke is a fair one, even
<hough the side which the cue-ball strikes is hanging over,
wnd therefore within the string.

11th. If| after making a successful stroke, the player ob-
structs the free course of the balls mpon the table, he be-
somes subject to the penalties of a foul stroke, and cannot
score his points.

12th. If the player, with his ball in hand, play at an ob-
ject-ball that is exactly on the string, the stroke is foul ; for
a ball on the string must be treated as if within it.

18th. If the striker, through stretching forward or other-
wise, has not at least one foot on the floor while striking,
the shot is foul, and no points can be reckoned.

14th. If a player shall alter the stroke he is about to
make, at the suggestion of any party in the room—even if
it be at the suggestion of his partner in a double match,
except where a special agreement is made that partners
may advise—the altered stroke which he plays is foul, and
e cannot count any points that may be won thereby.

5. On forfeitures.—1st. If the player fails to hit any of
the balls upon the table with his own ball, he forfeits one,
which must be added to his adversary’s count.

2d. The pla{er forfeits two when his own ball is pocket
sd, after first having touched a white one.

8d. He forfeits two to his opponent, also, when he causes
bis ball to jump off the table or lodge on the top of the
cushior, after having first touched his opponent’s ball.

4th. When his own ball is pocketed, or jumps off the
table, or lodges on the cushion, as before described, with-
out either having touched any ball at all, or having only
toucted one or more red ones, the player forfeits three.

[Jn and around New York, three is the highest nnmbet
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that a player can be mulcted in for any single stroks; but,

in some other parts of the Union, they add to this forfeit-

are any number of points which he may otherwise have

made by the stroke. Surely the penalty of three, and to

g)solhisk c]ount. and hand, ought to be enough to satisfy s
hylock.

6th. If the player canse any ball to jump off the table
and should it, by striking against any of the bystanders, bs
@lung back upon the board, it must still be leoked upon
and treated as if it had fallen to the floor. If a red ball,
it must be spotted ; if a white one, held in hand ; and if it
be the cue-ball, the player shall forfeit two or three to his
opponent, conforinably to the terms laid down in the two
preceding paragraphs,

6th. Though the striker, when playing with the wrong
ball, cannot count what points he may make, except in
those cases mentioned in the second, third, snd fourth
Lmragraphs of Rule 4; nevertheless, whatever forfeitures

e may incur while playing with the wrong ball, he is
bound to pay, as if he had been playing with his own.

7th. Any player who has coinmenced a game, as speci-
fied in Rule 2, must either finish or forfeit it, except under
the circumstances particularly set forth in Rule 7.

8. On cases where the balls are in contact.—1st. If the
cuv-ball be in actual contact with any other, no count rau
be made by the player.

2d. Nevertheless, he must strike and separate the balls,
at Jeast one inch, and will lose, as in commnon cases, should
he either pocket his own ball, cause it to jump off the table,
or lodge on the cushion.

8d. The player must separate the balls as above stated ;
but should his ball retrograde to its old position, the onus
of separating them will then rest upon his opponent. He
cannct be called upon to do it twice.

[This rule, though imperative here, is not recognized in
soi: e other parts of the Union. In many places the player
<&r. count by first playing on another ball away from his
own.- We mention this to avoid disputes, which frequently
arise on t,ln's point, hetween players fromn different sections.)

7. On withdrawing jrom, without finishing a game.—
Ist. The player may protest against his adversary’s stand

ing in front of him, or in such close proxiwmity a8 to disar
range his aiin,

Y |
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8d. Also, against loud talking, or any other annoyanoe

oy lus opponent, while he is making his pla fy

ll) 0, against being refused the use of the bridge, o
nny other of the instruments used in that room in playing
except where a special stipulation to the contrary was
m:le before comnmencing the game.

4th. Or in case his advels ary shall refuse to abide by the
marker’s, or company’s decision, on a dispuwcd point, which
it was agreed between thein to submit to the marker, o
company, for arbitration; in any one, or all of the Jre
going cases, if the dixcourtesy be persisted in, the party ag
grieved is at liberty to wiilidrew, und the game shall be
considered as drawn, and any stakes which may have been
depending on such, must be returned.

5th. Should the interruption or annoyance have beer
accidentual, the marker, it so requested by the player, whe
is entided to repeat his stroke, must replace the balls as
neur as possible in the position they occupied before the
player made the stroke in which he was interrupted.

8. On cases in which the marker must replace the balls,
if called on, as nearly as possible in their former pmtum
—1st. In the case mentioned in the 5th paragraph of pre-
ceding rule.

2d. Where any of the balls, when at rest, are moved by
accident.

8d. Where any of the balls, while rolling, are suddenly
obstructed, either by accident or design. In this case the
marker, if 8o requested by the players, shall place the in-
wrrupt/ed ball as nearly as possible in the situation which
it would apparently have occupied had it not been stopped.

4th. Where the cue-ball, resting on the edge of a pocket,
drops into it before the striker has time to play.

Hth. Where the object-ball, in a similar position, is rolled
back into the pocket by any of the ordinary vibrations of
the table or atmosphere.

6th. In all cases atorementioned, where it is specified
that in consequence of a foul stroke, the player’s opponent
shall have the option, either of playing at balls as they are
or causing them to be replaced by the marker.

7th. When either or both of the red balls are pocketed,
or forced off the table, it is the marker’s duty to spot them
netore another stroke is played—except the spot appro-
sriale to either be occupied by one of the playing bnl.)ls, i
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which case the red one must be kept in hand until its posl
tion is uncovered.

-8th. If, after playing a ball, the player should attempt
to obstruct or accelerate its progress by striking it again,
blowing at .t, or any other means, his opponent may either
play at the balls as they stand, or call upon the marker to
replace them in the position they would otherwise have
occupied.

9th. If the striker, in the act of taking aim, or other-
wise, move his ball ever so little, it is a stroke; and should
hestrike the ball again, his opponent has the same option
18 in the preceding paragraph.

9. On the duty of players to each other.—1st. Each
player must look after his own interest, and exercise his
own discretion. His opponent cannot be called on to
answer such questions as, * Is the ball outside or inside the
string8” ‘ Are the balls in contact§” and so forth. These
are questions for the player’s own judgment to decide.

2d. Each player should attend strictly to his own game,
and never interfere with his adversary’s, except when a
foul stroke or some other violation of these rules may call
for forfeiture,

10. On the duty of the marker, and the spectators, to
the players.—1st. In a single game, no one, not even the
marker, has a right to interfere with the play, or point out
an error which either has been or is about to be committed.
The player to whose prejudice the foul stroke is made,
must find that out for himself.

2d. Even after a stroke has been made, no one in the
room has any right to comment on it, either for praise or
blame ; for the same stroke may occur again in the course
of the game, and the player’s play be materially altered by
the criticism to which he has just been listening.

8d. Let marker and spectators keep their places as much
as possible, for it they crowd or move around the table,
they are ltable to interfere with the players, and certain to
distract their attention.

4th, When the spectators are appealed to by the marker,
for their opinion on a point which he has been asked, but
finds himself unable to decide, such of them as are well ac-
quainted with the game should answer according to the
best of their knowledge and belief. Those who know little
or nothing of the game would oblige themselves and others
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vy at once confessing their incompetence. Eithet they
nay not have seen the disputed stroke, or seeing it, they
nay not have been familiar with its merits.

11. On the marker's duties in particular.—The marker’s
duties may be thus summed up:

1st. To' proclaim each count in a voice that can be
heard by the player at his own table.

2d. To post the total run made by each player before
the next begins to strike.

8d. To spot the bulls when necessary.

4th. To furnish the bridge and other implements of the
game, when called for.

5th. To see that the player be not obstructed in his
stroke by being crowded by the spectators.

6th. To decide without fear or favor all questions of
order and fairness which shall be officially laid betore him
for his opinion. But,

7th. Let him never volunteer a remark upon any por-
tion of the game.

8th. Let him never touch a ball himself, nor allow any
other person except the players to touch one, except when
otticially called upon to replace the balls, as specitied in
Rule 7, or when asked to decide as to which is the ball
that properly belongs to the player. In tnis case, should
tho spot be turned down on the table, he may lift the ball
1o ascertain the fact—but never let himn touch them volun-
tarily.

Qt)t'\. Finally, when called upon to decide a disputed
point, of which he has no personal knowledge—the fair-
ness of a shot which was made when he was looking else-
where, for instance—let him proclaim silence, and take the
opinion of such of the company as avow themselves com-

tent to judge. The voice of the majority shouid be al-

ywed to settle all debate; but should their decision be
flagrantly in conflict with any of the well-known aud ad-
mitted rules hereinbefore laid down, the party who fancies
bimself aggrieved may give notice of appeal, to lay the
question before what the lawyers would call “a jury of
experts”—the marker, meanwhile, or some other respon-
sil le party, holding the bets, if any, which depend on the
decision. This appeal is final; and must be made before
anuther stroke is played.

Further rules for the foregoing game, when played as a
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four-handed match.—In a four-handed viatch—two play
ing in partnership against two—the foregoing rules of th
single game must be substantially observed, with the fol
lowing additions:

1st. Each winning hazard made by the player puts the
opponent who preceded him out of play. Consequently.
t}lxe partner of the party so put out, steps in and wakes Lie

ace.

2d. But if the player makes a losing hazard (pockets his
own ball), or makes two misses in succession, or causes his
ball to jump off the table, or lodge on the cushion, he loser
his hand, and must resign it to his partner.

8d. In this double match the player’s partner is al
liberty to warn him against playing with the wrong ball
or playing, when his ball is in hand, at an object-ball with
in the string; but he must not give him any advice as to
the most advantageous mode of play, &c., &c., except it
has been otherwise agreed before the opening of the game.

12. Further rules for the same game, when played by
three independent players.—The rules of the single Ame-
rican game are substantially binding on the three-handed
game, with the following additions, to meet the increase ol
players:

1st. The players commence by stringing for the lead,
ard he who brings his ball nearest to the cushion (as in
the single game) wins the choice of lead, balls, and play
and he who brings his ball next nearest to the cushion has
the next choice of play. The third player cannot enter
into the game until the first hazard is made, or until ona
of the players pockets his own ball, or mmakes two misses
in succession, or causes his own ball to jump off the table,
or lodge on the cushion.

2d. All forfeitures in this game count for doth of the
opponents, at the same rate as in the single-handed game.

8d. If a player makes two misses in succession, or pockets
his own ball, or causes his ball to jump from the table, his
band is out.

4th. He who can first make sixty-six points is out; the
other two continue until one reaches the hundred.

5th. When he who has first made sixty-six retires from
che game, the player whose hand is out adopts his ball, as
‘hat ball is entitled to its run, and also to the next play.

6th, If the player should cause both his opponents to
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bevome sixty-six by a fo. feiture, neither of the parties can
claim game thereon, but must win it by their next count.
But if only one of the opponents be in a position to be
come sixty-six by a forfeiture, then the forfeiture reckuns
as usual, and that opponent wins the game when such for-
feiture is made.

So much for the Ainerican, or four-ball game.

Instructions to the marker, for keeping count of the
American, or four-dball game.—1st. Give the striker two for
pocketing his opponent’s ball, or for caroming on a white
and red.

2d. Give him three for each red ball pocketed, or for a
carom on the two red balls.

8d. Give himn four for caroming on a red and white, and
pocketing his opponent’s ball.

4th. Give him five for caroming on all the balls, no mat~
ter in what order they are touched; also, five for holeing
& red ball and caroming on his opponent’s, and five for
caroming on the two red balls and pocketing his oppo-
Jent’s.

bth. Give him sz when he caroms on the two red balls,
#nd pockets one of them.

6th. Let himn have seven when he caroms on & white and
red ball, and pockets both; the same when he caroms on
all the balls, and pockets the white. .

Tth. For pocketing one of the red balls, and caroming
on all the others, let him have eight ; also for caroming on
the two reds, pocketing one of them, and also his oppo-
nent’s ball.

8th. Give him nine for caroming on the two reds, and
pocketing them.

9th. For caroming on all the balls and pocketing a red
ball and hic opponert’s, give him ten.

10th. For caroming on all the balls and pocketing the
wo reds, let him have eleven.

11th, Let him have thirteen (the highest figure that can
oe wou by one stroke in this game) when he caroms on all,
snd pockets all the balls, except his own.

12th. Give his adversary one when the player makes a
miss, or fails to hit any of the balls on the table with his
own.

18th Qiving his opponent two.when' the player’s oall
juaps over the side of the table, or lodges on the top of

18
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the cushion after it has struck a white ball; two, alsc, ¥
the player pockets his own ball after touching Lis op
ponent’s.

14th. The opponent takes three when the striker pockets
his own ball, without touching any other on the table, or
after it has touched a red; or causes it to jump off the
table or lodge on the cushion, under the same circum-
stances.

FIFTEEN-BALL POOL.

This is an excellent game for the novice—full of pleasant
excitewnent, and offering better opportunities for hazard
practice than almost any other on the board.

As its name imports, there must be fifteen balls employed
in playing it—balls made expressly for the game, and num-
bered from 1 to 15. These balls are placed in the form of
a triangle upon the table—a wooden frame being employed
to save trouble and insure correctness. The deep-red ball,
inscribed with the highest number, occupies its usual place
upon the board, and tforms the apex of the triangle, point.
ing npwards towards the string. Each player is to pocket
as many balls as he can, the nunber on each ball pocketed
being scored to his credit; so that not he who pockets the
largest numnber of balls, but he whose hazards when added
up yield the largest total, will win the game. Thus, A.
might pocket all the balls numbered from 1 to 7, and his
total would be baut 28; while B., with a better eye to the
main chance, would walk away from him by pocketing the
two balls marked 14 and 15, giving a total of 29.

There is only one cue-ball (the white) used, each player
playing with it as he finds it on the table, or from behind the
string, if it be in hand. The following are the rules:

1st. The order of playing may be settled as for two-
ball pool. The player plays from behind the string, as
in the ordinary game, and may miss if he likes—but the
miss, and all misses at this game, will score three against
him. The other players follow him in their order of
rotation.

2d. The player, if it pleases him, may use either the butt
of the cue or the mace; and jamn his own ball aganst thw
others, not being obliged to withdraw the mace or cue bs.
fore the cue-ball comes in contact with the object-bail.

8d As the sum total of the figures on the 15 bals
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amounts only to 120, of which 61 is more than half, who-
ever makes the latter number first is winner, and may claim
the stakes,

4th. Three points are deducted from a player’s score, tor
waking a miss or a losing hazard, or forcing his own ball
oil the table.

5th. If the player pockets one or more of the object-ball
and Lis own ball at the same time, he cannot score for ths
numbered balls, which must be placed on the spot, or in a
line behind it, if the spot be occupied, and he forfeits three
for his losing hazard.

6th. A hazard is good in this game, even when the cue
aad object balls are in contact.

7th. As in the ordinary game, the player, when the cue-
ball is in hand, may play from any place within the string
at any object-ball outside it.

8th. And should none of the object-balls be outside, he
may spot that which is nearest out of the string on the
deep-red spot, and play accordingly.

yth. Should there be a tie between two or more of the
highest players, its decision may be referred to the succeed-
ing game; and whoever counts highest in that, shall be de-
clured the victor of the former one, totally independent ot
the game that is then on hand. A man might thus win an
nnd-cided game of fifteen-ball pool by scoring one in the
succzeding game, provided neither of his adversaries scored
any thing at all.

loth. Should they again be tied in the second game, it
may be referred to a third. -

11th. This game is sometimes played for small stakes,
but more frequently the only issue to be decided is—who
shall pay for the use of the table? This charge must be
met by the player who has the lowest count, and it is quite
possible in this ?me for a player’s count (owing to forfei%
ures of various kinds) to be half a dozen or a dozen worse
than rothir,g. Thus, if A, had neither won nor forfeited
any thing, while B. had pocketed balls 5 and 8, but had
also wade *hree forfeitures—B. would have to pay, as his
‘orfoitnta amounting to 9 and his assets only to 8, would
\eave hirs worse off by one than A., who stood at simpie
wero, wt de B. was zero minus one.
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RULES FOR THE DOUBLET, OR FRENCH GAMR,

This game is played with one red ball and two white-
pne for each of the players,

The red ball is spotted on the deep-red spot, and the
white balls must be played from within what is called the
siring.  This string ditfers from ours, inasmuch as it is not
# line drawn across the table from any place behind which
a player may play. The string is a semicircle drawn with
a radius of four and a half inches, having the spot on the
ordinary string line for its centre, and the string line itself
for its base. From within this semicircle the balls must be

layed on the opening of the game, or when they are in
Eand; and while so playing, the striker is confined to the
end cushion at which he stands, not being allowed to pass
outside or in advance of either corner pocket.

To make & count, the player must make the object-ball
strike a cushion, and cross the board before falling into the
pocket—this is called a doublet or cross; or force one ball
to kiss the other into the pocket; or make a carom, or re-
ceive the count as a forfeiture from his opponent.

The game commences by stringing for the lead, as in the
ordinary American game, and he who brings his ball back
nearest to the head-cushion at which he stands, is the win-
ner, and can play first or make his adversary do so, at dis-
cretion. For making a miss he forfeits one. For pocket-
ing his own ball atter it has hit the white,~or for causing
his own ball to jump off the table or lodge on the cushinn
after it has hit the white, hé forfeits ¢wo.

If he pockets his own ball after it has touched the red
ball only, or causes it to jump off the table, or lodge on the
oushion after it has touched the red only, or pockets it
without having touched any ball at all, he forfeits tArse.

It he holes the red ball direct, without crossing or kiss-
ing it in, he forfeits three; and for pocketing the white in
the same way, loses two.

For t}:ocketing the red ball, either by a cross or kiss, he
gains three.

For holeing his opponent’s ball in the same way, he gains

F.'or an ordinmg carom he gamns two.

For a carom off the red on the white, and pocketing the
white, he gains four.
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For a carom off the white on the red, the red beil:‘gl
pucketed, he gains five. [It, of course, must be understuc
m all these cases, that the ball pocketed has been previons-
ly crossed, kissed, or caromed in; for if they were hoted
J‘;rectly, without the doublet, kiss, or carom, he would luse
in an inverse ratio to the gains here set down. Thus, it he
caromed on the white and red, and pocketed the red «i-
rectly, he would lose five. For pocketing both, under
similar circumstances, seven; and should he pocket his
own ball along with the two others, he would lose nine,
ander any circumstances. |

No pushing, or what we call *foul shots,” are allowed in
this game. The player must withdraw his cue or mace
from his own ball, before it comes in contact with the ob-
ject-ball, otherwise he forfeits the stroke, and can count no
points he may have made by it. :

RULES FOR THE THREE-BALL, OR FRENOH OAROM GAME.

This game is generally played on a table without pockets,
made especially for the carom game; it is here more fre-
quently, however, played upon the common table.

The players strive for the lead as in the preceding gaine,
but the winner is entitled to have his opponent’s ball xpot-
ted within the semicircular string.

Hazards do not count in this game. No pushing strokes
are allowed. *

Each carom, fairly made, counts one for the player.

When the game is played on a common table, each time
the red ia pocketed, it must be replaced on the deep red
spot: and each time the player holes his adversary’s ball,
at the same time making a carom, the ball pocketed must
be spotted on the spot within the semicircular string.

Should the player pocket his own ball after making a
earom, he is entitled to his count, and the next play, as if
no such accident had occurred; the only penalty is, that
he must play from within the semicircle, at a ball outside
the string. But should none of the balls be outside, in
this case he may call upon the marker to spot the red on
the deep-red spot, and play at it.

Each time a ball is forced off the table, it must be spot-
ted, or played as above; but should both spots be occu-
ffied, the ball must be placed on the centre of the table.

no carom was made by it bifore jumping off, it must be

18
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spotted ; if a carom was made by it, it must be played
from within the semicircle, as is laid down in the prece~
ding paragraph.

RULES FOR THE RUSSIAN GAME.

This is & very agreeable variety of the game, and ought
to be more popular in this country than it is.

Five balls are required to play it; two white ones for
the players, and a red, & blue, and a yellow ball for the
board. The blue must be placed on the light-red spot, the
yellow on the spot between the pockets, and the red on
the deep-red spot.

In this country, it is most usually played one hundred
points up; although in Germany and Russia the game »
forty.

The peculiarity of the Russian game is, that certain be lls
are confined to certain pockets, and that & different cot at
is attached to each color, both in the hazards and ‘he
caroms made off it, and the forfeitures lost from it. 7 he
following are the rules:

1st. The player may pocket his opponent’s ball in 1 ay
pocket, and will connt two.

2d. The same rule applies to the red, and counts thr.e.

8d. The same also to the blue, and counts four.

4th. But the yellow, or Caroline ball, as it is tern ed,
when holed in either of the side pockets, counts six for the
player; but if pocketed in any of the corner pockets, the
player forfeits six.

5th. If the striker pocket his own ball without hit:ing
any of the balls mpon the table. he forfeits three—: fter
hitting the white, two ; after hitting the red, three; 1ftet
hitting the blue, four; and after touching the yellow o1
Jaroline, six.

6th. Thus, again, in caroms: a carom on the white and
red scores two; on the red and blue, or blue and mii
three ; a carom off or on the white and yellow, three; an
a carom on or off a yellow with a red or blue, counts 1our.

7th. The same penalties attach to the player whc has
caused his ball to jumnp off or lodge on the cushion as if he
had pocketed his own ball.

8th. The striker, when leading off, or having his bull in
nand, may play from any pcint within the string, a1 any
9all ov‘side of it.

g
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¢th. In addition to the penalties specified in Rule 8, for
» losing hazard, the player also loses whatever points he
may have otherwise made by the stroke.

10th. After the striker has pocketed any of the object-
balls, he can play next at any ball on the table.

11th. But after a caromn stroke, where no ball has been
holed, he must play next on the yellow, no matter what be
its position,

12th. To continue play there must be a hazard after
every carom; otherwise the second carom counts for the
player, but be loses his hand.

18th. Carom points will not count to win the game,
The winning stroke must be a hazard.

14th. For every ball he touches in giving the lead, the
player loses one point; and should his ball occupy the spot
of any of the three balls he may have displaced, he must
take it up and lead over again. He cannot score any points
made on the leading stroke.

RULES FOR THE SPANISH GAME,

This game is seldom seen in the Northern States, but is
very comnmon in sowme parts of the South, as also in Mexico
and California.

It introduces & new element into the game of Billiards,
i the shape of five wooden pins; diminutive little things,
which are set up in a diamond pattern between the two
gide-pockets, each pin being about two and a half inches
from the other, as in pin pool.

Nine pins are sometimes used instead of five, but the
manner of playing remains the same.

The zame is generally played thirty-one up, and is scored
by hazards, caroms, and knocking down the pins. The
rules are extremely simple.

1st. For every pin the player knocks down after firs
striking a ball with his own ball, he gains two points.

6 2d. If he knock down the middle pin alone, he gains
ve.

8d. For pocketing his opponent’s ball the player gains
two, and two for each pin he may have knocked down by
the same stroke.

4th. If he pocket the red ball, he gets three; and twe
for each pin, &ec.

8th. It the player pocket his own ball, cause it to jumy
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over the side, or lodge on the cushion, without having
vouched any of the other balls, he loses three.

6th. But if he does any of the aforementioned things
after having touched any of the balls, he loses, in addition
to the three, whatever points he would otherwise have
wade by his play, at the regular rate of counting.

In other respects—as regards foul strokes and so forth——
the rules of the ordinary American game may all be applied
to the Spanish, with the additions hereinbefore set down.

RULES FOR THE ENGLISH GAME,

This game is the only one much played in this country,
in which the player pocketing his own ball (or making a
losing hazard, as it is termed), is allowed to count for it.
For this reason, it is sometimes called the * Winning and
losing Carambole game,” to signify the three kinds of
strokes for which the player is permitted to score,

In stringing for the iead, the same semicircular baulk is
used at the string line, which we huve already described,
in giving the rules of the French doublet game. In Eng-
land, the red ball is spotted thirteen inches from the lower
cushion, but is here generally placed at nine. The string
is & semicircle at the head of the table; drawn with a
radius of ten inches, from which the cue-ball is always
played when in hand. Otherwise, the game is commenced
as with us. The fcllowing are the distinctive rules of the
English game ; in other respects, where itis not specified
to the contrary, the rules of the American four-ball game
are binding:

1st. Where odds are given in the game, the player ro-
ceiving them must break the balls, either by striking the
¢ed, or giving a miss, for which he forfeits one.

2d. If he chooses to iniss, the stroke must be played
with the point, not the butt, of his cue.

8d. The game, as played in England at present, is con-
ronly fifty up ; but in this country, sixty-three is the more
asnal rule.

* 4th, If a player forces the object-ball off the table, he
cannot score any counts he n.ay have otherwise made by
the shot.

5th. Forcing your own ball off the table, after it has
struck another, involves no forfeiture.

6th, But if your own ball jumps off without having
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touched either of the object-balls, it is called a *coup,’ and
ou lose three points.

7th. In the score of the game, a hazard made either
with your opponent’s ball, or by pocketing your own,
counts {wo.

8th. Either to pocket the red or to pocket your own off
the red, courts three.

9th. For pocketing your own and adversary’s ball, four

10th For a carom and hazard, made with either of the
whites, four.

11th. For holeing a red ball and either of the whites

ve.

12th. For a carom and a hazard, either made with or off
the red ball, five. .

18th For pocketing your own and the red ball, siz.

14th. For making a carom where the white ball is first
struck, and for pocketing your own and opponent’s balls,
siz.
15th. For pocketing the two whites, and making a carom
off the red, seven.

16th. For pocketing all the balls, where the white is first
struck, seven.

1’;7 th. For doing the same, where the red is first struck,
eight.

18th. For pocketing your own, the red, and making &
carom, eight.

19th. For pocketing all the balls and caroming where the
white is first struck, nine.

20th. For the same where the red is first struck, ten,
which is the highest that can be made by any single shot
in this game.

21st. The player may continue to play so long as he
makes a count each stroke, except when his hand is for
feited for a foul shot.

22d. It is entirely at the option of the opponent whether
he will enforce the penalty for a foul stroke, or play with
the balls as they are left. But if he neglects or is disin.
clined to claim the forfeiture, the player may count all the
points made by the foul stroke, and continue his gane as it
no error had occurred.

23d. When the white ball stands on the deep-red spot,
while the red ball has been either pocketed or forced ctf the
tabie. the red must be placed on ue string-line spot
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Bhould this also be occupied, the red must then be piaced
on the spot between the side-pockets.

24th. For a miss, the player loses one to %is adversary.
For a miss when he pockets his own ball as well, or causee
it to jumnp off or lodge on the cushion, three.

26. Where a carom or hazard is made by a striker playing
with the wrong ball, the player cannot count, and his oppo-
nent may have the balls broken; but if nothing be made, -
then the opponent may play with whichever ball he likes,
but must continue to play therewith to the end of the

ame.
8 [NoTe.—To have “the balls broken,” is a technical phrase,
which means to have them replaced as they stood at the
opening of the gamne.]

26th. When the two object-balls are within the string
and the player’s ball in hand, he cannot play at them ex-
cept “rom-a cushion outside of baulk.

27th. A player whose ball is in hand cannot play at a
cushion within the string in order to strike a ball that is
outside of it. Under such circumstances, he must send his
ball eatside of baulk before it touches any thing, or can be
acknowledged as in play.

28th. It a player chooses to give a miss within the haulk
line, it is at the option of his adversarv to compel him to
play outside.

29th. If a player, after making a hazard or carom, takes
up his own ball or any other ball, under the idea that the
game is over, his opponent can either demand that the
balls shall be broken, or have them replaced exactly wuere
they were.

80th. If, after a miss or coup, the player take up any of
the balls, under the idea that the game is over, he loses the

ne.

81st. When a player has made a foul stroke, it is always
at the option of his opponent to have the balls broken, v
replaced by the marker.

In cases not specifically provided for by any of the fore-
going rules, let it be understood that the rules of the -rdi.
nary American game are binding

RULZS FOR THE GAME OF TWO-BALL POOL.

This game is not much in use at present, though abont 8
dozen years agn it was universally in vogue. It is oj.cned
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In the following way, and any number of players from 8
to 20 may be engaged in it at once.

A nimber of little balls (as many balls as there are

layers) are dropped into a pocket, from which, after hav-
ﬂxg been shaken, they are drawn at random by the marker
and presented to the different players. These little balls
are numbered one, two, three, &c., up to the number of
players; and the number engraved on the ball which the
marker hands to the player decides his position in the game,
aud the order of rotation.

This game, as its name implies, is generally played for a
small pool, into which each player contributes the price of
his ball. At present these stakes are generally limited to
an amount which, in the aggregate, will suffice to pay for
the use of the tables; but the disuse into which the game
has generally fallen arises, in all probability, tfrom the dis-
like which the modern school of billiard-players feel, to the
principle of a bet, however small.

When a professional player plays against a professional
player, a bet is soinetimes mnade, as a matter of necessity,
to pay each player for his time; but such bets are of a
purely business character, and can in nowise be associated
with gambling, It is a very rare thing indeed in these
days, and growing rarer every day, to see an amateur
stake money on his skill ; the only money question depend-
ing on the game in ninety-nine cases out of every hundred,
is—Who shall pay for the table? Sometimes they add to
this a couple of cigars, or refreshinents; but the practice
of betting money is growing obsolete, and hence the de-
cline of the billiard sharps, who have had to seek * green
fields and pastures new” for the exercise of their disreputa-
tle ingenuity.

There are only two balls used in this game—a red and a
white ; consequently there can be no caroms. The players
wre called Numbers One, Two, Three, &c., according to the
dgares on the balls drawn from the pocket, and the player
must always make his cue-ball of the ball which was ob-

t-ball in the preceding stroke, except when a ball has

n pocketed. In this case there inust be a new lead—the
uext player leading with the red ball, and being followed
with the white ball frora the string. Subjoined we give the
specific rules for two-ball pool:

1st. Player Number One wust lead with the red, but
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has the privilege of spotting his ball, in case the lead does
not please him. But if, in & pushing lead, he does nox
withdraw his mace or cue from the ball before it passes the
middle pockets, the stroke is foul, and player Number Twe
has the option of playing at the ball as it is left, having the
lead played over again, or causing the red to be spotted on
the pool spot.

2d. Each player has one, two, or more lives, as may de
agreed on. When he forfeits these he is said to be dead,
except when he obtains what is called a * privilege,” mean-
ing one chance more.

8d. This privilege, except where all the players consent
to its remaining cpen, must be taken by the first man
‘killed;” and the person so killed must determine whether
he will accept it or not at once, before another stroke is
played. [This is the strict rule of the game, and as such
may be enforced; but as a general ).ractice, the privilege
remains open until taken up by soms one of the players.

4th. After a garoe has been commenced, no one can take
a ball, except with the consent of all who are already in the
game ; and after the privilege is gone, no stranger can be
admitted to the game under any circumstances.

6th. Any person in the pool whose lives are not ex-
hausted, and who thinks a hazard may be made in a certain
position, can claim the stroke, or “ take the hazard,” as it
is technically called, in case the striker does not choose to
risk that particular stroke himnself. Should the person who
takes the hazard fail to execute it, he loses a life.

6th. The player has the best right to take a hazard, and
must be marked if he fails to pocket the ball, in case any
other player in the pool has offered to take it.

7th. In playing out of his turn, the player loses a life,
unless he pockets the object-ball, in which case the hall
pocketed loses a life, and the next in rotation to the person
who ought to have played, plays.

8th. But if one player misdirect another by calling on
him to play, when it is not his turn, the misdirector, and
not the misdirected, loses a life, and the next in turn must
lead with the red as usual.

9th. Whoever touches any of the balls while running,
forfeits a life. This rule is invariable, and can only be re:
laxed by the consent of all the players.

10th. No player can own or have an interest in moce
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Jhae one ball at a time; nor can he buy auother ball, nor
swn an interest in another ball, while his own ball is either
alive or privileged.

11th. After the number which he drew ig dead, he may
buy that of another player, and take his place; but if the
seller only dispose of an interest in his ball, he must either
contiz ue to play it himself or sell out his ball n toto, in
which latter case any member of the original pool may
buy, and finish out the game.

12th. But no person not included in the original poo
can be permitted to buy in and play; though outviders
may purchase an interest in & ball, still permitting the
original member of the pool to play it.

13th, If the leader sells his number upon the lead, the
gurchaser must either allow the lead made to stand, or the

all may be spotted at his option.

14th. A lead once made cannot be changed, even when
the next player sells his ball to a third party; but the
leader has, at all times, the option of having his ball spotted.

15th. No player can strike twice in succession, under
any circumstances, except when there are only two players
left, and one of themn has holed his opponent’s ball, In
that case, the person who has pocketed the ball must lead
for his adversary to play on.

16th. When only two players are left, and either of them
wishes to divide or sell, his opponent shall have the first
right of buying, provided that he offers as much as is of-
fered by any of the others who are entitled (by having
been in the vriginal pool) to purchase. But should he not
cffer as much, then the ball may be sold to the highest
duly qualified bidder.

17th. If a player, playing on the lead, places his ball out-
side of the string, and har his attention called to the fact
by the leader, before the tume of striking his ball, it is op
tional with the leader, ei*ner to compel him to play the
stroke over again or let the balls remain as they are.

18th. If it be found thet the marker has not thrown out
balls enougl: for the num"er of players at the commence-
wment of the game, his mistake will not alter the conditions
of any bets which may huve been made amnongst thoge to
whom balls were actually distributed ; these stand, irre-
gpective of his error. The balls must be agaia shaken up,
and throwa over, and theu the gamme commences,

19
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With the foregoing exceptions, the rules of the ordinary
American game, as to striking with both feet off the loor,
interrupting your adversary when in the act of striking,
&c., &c., may be applied to two-ball pool.

RULES FOR THE GAME OF PIN-POOL.
(As played in New York.)

This game is a very amusing one, and seeins to I ave been
wade up out of the odds and ends of half a dozen others.
it has pins in it like the Spanish game, small numbered
balls, like two-ball pool, and reminds us of Vingt-un at
cards, by the player’s liability to * burst,” if he exceeds a
certain number. Pin-pool might, indeed, be called Trente-
un, as thirty-one is the winning number. The following
rules are for the game, as played in New York and its
vicinity, and may be adapted in the important matter of
counts, forfeitures, &c., to the game as played in all other
parts of the Union. In Philadelphia, and other places,
four balls are used in playing it. We shall therefore lay
down rules for the regular game, as played here, for to er-
ter into all the varieties would be an endless task; and
when once the general rules are understood, the different
variations may be readily brought within its operation.

The game of pin-pool, then, is played with two white
balls and one red, together with five small wooden pins,
which are set up in the middle of the table, diamond-fash-
ion, as in the Spanish game. But in the latter game, each

in has the value of two points; while in this, each pin
a value to accord with the position it occupies,

4%
8% 5% 2%

1%

The pin nearest the string line is called No. 1; the pin
to the right of it, No. 2; to the left, No. 8; the pin far-
thest from the string line, No. 4; and the central pin is No,
5: these numbers are generally chalked on the table ir
f-ont of each particular pin.

Neither caroms nor hazards count; for pocketing your
own ball, or carsing it to jump off the table, or lodge on
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e cushion, or for missing altogether, you lose nothing.
The only penalty is, that the ball so offending shall be spot-
red about five inches from the lower cushion, midway bte
tween the corner pockets.

When the pins are arranged, the rotation of the players
18 determined in like manner as in two-ball pool. After
which, each player receives from the marker a little nom-
ber-ball, which is termed his private ball, the numbar of
whicli is not known to any of his opponents.

The object of the players is to knock down as many pirs
as will count thirty-one, when the number on the private
ball is added to their aggregate: thus, if a player’s private
bail be No. 9, he will have to gain twenty-two points on
the pins before calling * Trente-un,” and whoever first gets
thirty-one points in this manner, wins the pool.

When the rotation of the players is decided, the red bal
is spotted about five inches from the bottom of the table,
and midway between the pockets, on a line drawn down
the centre. The game is then commenced.

Rule 1st. Player No. 1 must play with either of the
white balls at the red, or place Lis own ball on the deep-
red spot,

2d. Player No. 2 must play at either ball, or spot his
own ball on the light-red spot. _

8d. Players No. 1 and No. 2 may play from any part
within the string. No. 2 can play on any ball outside the
string; and should none be so sitnated, he may have the
red ball placed on its appropriate spot.

4th. After the second stroke has been played, the play-
ers, i(lll their order, way play with, or at any ball upon the
board.

5th. Unless the player has touched some ball upon the
poard betore knocking down a pin, the stroke, under all
tircuratances, goes for nothing, and the pin or pins must
se replaced. But should two balls be in contact, the
slayer can play with either of the balls so touching, direct
st the pins, and any count so made is good.

6th. If a player, with one stroke, knocks down the four
outside pins and leaves the central one untouched, under
any and all circumstances he wins the game.

7th. But if the player has knocked down pins, whose
aggregate number, when added to the v unber on his pri-
vate ball, exceeds a total of thitty-one, he is then * burst,™ .
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and must then drop out of the game, un.ess he clainsms * the
privilege.” It he wishes to claim this, he must do so- be-
fore another stroke is made, as otherwise he can only re-
enter “e game by the consent of all the players.

8th. Players having bursted, can claim ‘‘privilege” as
often as they burst; and when privilege is granted, the
player draws a new private ball from the marker, and has
then the option either of keeping that which he originally
drew, or adopting the new one then drawn: but one o1
other he must return, or else he cannot, under any cir
cumstances, be entitled to the pool.

9th, Every privilege taken succeeds the last number os
the players in the order of its play. Thus, if there are ten

layers, and No. 2 bursts, he appears again under privi-

ege, as No. 11, and follows No. 10; and all the players
that are burst after himn, will have to follow No. 11, in the
order of their re-entry into play. So that if it be the high-
est number in the pool that bursts, he will follow on in:me-
diately after choosing his private ball.

10th. If a player make a miss, or pocket his own ball,
or cause it to jump off the table or lodge on the cushion;
or if, after jumping off, it should be thrown back upon the
table by any of the bystanders—under any of these cir-
cumstances the ball must be placed on the spot, five inches
from the bottom cushion on the central line—or should
that be occupied, then on the deep-red spot—or should
that also be occupied, then upon the light-red spot.

11th. Should the spot appropriated to any of the pins
which have been knocked down, be occupied by any of
the balls, said pin must remain off until said spot is again
uncovered.

12th. If a player has made thirty-one, he must proclaim
it before the next stroke is made—for which purpodse a
reasonable delay must be made between each play, more
especially in the latter portion of the game. But if a
player has made thirty-one, and fails to announce it before
next play (a reasonable time having passed), then he can-
not proclaim the fact until the rotation of play again comes
round to him. In the mean while, if any other playee
makes the number and proclaims it properly, he is entitled
to the po)l, wholly irrespective of the fact that the num
ver was made, though not proclaimed before.

18th Merely “ouching a pin or shaking it, goes for not)
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ing, and the pin must be replaced on its spot. To coant a
in, it must be either knocked down or removed two full

inches from the spot on which it stood, in which case it shall
be counted, even though it maintains the perpendicnlar.

14th. A player cannot use any count he may have made
by playing out of his turn: but if he has inade pins enough
to burst him by such stroke, the loss is established, unless
in cases where lie was called on to play by some other of
the players, who either believed or pretended it was his
turn. In such case he cannot be burst by his stroke, and
ae whose turn it was to play, plays next in order.

16th. Pins which have been knocked down by a ball
whose course has in anywise been illegitimately interfered
with, do not count; nor can pins knocked down by any
other ball set in motion by the same play, be reckoned.

16th. If a ball jump off the table, and be thrown back
by any of the bystanders in such a way as to knock down
pins, such pins do not count, and the ball must be spotted
as aforementioned, and the pins replaced. But if any other
ball, set in motion by the same stroke, gets pins, the pins
80 made by the other ball must be reckoned.

17th. If the marker finds that there are any of the pri-
vate balls missing, it is then his duty to announce the
number of the missing ball; as in no case can a player
having that ball, or more than one private ball in his pos-
session, win the pool. His other duties consist of keeping
and calling the game at each stroke, and seeing that the
pins and balls be spotted when and as required.

18th. A player taking a privilege is entitled to a strike,
to secure his stake to the pool.

RULES OBSERVED IN PLAYING PIN-POOL.
(.2t Michael’s Billiard-rooms, 8an Francisco.)

In San Francisco, from the mixed character of its popu-
ation, a new sot of rules became absolutely necessary, to re
luce into something like settled order the innovations which
players from different nations made in the established
nsages of the game. The following rules were drawn u
by Michael, while reciding in San Francisco, and are stig
whe regular law of the gamne, as it is there played :

1st. Two balls must be placed upon the spots at the foot
of the table. o

1
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2d. The person drawing the No. 1 ball must pk y from
the string at the head of the table.

8d. When a player makes a miss, or hits a pin before
hitting a ball, the ball played with shall be spotted at the
foot of the table. In case of there being a ball upon the
spot at the foot of the table, the ball shall be spotted upor
the spot nearest the same. ‘

4th. Should a player make more than thirty-one, he shal
declare himself dursted, before another stroke be made, fos
the safety of the rest of the players.

5th. If a player make a stroke and make pins, and wish
to plant, he ust, on so making pins, declare that he plants,
before another stroke is made.

6th. If any other player should wish to plant, he can do
80, on making pins.

Tth. And if those who plant have the same number,
counting their ball and the board, the player planting first
shall still be good, and the last planter shall be bursted ;
but if the last planter is nearer thirty-one than the first,
the first planter shall be bursted.

8th. If a player in the game should burst, he can pur-
chase any ball still in the game, by consent of the player
owning such ball,

9th. No player can play the planter’s ball but himself.

10th. When a player is absent, and his number is called
three times, the gnmekeeper shall play the ball, at the risk
of the player owning such ball.

11th. Any number scored wrong upon the boar, shall
be corrected before the player, whose score is wrong, shall
have played. If he neglect to correct such mistake before
be plays, it shall stand as scored upon the board.

a 12lth. No player can purchase a ball until his own be
ead.

18th. No player can purchase a ball after havicg seen
more than one, without the consent of the rest of the
players.

14th. If a player, at one stroke, should knock dovn the
four nutside pins, and leave the centre pin standing, it shall
be cunted as thirty-one, and the player making the stroke
wins the pool.

15th. If the planter should mnake the four outside pins,
a8 in Rule 14, or should make thirty-one for the player
vlanted upon, 1% is pool for the player planted upon.
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16th. The planter plants upon the preceding player.

17th. The player preceding the planter, shall be entitled
u a stroke before the planter's play counts on him.

18th. After a stroke is made, sufficient time must be al-
lowed the player to add up his game, and to proclaim
pool, if he maukes it, or to plant, if he wishes to, before the
vext play. If he neglect to claim the pool before the
uext play, he must wait until his turn to play comes again,
when he may declare pool; but if another makes pool iu
the mean time, that other is entitled to it, and not he who
first 1oade it.

19th. Should a ball stop on any of the spots intended
for the pins, such pins are to remain off the table until
those spots so occupied become vacant. Provided, such
pin or pins be down.

20th. Should a ball roll against a pin, and cause it to
lean over, or move it off the spot, without knocking it
down, the player cannot claim such pin, as nothing counts
but knocking the pins down. DBut when the pins are
moved two inches from the spots, they are considered
down, whether down or standing.

21st. Should a player play out of his turn, he cannot
count the pins made by such stroke, but if he mnake pins
enongh to burst him, it is his own loss—provided he was
not called on to play; in such case he cannot lose by it,
and any count made by such stroke is null. He whose
turn it was to play, when the other played out of turn,
plays next in order.

22d. But one privilege is allowed in the game (the first
player bursted), unless by consent of all the players.

28d. In taking a privilege, the player has the right to
draw a second private ball, and to choose between that
and his original ball; but he must decide quickly which
ball he will keep, before the next stroke be made,

24th, Each privilege follows the last number, in rota-
tion, the first privilege playing immediately after the last
player in the original game; the second privilege tollows
the first, and so on. If the last player burst and takea
privilege, he plays on, immediately after choosing his pri-
vate ball.

25th. If the balls are touching each other, the player
can play with either of the balls so touching, straight at
the pins, without touching another ball, and anv count sc
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made is good, except when the play conflicts with Roles
26, 27, and 81.

26th. Any pin knocked down by jarring the table, Llow-
ing upon the ball, or altering or intercepting its course in
running, does not count, nor is the player entitled to any
pin or ({)ins that may be made by any ball (though not in-
terfered with), during the same play.

27th. Should a ball jump off the table, and come in con-
tact with a player, or any other person, and fall back on
the table and knock down pias, such pin or pins so knoncked
down shall not count, and the bail must be spotted ; but if
another balls gets pins by the same stroke, the pins so made
are counted.

28th. Should a player, in the act of striking his ball or
olaying, knock down pins otherwise than with the ball
played with or at, he is not entitled to such pina, or any
rthers he may make by the same stroke.

29th. Should a player, in the act of playing, touch the
tall with his cue before the stroke is made, it shall be 1e-
clared a miss, and the ball be spotted.

80th. The gamekeeper is not responsible to the winner
of a pool for more than the actnal amount of stakes re-
eeived frowmn the players in such pool.

81st. The player is not entitled to any pins knocked
down unless his private ball be placed in its proper place
in the board.

82d. The players themselves are to see that all pins
prgdperly knocked down, be placed to their respective
credit.

88d. The player in this game, as in billiards, has the
sole right of looking after his own interests, and neither
the gamekeeper nor any of the bystanders have any right
h; dictate to or advise him, unless by the consent of all the
players.

84th. The gamekeeper shall collect the stakes, and mnake
up the pool; deal out the small balls to the players, see
that the balls and pins are properly spotted ; that there are
no more private balls out tham there are players in tie
pool; and if any balls are missing, proclaim its number to
the players—as the poo: cannot be won by such hall ;—ca.l
out each number in its turn to t!  Iper, ... roclaum,

hear it, already
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85th. No person is considered in the gaine unlws his
stakos L e paid in.
86th. All other contingencies not herein provided for,
are to Le referred to the gamekeeper, whose ¢ scision shall
7e final,
RULES FOR THE GAME OF ENGLISH P)OL.

There are several ways of playing pool,—namely, with
& 1nany balls as there are players; or with two balls only,
he players playing in turns, and with the alternate balls;
olaying at the nearest ball; playing at the last player; or
she player playing at whichever ball he chooses. But the
most popular mode is that in which the player plays at the
last player. This is likewise the fairest way of playing the

ame.

The following are the rules for the game according to
this last method :

RULES FOR POOL PLAYING AT THE LAST PLAYER

1st. When colored balls are used in playing this game, the
players must play progressively as the colors are placed on
the marking-board, the top color being No. 1.

2d. Each player has three lives atstarting. No. 1 places
his ball on the winning and losing spot—No. 2 plays at No.
1—No. 8 at No. 2, and so on, each person playing at the
last ball : unless it should be in hand, then the player plays
at the nearest ball.

8d. If a striker should lose a life in any way, the next
player plays at the nearest ball to his own; but if his
(the player’s) ball be in hand, he plays at the nearest ball to
the centre of the baulk line, whether in or out of the baulk,

4th. Should a doubt arise respecting the distance of balls,
it must (it at the cummencement of the game, or if the
player’s ball be in hand) be measured from the centre spot
in the circle; but if the striker’s ball be not in hand, the
measureinent must be made from his ball to the others;
and in both cases it must be decided by the marker, or by
the majority of the company; but should the distances be
equal, then the parties must draw lots.

5th. The baulk is no protection at pool under any cii-
oumstances.

6th. The player may lose a life by any of the following
means :—by pocketing his own ball ; by running a soup ;
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b( missing the ball; by forcing his ball off the table; by
playing with the wrong ball ; by playing at the wrong ball;
or by playing out of his turn.

N. B. A life is lost by a ball being pocketed. or forced
off the table by the adversary.

7th. Should the striker pocket the ball he plags at, and
by the same stroke pocket his own, or force it over the
table. Ae loses the life, and not the person whose ball he
pocketed. :

8th. Should the player strike the wrong ball, he paye
the same forfeit to the person whose ball he should have
vlayed at, as he would have done if he had pocketed it.

9th. It the striker miss the ball he ought to play at, and
strike another ball, and pocket it, ke loses a life, and not
the person whose ball he pocketed; in which case, the
striker’s ball inust be taken off the table, and both balls
should remain in hand until it be their turn to play.

10th, If the striker, whilst taking his aimn, inquire which
of the balls he ought to play at, and should be misinformed
by any one of the company, or by the marker, he does not
lose a life: the ball must, in this case, be replaced, and the
stroke plaved aguain.

11th. If information is required by the player, as to
which is his ball, or when it is his turn to play, he has a
right to an answer from the marker, or from the players.

12th. When a ball, or balls, touch the striker’s ball, or
are in a line between it and the ball he has to play at, so
that it will prevent him hitting any part of the object ball,
they must be taken up until the stroke be pliayed; and
after the balls have censed running they must be replaced.

18th If a ball or balls are in the way of a striker's cue,
g0 that he cannot play at his ball, he can have them taken up

14th. When the striker takes a life, he may continue to
play on as long as he cun make a hazard, or until the balls
are all off the table; in which latter case, he plays froin the
baulk, or places his ball on the spot as at the commence
ment.

15th, The first person who loses his three lives is entitled
to purchase, or, as it is called, to star (that being the mark
placed against his lives on the board to denote that he has
purchased), by paying into the pool the same sutn as at the
oommenceinent, for which he receives lives equal in nunr
ber to the lowest number of lives ou the board.
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18th. If the first person out refuse to ster, the second
person may do it; but it the second refuse, the third ma;
do ity and so on, until only two persons are lett in the poo.
in which case, the privilege of starring ceases.

17th. Only one star is allowed in a pool.

18th. If the striker should move another ball whilst in
the act of striking his own ball, the stroke is considered
foul; and if by the same stroke he pocket a ball, or force
it oft the table, the owner of that ball does not lose a life,
and the ball must be placed on its original spot; but if by
that stroke he should pocket his own ball, or force it off
the table, he loses a life.

19th. If the striker’s ball touch the ball he has to play
at, he is then at liberty either to play at it or at any other
ball on the table, and it is not to be considered a foul
stroke : in this case, however, the striker is liable to lose a
life, by going into a pocket or over the table.

20th. After making a hazard, it the striker should take
up his ball, or stop it before it has done running, he cannot
claim the life, or the hazard, from the person whose ball
was pocketed, it being possible that his own ball might
-have gone into a pocket it he had not stopped it.

21st, If, before & star, two or more balls are pocketed
Ly the same stroke, including the ball played at, each hav-
mg one lite, the owner of the ball first struck has the
option of starring; but should he refuse, and more than
one remain, the persons to whom they belong must draw
lots tor the star.

22d. Should the striker’s ball stop on the spot of a ball
removed, the ball which has been removed must remain n
Land until the spot is unoccupied, and then be replaced.

23d. If the striker should have his next player’s ball re-
moved, and stop on the spot it occupied, the next player
must give a miss from the baulk to any purt of the table
he thinks proper, for which miss he does not lose a life.

24th. If the striker has a ball removed, and any othes
than the next player’s ball should stop on the spot it ocecu-
pied, the ball removed must remain in hand till the one on
its place be played, unless it should happen to be the turn
of the one removed to play before the one on its place, in
which case, that ball must give place to the one originally
taken up ; after which it may be replaced.

26th. If the corner of the cushion should prevent the
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striker from playing in a direct line, he cen have auy bal
removed for the purpose of playing at a cushion first.

26th. The two last players cannot star or purchase; but
they may divide. if they are left with an equal number ot
lives each; the striker, however, is entitled to his stroke
betore the division.

27th. All disputes to be decided by a majority of the
players.

28th. The charge for the play to be taken out of th
pool before it is delivered up to the winner.

THE NEAREST BALL POOL.

In this pool the players always play at the nearest ball
out of the baulk ; for in this pool the baulk is a protection,

1st. It all the balls be in the baulk, and the striker’s ball
in hand, he must lead to the top cushion, or place the ball
on the winning and losing spot.

2d. If the striker’s ball be within the baulk line, and he
has to play at a ball out of the baulk line, he is allowed to
have any ball taken up that may chance to lie in his way.

8d. If all the balls be within the baulk, and the striker's
ball not in hand, he plays at the nearest ball.

All the other rules of the former Pool are to be obsersed
u$ this.
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FRERE'S CHESS HAND-BOOK.

Clementury Instruction,

¢)ness is played by two players, on the ordinary che-
guered Loard of sixty-four squares, each ({)layer having
sixteen Chess-men under his control, of a different color
to those of his antagonist. The Chess-1nen consist of eight
pieces and eight pawns on each side, namely:

® ¥ B2 8 a2 13

The Two Two Eight
m Queen. Booh. Bishops. Knights. Pawna

At the commencement of the game, the board is placed
with a white corner at the right-hand side, and the men
are arranged as on the following diagram:

THE BLAOK MEN.

X3 g

Vs V//
A Z/V‘ H/k

///// / _

// 4// // /////
/y/y/ .
////é{/g/{V///”
A sh

,,,,,,,

THE WHITE MEN.
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The Letter way for the learner to become fhmiliar with
the moves of the Chess-men, is to request some one ac
quainted with the gane to teach them to him. They move
Ao follows:

The pawn, at its first move, has the privilege of goin
one square forward or two squares, as may be deemn
most advantageous by the player. But after the first
move of each pawn, then it can only advance one square
at a move. The pawn can never move backward, but be-
comes a queen, or any other piece, on reaching its eighth
square of the board. The pawn captures other pawns or
pieces by moving one square diagonally, and cannot cap-
ture by moving forward, nor can it move diagonally except
in cupturing.

The bishop moves only diagonally, and for any distance
both backward and torward that may happen to be unin-
cumbered, and captures wherever it has a right to move.
The bishops never change from squares of one color to the
squares of the other color, but always run on the color ¢n
which they are placed at the commencement of the game.
The white king’s bishop always runs on white squares;
the white queen’s bishop always runs on black squares;
the black king’s bishop always runs on black squares, an¢
the black queen’s bishop always runs on white squares.

The rook (sometimes called the castle) runs any distance
forward, backward, or sideways, but never diagonally, and
captures wherever it has a right to move.

The queen simply has the move both of the bishop and
the rook; it can, therefore, move any distance forward,
backward, sideways, or diagonally, and captures wherever
it has a right to move.

The king moves but one square, and can go either diag-
onally, forward, backward, or sideways. Consequently it
can move on any square that joins or touches the square
on which it stands, and captures as it moves.

The wmove of the knight can scarcely be understood
without verbal explanations. However, some one of sev-
eral different modes of stating the same thing may strike
the mnind of the learner so as to be understood. First, the
knight moves to the opposite corner of every six squares,
1ying together three by three, from that corner of the six
that he may occupy when about to meve. Second, which
atates the same thing in another manner: the knight goes
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one square furward or backward and then two squares side-
ays; or, vice versa, one square sideways and two squares
backward or forward. The following diagram shows the
move of the knight. The white knight in the centre can
move to any of the eight black squares numbered, not-
withstanding he is so closely encircled by other men.

%//
8/12573

////

i
A 8
.

No piece, except the knight, can, in moving, pass over
sither their own colored men, or the men of the opposite
oolor. The pieces can capture the pieces or pawns of the
opposite color, and take them off from any squares, where
the moving piece may have a right to go. The pawns
capture only diagonally, as before stated.

The king can never be taken. But the whole object of
the game is to get your opponent’s king in such a position
that he may be taken without your antagonist having any
resource left to extricate him. When this is the case, the
game is ended. This predicament is called checkmate, the
sccomplishment of which is the grand object of both the
ocombatants. 1f the king is only attacked, and has a re-
source to extricate himself, the attacking party must give
notice by saying * check.” See laws of the gane, No. 18.

There is a compound move of the king and rook allowed
once in each game, to each player, called castling, and is
performed thus: suppose that on the king's side the bishop
and knight have been moved out, then the king could be
moved to the knight's square, and the king's castle brought
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around and placed on the king’s bishop’s square. Also on
the queen’s side—suppose the queen, queen’s bishop, aud
queen's knight have been played out of the way, then the
king could cross one square, and occupy quean’s bishop’s
square, and the castle could be moved to queen’s square,
For further instruction as to castling, see laws of the game,
No 16.

There is a move of the pawn which may be termed
irregular, and is called *taking en passant,” or taking in
rassing. This move is sufficiently explained by laws of the
game, No. 15, to which the reader is referred.

TEOHNICAL TERMS USED IN THE GAME OF OHESS.

Pieces.—The eight superior men on each side are tech-
nically called pieces in contradistinction to the patwns.

Notation.—Notation is the mode adopted to describe
the various moves in recording gawnes, openings of games,
situations, problems, endings of games, &c. The squares
of the chess-board take their names from the pieves occu-
pying them at the beginning of the game. Thus we say
¢ king's square,” king’s 2nd square, king’s 8rd square, and
80 on to king’s 8th square. The same with the other
Eieces—we say king's kaight's square, and so on to king’s

night's 8th square. The pieces on the king’s side are
king's bishop, king's knight, and king’s rook; on the
quecn’s side the pieces are the queen, the queen’s bishop,
queen’s knight, and queen’s rook ; so that all the squares
of the chess-board take their names from the original posi-
tion of the pieces, each file being numbered up to the 8th
square The same rule holds good with both players.
Therefore white king's 5th square is black king's 4th
square; so white queen’s Tth square is black queeu’s 2nd
square; and so on for every piece and every square. ThLe
abbreviations used in recording gaines, &c., are as follows:

K. for king. Kt for knight.

% for queen. P. for pawn.
for rook. . for square.

B. for bishop. Ch. for check.

Consequently, instead of writing out the moves in fu:;i
they are recorded as follows—the moves being number
for cunvenience of reference:

1. P.to K's 4th.........for pawn to king's fourth square.

8. K. Kt to B.'s 3rd ... .for king’s knight to bishop's third square.

8. K. B. to Q B’ 4th. ... for king's bishop to queen’s bishup's fourth sqnare
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The word equare is used only in sE akirg of a piece’s
:;vn square; as K.’s sq., Q.s s8q., K. B.’s 8q., Q. Kt.’s sq,

Iu moving pawns we sometimes say, for instance, K. P.
2, or K. P. 1, instead of saying P. to K.’s 4th, or P. to K.’s
8rd. We may say iun any stage of the game such or such
a pawn 1, which means advancing the pawn particularized
ime_square.

Doubled pawn.—Two pawns on one hle are called a
doubled pawn.

Runk.—The word rant ‘s unsed m contradistinction to
the word file. The first rank of squares is the row occu-
pred by the pieces at the commencement of the gamne. The
second rank is that occupied by the pawns, and so on to
the eighth rank. White's first rank is black’s eighth rank,
&c. The word file means the rows of squares running the
other way of the board, from one player to the other, and
are named after the various pieces occupying them before
a move is made. There are the K.’s file, Q.’s file, K. B.’s
file, Q. B.’s file, K. Kt.'s file, Q. Kt.’s file, K. R.’s file, and
Q. R.’s file. The naines of the files being the same with
buth players.

Stalemate—Is when the king of one of the players is
80 situated that he cannot move it without going into
check, and at the saine time has no other move on the
board.

Drawn game.—There are several ways to make a drawn
game. 1st. Stalemate is a drawn game. 2nd. When one
of the players has such a position that he can perpetually
¢ check” his adversary, and insists on doing so. 8rd.
When there is not sufficient power remaining on the board
to give checkmate. 4th. When both players insist on mak-
ing the same move respectively, neither being willing to
change his mode of play. See also laws of the gane, Noa.
22, 23, and M4

£En prise—When a piece or pawn is so placed that 1t
wmay be captured, it is said to be en prise.

he exchange.—One player is said to gain the exchange
of another when he succeeds in exchanging a bishop or a
knight for a rook. The latter being considered the more
valuable piece.

Fulse move.—A move made contrary to the rules of the
gamoe.

20*
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Forced move.—A move which must be made, Lefore any
other, by press of circumstances.

To interpose—Is to play a piece or pawn Letween the
attacking power and the attacked.

lsolated pawn—Is a lone pawn without other pawns on
the files next on either side,

J adoube—I1s a French expression signifying *“T arrange,”
“ 1 adjust,” or, “I replace.” See Laws of the game, N.s T
and 9.

Gambit—Is an Italian word, and signifies * tripped up.”
It is used to distinguish a particular class of openings of
gumes fromn another class called * olose” ganies.

Close game—Is a game commenced without the sacrifice
of a pawn, in contradistinction to ** Gambit,” which re-
quires such sacritice.

Minor pieces.—The bishops and knights are sometimes
called minor piecces, as they are inferior 1. value to the
queen and rook.

T'he opposition.—That player is said to have the opposi-
tion whose king is opposite to the other king, with onl
one square between them, and his opponent being compe{
led to move.

Party or Partie—Sometimes used instead of the word
¢ game.”

Passed pawn—Is a pawn which has passed through all
obstruction of the opponent’s pawns.

Perpetual check—Is when one player has it in his power
to continue checking his opponent’s king without the pos
sibility of being prevented doing so.

Pion coiffé or Marked pawn.—A pawn with which s
superior player agrees to checkmate his adversary.

Queening a pawn.—See Laws of the game, No. 21.

Discovered check.—A check uncovered by the removal
¢f & pawn or piece.

Smothered mate—Is checkmate given with the knight,
when the mated king is completely blocked by pieccs or
pawans of his own, or of his opponent, so that he can.10t be
moved.

Fool's mate—Is checkmate in two moves, as follows:

WHITE. BLAOK,

1L K Kt's P, to K. Kt.'s 4th. 1. K. P. to K.’s 4th.
A KB P tK. B'sdth % Q. v K. R.'s 5th checkmate.
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Scholar’s mate—Is checkmate in four moves, as follows:

WIINTE. BLACK.
1. P. to K.’s 4th. 1. P.to K.'s {th.
8. K. B. to Q B.'s 4th. 2. K. B. to Q. B.’s 4th,
8 Qto L 8 Q P.toQ's 8rd.

K R's 5th.
4 Q takes K. B. P. checkmate.
Relative value of the pieces.—The relative value of tle

giews is estimated as follows: the Queen is worth, say,
0 pawns; the Rook 5; the Bishop 81; the Knight 8.

LAWS OF THE GAME,

Adopted by the London Chess Club upon its establishment
in 1807 ; recently revised by the Committee of that In.
stitution. Sanctioned, also, and adopted by the New

~ York and the Brooklyn Chess Clubs.

1. The chess-board must be so placed that each player
has a white corner square nearest his right hand. It the
board have been improperly placed, it must be adjusted
provided four moves on each side have not been played,
but not afterwards.

2. Ifa piece or pawn be misplaced at the beginning of
the game, e.ther player may insist upon the mistake being
rectitied, if he discover it before playing his fourth move,
but not afterwards.

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

4. If a player, undertaking to give the odds of a piece or
pawn, neglect to remove i* from the board, his adversary,
after four moves have been played on each side, has the
choice of proceeding with, or recommencing the game.

5. When no odds are given, the players must take the
first move of each game alternately, drawing lots to deter-
mine who shall begin the first gaime. If a game be drawn,
the player who began it has the first move of the follow-
ing one.

6. The player who gives odds has the right of moving
first in each game, unless otherwise agreed. Whenever a

awn is given, it is understoud to be always the king's
ishop’s pawn.

7. A piece o' pawn touched must be played ~nlesa at
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the moment of touching it, the player sey * J wdoube,” or
words to that effect ; but if a piece or pawn be displaced
ar overturned by accident, it may be restored to its place

Note to No. 7.by George Walker.

Nothing can be casier than to acquire the habit of say
ing“J"* be,” when necessary, and a little reflection will
oonvince you of the propriety of following, to the strictest
lettor of L{e law, a rule which prevents persons of careless
babits from touching half-a-dozen pieces by turns, or all at
once, before making their move. Indeed, were it not tor
this law, I believe some people, while calculating theit
move, would take off a rook or two to play with.

D is to move, and lifts a bishop, with the evident inten
tion of setting it on a certain square ; then replaces it, say-
ing, * J’adoube,” and proceeds to play elsewhere. He cer-
tainly should play elsewhere, for he should not play with
me. The bishop inust of course be moved. The expression
S adoube” is not allowed to exonerate you when you touch
a piece, with the bona fide intention of moving it.

8. While a player holds the piece or pawn he has touched,
he may piay it to any other than the square he took it
from ; but having quitted it, he cannot recall the move.

9. Should a player touch one of his adversary’s pieces or
awns, without saying **J*adoube,” or words to that effect,
is adversary may compel him to take it; butif it cannot

be legally taken, he may oblige him to move the king:
should his king, however, be so posted that he cannot be
legally moved, no penalty can be intlicted.

10. Should a player move one of his adversary’s men,
his antagonist has the option of compelling him, 1st, to
replace the piece or pawn and move his king; 2nd, to re-
place the piece or pawn and take it; 8rd, to let the pioce
or pawn re.nain on the square to which it had been played,
a8 if the move were correct.

11. If a player takes one of his adversary’s men with one
of his own that cannot take it without making a false
mnove, his antagonist has the option of compelling hin to
take i, with a piece or pawn that can legally take it, or to
move his own piece or pawn which he touched.

12. Should a player take one of his own men wih an-
o't:ller, his adversary has the option of obliging Lita to move
either.
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18. If a player make a false move, . ¢, play a piece or
wn to any square to which it cannot legally be moved,
is adversary has the choice of three penalties, viz.: 1st, of
compelling him to let the piece or pawn remain on the
square to which he played it; 2nd, to move it correctly to
:?ogner square; 3rd, to replace the piece or pawn and move

s king.

14.n§hould a player move out of his turn, his adversary
may choose whether both moves shall remain, or the seo-
ond be retracted.

15. When a pawn is first moved in a game, it ay be
played one or two squares; but in the latter case the op-
ponent has the privilege of taking it en passant with any
pawn which couﬁi have taken it had it been played one
square only. A pawn cannot be taken en passant by a

iece.

16. A player cannot castle in the following cases: 1st. If
the king or rook have been moved. 2nd. If the king bein
check., 8rd. If there be any piece between the king and
rook. 4th. If the king pass over any space attacked by
one of the adversary’s pieces or pawns.

Should a player castle in any of the above cases, his ad-
versary has the choice of three penalties, viz.: 1st, of in-
sisting that the move remain; 2nd, of compelling him to
move the king ; 8rd, of compelling him to move the rook.

17. If a player touch a piece or pawn that cannot be
moved without leaving the king in check, he must replace
the piece or pawn and move his king; but if the king can-
not be moved, no penalty can be inflicted.

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

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

20. Shoull a player say “check” without giving it, and
bis adversary in consequence move his king, or toush a
[iece or paWn to interpose, he may retract such wove,
provided his adversary have not completed his uext wove,
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21. Every pawn which has reached the enghth or last
square of the chess-board, must be immediatery exchanged
for a queen or any other piece the pla{er may think fit
even though all the pieces remain on the Loard. It fol
lows, therefore, that he may have two or more queens
three or more rooks, bishops, or knights.

22. If a player remain at the end of the game, with a
rook and bishop against a rook; with both bishops only:
with knight and bishop only, etc., he must checkmate his
adversary in fifty moves on each side at most, or the game
will be considered as drawn; the fifty moves commenoce
from the time the adversary gives notice that he will count
them. This law holds good for all other checkinates of
pieces only, such as queen or rook only, queen against a
rook, etc., ete. .

23. If & player agree to checkmate with a particular
piece or pawn, or on a particular square, or engage to
force his adversary to stalemate or checkmate him, he is
not restrioted to any number of moves.

24. A stalemate is a drawn game.

25. 1t a player make a false move, castle improperly,
etc., etc., the adversary must take notice of such irregu-
lnrity before hie touches a piece or pawn, or he will not be
allowed to intlict any penalty.

26. Should any question arise respecting which there 18
no law, or in case of a dispute respecting any law, the
players must refer the point to the most skilful and disin-
terested bystanders, and their decision must be considered
as conclusive.

FRERE'S CHESS MAXIMS

For the practice of those Amateurs who are ambitious of
becoming really fine players.

1. Never allow yourself to play what is commonly called
8 “quick game.”

2. Always play strictly according to the acknowledged
rules, and require your opponent to do likewise.

8. Equalize all games, as nearly as possible, by taking or
giving odds.

4. When you receive the odds of the * rook” or ‘ knight,”
from a strong player, change off the pieces and pawns at
svery fitting opportuni‘y; placing your dependence ’n
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winning the game by “the ending;” at the same timne
watchiug an opportunity to sacritice the *piece,” a.:d
force checkmate. But if you receive the odds of the pawn
and two moves, or the pawn and one move, then play to
maintain the attack and force the game.

5. If an adversary is possessed with the idea that he is
the stronger player, and you hold a contrary opinion, offer
to play for a ** consideration,” to decide the matter.

6. When your opponent is so unreasonable as to decline
taking proper odds, bring the “ consideration” test to bear
upon hin also.

7. Never underrate, in your own mind, an adversary’s
strength, but endeavor to consider every game you play an
equal match, and govern yourself accordingly.

8. Play always to win, desiring * quarter” from no one
nor giving any.

9. Never afl'ow an advantage gained to influence you tu
plaf' carelessly, but finish off the game in the most direct
and masterly inanner possible, unless your opponent elects,
of his own free will, to resign.

10. Do not allow a trifling loss or disadvantage to alarm
you, but remember that a game is neither lost nor won un-
til the final checkmate.

11. When there is obviously a good move for you, search
the board for a better one before you play.

12. Do not allow your opponent’s remarks, or violent
manner of moving, to disconoert you; or some, even infe-
rior, players will frighten you out of the game.

18. If you are satisfied that you cannot win the game,
turn your attention to drawing it ; but do not be so unwise
as to inform your adversary of your intention.

14. Do not be too ready to resign, because ** the ending”
I8 generally the most instructive part of the game.

156. When you are a “looker on,” never, under any cir-
onmstances, make remarks in relation to the game, unless
appealed to by the players, nor lose your temper when
others interfere in your own game, but merely enter a
guod-natured protest against a continuance of the interrup-
tion.

16. When asked how you play, in comparison with
others, underrate your own game rather than the reve
as you thereby divest yourself of much responsibility, m
cac better afford to be beaten.
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17. Nover give it out that you can “beat” so-and so
but leave him and others to find it out for themselves.

18. “Last, though not least”—Never allow success noe
defeat to influence your ianner, but, at all times, practiss
the utmost imperturbation.

MAXIMS FOR BEGINNERS;
And General Observations.

It 18 & good general practice to castle early in the game,
and on the king’s side.

If the queens have been exchanged before castling, it is
generally better to move the king than to castle.

It is often bad play to take an adversary’s pawn if it is
» placed as to give protection to your king.

Employ the king in active play towards the ending ot
the game.

It is generally better to cover a check to your king with
& piece that attacks the checking power than with one that
does not.

It is usually good play to force your adversary’s king
into the centre of the board, that you may more effectually
bring your pieces to bear upon him.

Do not give useless checks to your adversary’s king, as
you thereby lose moves.

It is mostly bad play to bring out your queen in the
varly stages of the game, as you thereby expose her to at-
tacks from your opponent’s inferior forces.

It is not always good play to capture a pawn, or even a
2iece, with your queen, if by so doing you isolate her too
much from the rest of your game.

Ithis cotnmonly good play to prevent your opponent from
sastling.

Bring your rooks into play as soon as possible, and with
them take possession of the open files.

A rook on your adversary’s seccnd rank, if his king be
not moved out, is usually well posted.

Moving your queen’s pawn to queen’s third before mov-
ing your king’s bishop, is apt to confine your bishop and
crowd your game.

The bishops impede the onward march of the pawns
wmore than Enights or rooks. Profit by this snggestion

_—p  —~
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through exchanges, when you are strong in pawns ac the
ending of the game.

It is not good play to move the knights on the rook’s
files, as their strength is thereby greatly curtailed. _

Towards the ending of a game, the knight is generally
stronger than a bishop, provided the pawns on both <ides
are equal.

Be careful not to allow a knight to attack your king and
an undefended piece at the same time, as the latter would
be lost.

Do not allow a protected pawn to attack, or “fork,” two
of your pieces.

f possible, keep command of the centre of the board
with your pawns.

Doubled pawns are usually disadvantageous,

United pawns are strong, but they lose much of their
strength when separated. ’

A passed pawn is valuable, especially when supported
by another pawn.

Play your pieces so that they will not interfere with, but
support, each other.

If a violent attack is brought to bear upon you, play to
exchange pieces.

Do not allow yourself to acquire a choice of men. Ac-
ovrstom yourself to play with either color.

Bring all your pieces as speedily into action as possible,
and endeavor to crowd your adversary’s game; remember-
ing that, to prevent his doing that which you are endeav-
oring to do yourself, will eventually prove to your advan-

ON GIVING AND RECEIVING ODDS.

When there exists a disparity of skill, it is usual for the
stronger player to give his adversary such odds as will
render the game mutually interesting, by placing the par-
ties more strictly on terms of equality. I earnestly recom-
mend beginners never to engage with players of known
superiority, without asking for proper odds. It is not fair
to insist on better players engaging on even terms; sin
in that case, what may be amusing enough to you, wi
probably to them prove a positive annoyance, tke chances
of victory being so unfairly balanced. )

The tirst description of odds, worthy of aotice, is the

N
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queen; for, until you can make a stand, with tle sadvan
tage allowed you of this great piece, you can La:dly be
#aid to know the moves. The player giving the queen you
will find mostly to aim at a quiet opening. On yoar part,
endeavor to get all your pieces out, and your king snugly
castled, before you do aught else; and remember that, as
“ oxchanging” is death to your opponent, you must seek
every opportunity to exchange your pieses for his; with
due regard, in so doing, to the scale of relative value, and
to a cautious examination of the consequences, as far as
you can calculate.

The odds of * the marked pawn,” are about equal to the
queen. The parties have each the usual complement of
men ; but the superior player puts a ring, or some othet
mark, on a certain pawn, and undertakes to give check-
mate with that pawn only. If he give mate With any
piece, or with any other pawn, he loses; and he is not
permitted to queen the marked pawn, but must give the
mate with it, as a pawn.

The odds of the rook and knight stand next in the scale;
and you may be said to be a very fair player, as players
go, when a first-rate player can only make even games in
giving you these two pieces. The odds of the two knights
will be substituted, as you improve, fot the advantage ot
the rook and knight.

The 0dds of the rook mark the boundary line between
“ The world” and the ¢ Chess-circle.” The latter is more
confined than you would suppose, there not being fifty
persons in London to whom the first-rate player could not

ive a rook. All such trials of skill should consist of not
ess than eleven games; and he who wins, on the average,
six out of the eleven, may fairly say he can give the odds
fn question, whatever they may be. Indeed, without you
eould insure winning seven or eight games out of eleven,
I should not allow that you had fairly got over the rook.
It is absurd to suppose, as I have heard it asserted, that the
rook is not so much to give as the knight, because it cannot
so speedily be brought into play. Those accustomed to
allow large odds well know the difference. In giving the
vook, unless a violent attack is soon concocted, the game
becomes highly critical ; and you can frequently get a fine

osition by sacrificing one of your rooks for a minor piece*

ut it is seldom you can do this, receiving: the knight.
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The odds of the knight follow the rook. The strongest
oYPening, in giving the knight, is Captain Evans's game.

ou may diminish the odds of the knight, by receiving
either that piece, or the rook, in exchange for the pawn
with one or more moves. :

The pawn and three moves, the pawn and two moves,
and the pawn and move, are the lighter odds; and are
allowed between players nearly matched, according as they
are found to answer in rendering the game equal.— Geo
Walker.

PRELIMINARY GAME.
(From Staunton’s Hand-book.)

Preparatory to the investigation of the several openings
treated of in the following pages, it inay not be uninstruc-
tive to give a short game which shall exhibit the applica-
tion of some technical phrases in use at Chess, and at the
same time show a few of the most prominent errors into
which an inexperienced player is likely to fall.

In this game, the reader will be supposed to play the
white pieces and to have the first move; although, as it
has been before remarked, it is advisable for you to accus
tomn yourself to play with either black or white, for whick
purpose it is well to practise the attack, first with the
white and then with the black pieces.

WHITE. BLACK.
1. K's P. to K's 4th. L K P to K's 4th,

When the men are first arranged in battle order, it is
seen that the only pieces which have the power of moving
are the knighis, and that to liberate the others it is indis-
pensably necessury to move a pawn. Now, as the king's
pawn, or: being moved, gives freedom both to the queen
and to the king’s bishop, it is more frequently played at
the beginning of the game than any other. You will re-
member, in speaking of the pawns it was shown that on
certain conditions they have the privilege of going either
one or two steps when they are first moved.

2 K's B. to Q B.'s 4th. 2 K'sB.toQ B's4h.

Thus far the game illustrative of the king’s biskop’s open-
ing is correctly begun. Each party plays his king’s bishop
trrus, vecause it attacks the most vuluerable point of the
svarse pusition, viz., the king’s bishop’s pawn.
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% Q B pawn to B.'s 8rd. 3. Q' knight to Bs Sid.
[n playing this pawn, your uhject is afterwards to pla
queen’s pawn to queen’s 4th square, and thus establis
your pawns in the centre; but black foresees the intention,
and thinks to prevent its execution by bringing another
piece to bear upon the square.
X
NTALS.  thndngas

Here you have played without due consideration. Black’s

third move of queen’s knight to bishop’s 8rd square was a

oad one, and afforded you an opportunity of gaining a
triking advantage; but omitting this, you have enabled

him to gain a valuable pawn for nothing. Observe, now,

your reply to his third inove was good enough (4. Queen’s
pawn to queen’s 4th square), but when he took your pawn
with his, instead of taking again, you ought to have taken
his king’s bishop’s pawn with your bishop, giving check:
the game would then most probably have gone on thus:

5. K's B. takes K. B's pawn (ch) 5 K. takes bishop.

6 Queen to K. R.'s bth (ch.) 6. K. to his B.'s square.

1 en takes K.'s bishop (ch.) .

In this variation, you see black has lost his king’s bishup’s
awn, and, what is worse, has lost his privilege of castling,
y being forced to move his king; and although for a

motnent he had gained a bishop for a pawn, it was quite

clear that he 1nust lose a bishop in return by the check of
the adverse queen at king’s rook’s 5th square. It is true
that he need not have taken the bishop, but still his king
must have moved, and white could then have taken the
king’s knight with his bishop, having always the better

position.
But now to proceed with the actual game:
6. K.'s knight t» K. B.’s 3rd. 6. Queen to K. B.'s 8rd.

Bringing out the knight is good play; you not ot.ly threaten
o win his bishop, but you atford yourself an opportunity
>f castling whenever it nay be needful. Black would have
played better in retiring the bishop fromn the attack to
queen’s kuight's 8rd square, than in supporting it with the
queen.
7. Knight takes bishop. 7. Queen takes knight.

Both parties played well in their last moves. You rightly
took off the bishop, because supported by the queen he
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aiennced your queen’s knight’s pawn, and b.ack properl)
retook with his queen instead of the knight, because hav
ing a pawn ghead, it was his interest to exchange off' th.
queens.

8 Q's knight to Q s 2nd. 8 K.'s knight to B.'s 8rd.

You played correctly here in not exchanging queens, an¢
also in protecting your bishop and your king's pawn, bot),
of which were attacked by the adverse queen; but all this
might have been done without impeding the movements
of any of your pieces, by simply playing queen to king’s
2nd square; as it is, the knight entirely shuts your queen’s
bishop from the field. Black properly brings another piece
to the attack of your king's pawn:
9. K. B.'s pawn to B.'s 8rd. 9. Q's knight to king's 4th.
In protecting the king’s pawn with your king’s bishop’s
pawn, you are guilty of & very common error among young
players; as you improve, you will find that it is rarely
good play to move the king’s bishop’s pawn to the third
square: in the present instance, for example, you have de-
prived yourself of the power of castling, at least for some
time, since the adverse queen now commands the very
square upon which your king, in castling on his own side,
has to move. Black’s last move is much more sensible.
He again attacks your bishop, and by the same move
brings his queen’s knight into co-operation with the king's
on the weak point of your position :
10. Pawn to Q. Kt.’s 8rd. 10. Q takes queen’s rook.

This is a serious blunder indeed. In your anxiety to save
the threatened bishop, which you feared to withdraw to
Q. Kt.s 8rd square on account of the adverse knight’s giv-
ing check at your queen’s third square, you have actuall,
left your queen’s rook en prise! Black takes it, of course
and having gained such an important advantage, ought tc
win easily.

11. Castles (¢. o. plays K. to his Kt.'s 11. Q.'s Kt. takes bishop.

8q., and R. to K. B.'s 8q.)

12. Kt. takes Kt. 12. Castles.

13. Q. to her 2nd. 18. Q. B.'s pawn to B.'s 4th.
Your last move is very subtle; finding the mistake that
black had committed in not retreating his queen directly
after winning the rook, you determine, if possible, to pre-
vent her escape by gaining con‘n‘mmnd of all the squares ske

21
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can move to. Secing the danger, black throws forward
this pawn to enable him, if possible, to bring the queen
off, by playing her to her 6th square, giving check.

14, Bishop to Q. Kt.'s 2nd. 14. Q takes Q R.'s pawn.
This move of the bishop is well timed: it does not, to be
sure, prevent the queen from escaping for a move or tw
but it gives you an attack, and very great command 2
the field.

18. Q to K Kt's 5th. 15. Knight to K.'s square.
Very well played on both sides. By playing the queen %0
K. Kt.’s 6th, you threatened to win his knight by at once
taking it with your bishop, which he could not retake
without opening check on his king. Instead of so moving,
you might have played the knight to queen’s rook’s 5th
square; in which case, by afterwards moving the rook tc
queen’s rook’s square, it would have been impossible for
his queen to get away.

16. Q. to king’s 8rd. 16. K. R’s pawn to R.’s 8rd.
You prudently retreated your queen to guard her knight’s
pawn, which it was important to save, on account of its
protection to the knight. Black played the king R.’s
pawn to prevent your queen returning to the same pust 01
sttack.

17. K. R’ P. to RS 8rd. 17. K. to his R.’s aq.

Here are two instances of what is called *“lost time” at
chess, neither move serving in the slightest degree to ad
vance the game of the player. That you should have over-
looked the opportunity of gaining the adverse queen was
to be expected. Similar advantages present themselves in
every gamne between young players, and are unobserved.

18. K. B.'s pawn to B.’s 4th. 18. Q Kt.'s pawn to Kt.'s 8rd.

Again you have failed to see a most important move; you
might have taken the K. rook’s pawn with your queen,
giving check safely, because black coull not take your queen
without being in check with your bishop. All this time,
too, your opponent omits to see the jeopardy his queen is
in, and that as far as practical assistance to his other pieces
is concerned, she might as well be off the board.
19, K. Kt's pawn to Kt.'s 4th. 19. @ Kt.'s pawn to Q. Kt.'s 4tb

Your last move is tar from good. By thus attacking yous
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knight, black threatens to win a piece, because upon play.
Ing away the knight you must leave the bishop unprotected.

20. Pawn to K. Kt.'s 5th. 90, Pawn takes knight.

Although your knight was thus attacked, it might have
been saved very easily. In the fiist place, by your taking
the adversary’s Q. B’s pawn, threatering to take his king’s
rook, on lhis removing which, or interposing the Q.’s
pawn, you could have taken the pawn which attacked
your knight; or, in the second plac 3, by moving your queen
to her 2nd square. In the latter case, if black ventured to
take the knight, you would have won his queen by taking
the K. Kt.’s pawn with your bishop, giving check, and thus
exposing his queen to yours. Black would have been
obliged to parry the check, either by taking the bishop or
removing his king, and you would then have taken his
queen. This position is very instructive, and merits atten-
tive examination.
81. B. to Q B.s 5rd. $1. Pawn takes Q. Kt.'s pawn,
22, Pawn to K. R.'s 4th. 28. Pawn to Q. Kt.'s Tth,

Iv such a position, the advance of your king’s flank pawns
8 8 process too dilatory to be very effective.

$8. Pawn to K. B.'s bth. 28, Pawn to Q Kt's Sth, becom-

ing & queen.

Now the fault of your tortoise-like movements with the
pawns becoines fatally evident. Black has been enabled to
make & second queen, and has an overwhelming force at
command.

24 Rook takes queen. 24 Queen takes rook (check).

You had no better move than to take the newly-elected
queen, for two quecns must have proved irresistible.

23. King to his Kt.'s 2nd. 20. Kt to queen’s Srd.
926. K. Kt.'s pawn to Kt.'s 6th. 26. P. takes pawn.
$7. P. takes pawn, 27. Bishop to Q Kt.'s 2nd.

Here you have given another remarkable instance of lost
opportunity. At your last move you might have redee ned

| former disasters by checkmating your opponent in two
moves. Endeavor to find out how this was to be accom-

plished.
28. K. R's pawn to R.'s 5th, 28. Knight takee king’s pawn.
99, Bishop to king's 5th 29. Kt to K. Kt.'s 4th (discoves

ing cbeck). -
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Up to black’s last move you had still the opportunity of
winning the game as before mentioned.

0. King to Kt 's8rd. 80. K.'s rook to B.'s 6th (oh.)

81. King to R's 4th. 81. Q to K. bishop's 4th.
At this point you were utterly at the mercy of your an-
tagonist, but fortunately he wanted the skill to avail him-
selt properly ot his vast superiority in force and position,
or e might have won the gawe in half a dozen differen
ways,

83 Q. takes rook. 82. %'ukes queen.

83. B. takes K. Kt.'s pawn (ch.) 83. King takes bishop.
This was your last chance, and its success should serve to
convince you that in the most apparently hopeless situa-
tions of the game there is often a latent resource, if we will
only have the patience to search it out. By taking the
bishop, black has left your king, who i not in check, no
move without going into check, and as you have neither
piece nor pawn besides to play, you are stalemated, and
the game is drawn.

Games

AOTUALLY PLAYED BY THE FINEST PLAYERS.

IN order to condense as much solid chess information
and amusemnent as possible in the space allotted us, we
shall give entire games, with the name of the opening in

" which each is played, rather than the mere opening. The
wearner may therefore follow the gane through the opening
only, or to the end, as he sees fit.

We shall give the games without many notes or extended
comment, believing the learner will derive more benefit Ly
trying to discover the object of the various moves, than h
would were every one to be explained to him, to say noth-
ing of s:ll;'.e increased pleasure of wmaking the"discovesy for
one’s
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18, Sh ‘s 6th, (1) 18. B. takes B.
19. P. takes B. 19. Q R. P.1,
20. B.to Q. B.’s 2nd. 20. Q. R.to R.'s 8ed.
8l Q to K. Kt.'s 8rd. 21. B. to Kt's 8nd.
2, %-R.wQ.‘uqnm 22. %Kt.wx.‘shl.
28. Kt to Kt.'s 5th. 28. B.P. 1
24. Kt takes R.’s P. () 2. K. takes Kt.
25. Kt. takes K 25, Q takes Kt
96. Q. to K. R.'s 8rd (ch.) 26. K. to Kt.'s square,
47 Q R. takes P. 7. % toB.'s
23 R takes B. 28, Lux.’un..g)
29, Q to K. Kt's Srd. 29. K. R. to B.'s 2ns
3. R.takes R. 80. K. takes R.
81. B.to %‘uqunre. 81. R. to Qs 8rd.
83 B to K. R.’s 5th (ch.) 82. K. Kt. P. 1.
83. B. to K.'s 2nd. 83. R.t Q's Tth,
84 Q to K. B.’s 4th. (/) 84, R. takes B.
85, Q. takes K. B.'s P. (ch.) 85, K. to K.'s square.
86. Q. to K.'s 6th gch.) 86. K. to Q.'s square.
87. Q. to K. Kt.’s 8th (ch. 87. K. to Q B.'s 2nd.
88. Q to K. Kt.'s 7th (ch. 83. Kt. to Q's 2nd.
89. R. to Q's square.

‘White mated in three moves,

(2) Q P. 2nd at once is rather more attacking.

(0) We should have preferred retiring this B. to B's. 4th, and if W:ite
then played K. B. to R.’s 2nd, move % . to K. Kt.’s 5th.

(c) lt;‘ is obvious that hkingthe Kt. P. would have lost the “ex-
change.
(@) Vovv well played.
(¢) If White had now taken B. with Q, his opponent would have played
Q. to Q’s Tth, with & forced won game.

(/) This sacrifice is not sound.

IRREGULAR OPENING,

Played at the Brooklyn Chess-club, between the Secretary
Mr. T. Frere, and Mr. W. Horuer.

BLACK. Mr. Frére. wHITE. Mr. Horner.
1. P.to Q B’sdth. 1. P. to K.'s 4th.
3 P.to K's 8rd. 3. P.to K. B.'s 4th,
8. P.toQ R.'s 8rd. 8. Kt to K. B.'s 8rdl
4 Kt.to Q B's8rd. 4 P.toQ B's4th
5. P. to Q'8 8rd. 8. Kt. to Q. B.'s 8rd.
6. Kt to K. B.'s 8rd. 6. P.w%'sard.
7. B. to K.'s 2nd. 7. B. to K.'s 8rd.
8. Castles. 8. B. to K.'s nd.
9. P.to Q Kt's 8rd. 9. Castles,
10. B. to % Kt's 2nd. 10. R. o Q B.s
11. P.to K. R.'s 8rd. 11. Q to Q’'s 2nd.
12. Kt. to K. Kt.'s 5th, 12. Q Kt to Q'8 8q.
18. P. to K. B.'s 4th, 18 P. to K. R.'s
14 Kt. takes B. 14. Q. takes Kt.
15. P. takes P. 15. P. takes P.
16. Qw%B‘eQnd. 16. Kt. to K. B.’s Snd,
17. B. o K. B.'s 8rd. 17. Kt to Qs 3rd.
18. K* to Q's 5th. 18. P. to K.'s 5th,
19. P. takes P. 19 g Kt. takes P.
0. B. takes Kt. 90. Kt. takes B.
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27. Kt takes Q. 21. Kt takes B.
48. P. to K.'n 6th, 28 K. to K.» 0g.
$9. K. R to K. B'ssq.

And black resigna.

(a) A strong move, not found fn “the booka™
(b) Bold but safe. (¢) A most subtle move. (d) Mastexly plsy.

Nore—The above beautifu. specimen of the Bishop's Gambit is transla
Sed from the Berlin Chess Magazine by Mr. Daniel 8. Roberta, of the Broud
lyx. Chess-club, one of tho finest piayers in the (nited States.

EVANS'S GAMBIT.

wHITE. Herr Anderssen. BLAOK. M. Dufresne.

1. P. to K.'s 4th. 1. P. to K.'s 4th,

$ Kt to K. B.’s 8rd. 2 Kt.to Q B's3rd.

8 B.to Q B.'s 4th, 8. B.to Q B.s 4th,

4 P.w Q Kt's 4th, 4. B. takes Kt's P,

5 P.to Q B.’s 8rd. 5. B. to R.’s 4th,

6. P.to Q's 4th. 6. P. takes P.

7. Castles. 7. P. to Q's 6th.

&Qw%KL‘sM 8. Q to B.'s 8rd.

9. R. to 'AA(‘.L 9. B. to Q. Kt.’s 3rd,
10. P. to K.'s 5t 10, Q to Kt.'s 8rd.
11. Q. to Q'8 8q. 1L Kt to R.'s 8rd.

12. K. takes Q'8 P, 12 Q to R 's 4th,

18. P. to K. R.'s 8rd. 18. Kt. to K.'s 2ad.

14 Kt to Q's 2nd. 14, P. to Q's 4th.

15. P. takes P, (on passant). 15, P. takes P.

16, Kt 10 Q. B.'s 4th. 16. B. to Q B.'s 4th.

17. B. to K. Kt.’s 5th 17. P. to B.'s 8rd.

18. Kt. takes P. (ch.) 18. B. takes Kt.

19. B. to Kt.'s bth (ch.) 19, K. to B.'s u‘a

20, Q. takes B. 20. K. Kt. to B.'s 4th,

1. Q to Qs 8th (ch.) 21. K. to B.'s 2nd.

22. R. takes Kt. (ch.) 22, Kt takes

93 Kt to K.'s bth ( Black resigns.
S8IOILIAN OPENING.

wnite. Herr Lowenthal. BLACK. Rev. T. Gordon

1. P. to K.'s 4th. 1 P.to Q B.'s 4th,

2. K. Kt to K. B.’s 8rd. 2. P. to K.+ 8

8. & Kt to Q. B.'s 8rd. 8. Q. Kt. to B."'s 8rd.

4. K. B. to Q Kt.’s 5th, 4 Q Kt to K.'s 2nd.

5. P. to K.'s bth. (@) 5. Q Kt to K. Kt'’s 8rd.

6 P.to Q' 4t 6. P.to Q R.'s 3rd.

7. K. B. to K.'s 2nd. 1. Q to Q B.'s 2nd.

g. g. &k to 115.'5‘ 8rd. N g\ g. to '\Q'stL ®)

. takes P. (in passing] . B. takes P.
10, Q Kt to K.(’s yioy 10. P. takes P.
11. B. takes P. 11. B.to K. B."s 8q. (0)
12. Castles. 12. K. Kt to K. R.'s

18. Q. B to Q B.’s 8rd. 18. K. Kt. to K. B.'s 4th,
14 Q. to Q.8 2nd. 14. P. to K. B.%s 3rd.
15. Q R o %‘s 8q. 15. K. B. to K.’s 8nd.
16 P. w K. R.’s 8rd. 16. Castles,

17. P. to K. Kt's 4th 17. K. Kt. to R.’s 5th,
16. K. KU takes Kt 18, Kt. tukes Kt

B
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19. Kt. to K. Kt.'s 8rd. 19. P. to Q Kt's 4th. (d)
80 P. to K. B.'x 4th, 20. Q to Q. B.'s 3rd.

21, R. to K. B.s 2nd. 2l. K. R.10 Qs 8q.

22, Q to K.'s 8rd. 22, Q. B.to Q Kt.'s 30d.
28. K. to R.'s 2nd. 23. R. takes K.

24 B. takes R 24 R.to Q'ssq.

25. R. to Qs 2nd. 25 R. takes R. (ch.)

3. g ke B 26. B. to Q 's Srd.

97, Kt. to K. R.'s 5th. 2. Kt to K. Kt.'s 3rd.
28, K. to Kt.'s 8rd. 28. P. to K.'s 4th.

9. P. to K. B.'s 5th. 29. Kt. to K. B.'s 5th.
8. Q to K. Bs 3ud 30. Q to K. R.'s Sth,
81, Kt takes Kt. 31. P. takes Kt. (ch.)
82. K. to R.'s bth. B. to K. Kt's Tth.

And white reslgns.

(a) The o nlnf is very well played on the part of white, and for some
time is deci edll{ n his favor.

b) P. to K. B.s 8rd would perhaps have been better play.

¢) This was compulsory. and it very mach retarded the development of

black’s game. That after being obliged to retreat thus. he should bave freed
bis men and fairly forced his adversary to act on the defensive, is bighly
sreditable to his skill and persevering courage.

(d) P. to K. B.'s 4th would also have been a good move.

B800TCH GAMBIT.

A dashing skirmish between Count Vitzhum and Me.
Falkbeer.

B1AOK. Count Vitzhum, wHITE. Mr. Falkbeer.

1. P. to K.'s 4th. 1. P. to K.'s 4th.

2. K. Kt ¢, K. B's 8rd. 2. Q Kt t0o Q B.'s 8rd.
8. P.to Q's 4th, 8. P. takes P.

4 K B.t Q B.’s 4th, 4. K. B. to Q B.’s 4th,
5. K. Kt. to Kt.'s 5th, 5. K. Kt. to K. R.'s 8rd,
6. Q to K. R.’s 3th, c.%wl{.‘a%d.

7. K. Kt. to K. B.'s 8rd. 7. K. B. checks,

8 P.t Q B.s 8rd. 8. P. takes P.

9. Castles. 9. P.to Q's 8rd.
10. P. takes P. 10. K. B. to Q B.'s 4th,
1l Q B. to K. Kt.’s 5th. 11 Q B. to K. Kt.'s bth,
12 Q to K. R.’s 4th. 12. Q to Q's 2nd.

18. Q B. takes Kt. 18. P. takes B.

14 % Kt to Q's 2nd. 14. Q B. takes K. Kt.
15. Kt. takes B 15. Q to K.'s 2nd.

16. Q. takes P. 16. Castles on Q's side,
17, B. to Q’s 5th. 17. Kt. to K.’s 4th.

18 Kt takes Kt. 18, Q. takes Kt.

19. Q R. to Q Kt.'s 8q. 19. B. to Q Kt's 8rd,
20. Q. to K. K.'s 8rd (ch.) 20 K. to Kt.'s sq.
21, P.to Q R.'s 4 21. P.to Q. R.’s 4th,
pefediuion  mepipiaL o

to R.'s 8q. to s 84, (@)
4. R. takes B.
And white cannot save the game (D)
A fats “wersight.

=~
O

Boecanes, ¢ " s taking the rook, there follows Q. to Q's Tth, &e
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FRENCH OPENING.

Game between Messrs. Petroff and Szymanski, played
at Warsaw.

wHITE. Mr, Petroff, BLAOK. Mr. Szymanski.

1. P.to K.'s 4th 1. P. to K's 8rd.

8. P.to Qs 4th, 2 P.to Q's 4th.

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

4 P.toQ B.sdth, 4. B. to Q Kt.'s 5th (eb)
5. Kt to Q B.'s 8rd. 5. Kt 10 K. 8 2nd.

6 Kt to K. B.'s 8rd. 6. B. to K. Kt.'s 5th,

7. B. to K.'s 21.d.. 1. P. takes P. (a)

8. Castles. 8. B. takes K. Kt.

9. B. takes B, 9. P. to Q B.'s Srd.
10. Q to K.'s 2nd. 10. Q takes Q. P. (3)

1. R.to Q's '?1 11. Q to K. B 's 8rd.

12. Kt to K.'s 4th. (0) 12 Q to K.'s 8rd.

18, P.w%lt.‘n rd. 18 B.to Q R.'s 4th.

14. B. to K. Kt.'s 4th. () 14. Q to K. Kt.'s 8rd.

16. B. to K. B's bth. (o) 15. Kt. takes B.

And white mates in two movesa.

@) Better to have castled than aim at this petty capture.

b) Again black would have acted more wisely in castling. This second
will prove a fatal acquisition.

zc) The attack now obtained is ugitslly carried out.

This wins the queen, play as black may. For if—
14. P. to K. B.'s 4th.
15. Kt to Q.'s 6th (ch.) 15. K. to Q.'s 2nd (hest).

16. Kt takes Q. Kt. P. (dis. ch.) 16. Kt. to Q’'s 4th,
17. Kt to Q. B.'s 5th (ch.), &e., &o
(¢) Very elegant and decisive.

MUZIO GAMBIT.

Between Mr. Szen, of Hungary, and V. H. der Laza, of
tl.e Berlin Chess-club.

wriTe. V. H. der Laza. BLACK. Mr. Szen,
1. P.to K.'s 4th, 1. P. to K.'s 4th,
2 P.to K. B.'s 4th, 8. P. takes P,
3 K. Kt. to B.’s 3rd. 8. P. to Kt.’s 4th.
4 B. to Q. B.s 4th, 4. P. to K. Kt.’s 5th.
5 Caatles. 5. P. takes Kt.
6 %ukes P. 6. Q to K. B.'s 8rd.
7. P. to K.'s 5th, 1. Q takes K. P.
8 P.toQ's 8rd. 8. K B.to K. R's 8rd
9. Kt. to Q B.'s8rd 9. K. Kt. to K.'s 2nd.
10. Q B. to Q.’s 2nd. 10. Castles. (@)
11. % K. to K's sq 11. Q to Q. B.'s 4th (ch.)
12. K. to R.’s sa 12. P. to Q. B.%s 8rd.
18 Kt to K.'s 4th, 18. Q to K. B.%s 4th.
14 ﬁ B. to his 8rd. 14. B. to K. Kt.’s 2nd.
16. Kt. to Qs 6th. 15. Q to K. Kt.'s
16. R. takes Kt. (bz, 16. B. takes Q. B. (0)
17. R. takes K. B. 17. R. takes R.
18. B. takes R. (ch.) 18. K. to Kt.'s 2nd.
19. P. takes B. 19. Kt to Q R.'s 8rd.




GAMER, 2568

90. Q. takes K. B. P, 20. Q. takes Q.

21 R. takes Q. 21, Kt to Q B.'s 8rd,

22. B. to Q. Kt.'s 8rd. 22 Kt. to Q.'s 4th.

23 B. takes Kt 28. P. takes B.

24 R. to B.'s Tth (ch) 24. K. to Kt.’s 8q.

2 R to K.’s Tth, 25. P. to Q. Kt's 8rd,

$6. R. to K.'s 8th (ch.) 26. K. to Kt.'s 2nd.

97. R. takes B. .

And wina,

(a) Not considered so strong & move as 10. P. to Q B.'s 8rd.

(b) Well played.

(3) Had he taken R. with Q., white would have won a piece by st omes
plaring Kt. to K. B.'s 5th.

KING'S BISHOP'S OPENING.

Played by correspondence, between the Norfolk and
New York Chess-clubs.

NORFOLK. NEW YORK.

1L KP2 1. K.P.2

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

8. QB.P.1 8. Q to K. Kt.'s 4th.

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

5. K. Kt. to K.'s 2nd. 5. QP.1

6. QP2 6. K. B. to Q. Kt.'s 8rd.

7. Castles. 7. K. Kt. to B.’s 8rd

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

9. Kt to K. Kt.’s 8rd. 9. Q. B. to K. Kt.'s bth.
10. Q. to Q.'s 8rd. 10. Q Kt. to Q'8 2nd.
11. Q Kt P. 2 11. K. Kt. to R.'s 4th,
12. g B. to K.'s 8rd. 12. Castles (Q R.)

18. Kt takes Kt. 18. B. takes Kt.

14. Kt. to Q.'s 2nd. 14, Kt to K. B.'s 8rd.
15. Q. to Q B.'s 2nd. 15 R. takes Kt

16. Q. takes R. 16. Kt. takes P.

17. % to Q. B. 17. B. to K. B.'s 6th,
18. K. Kt P. 1. 18. K.R.P. 2

19. K. B. to %’nbth. 19. K. R.P. 1

20, B. takes Kt. 20. Q. takes B.

21. B. takes B. 21, Q to K. Kt.'s 5th,
n%wK.‘QSrd. 22. R. P. takes B.

28 K. R.t0o Q Kt 23 K. P. 1.

24 QtoK. 2%4. K. B.P.2

25 R.to Kt's 2nd. 25. K. B.P. 1.

2. Q B.to Q Kt

New York Checkmates in four moves.

8Bu handsome a termination to a game played by corve
sponidence is indeed rare; the position, as it now stands
8 & very pretty problem—solution as follows:

26. Q to R.'s 6th.
L 44 to K. B 27. Q. takes R. P. (ch.
8 takes Q. 28, R. P. takes P. (ch.
. K. to Kt 29. R. checkmatea.

Nortr.—The present officers (1857) of the New York Chess-club are Oel
0. D. Mead, President, and F. Perrin, Esq., Secretary. The clab numbers
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some seventy membera.  Its leading players are Messrs. Stanley, T) ompeos
Mead, Perrin, Marache, Lichtenhefn, Montgomery, Loyd. Rapasel, Fulleg,
@allatin, Anderson Beruler, Jullien, and King: and embraces some ve
mising younger players, unoniwhom are Messrs. Fisk, Quimby,
Miller, and the younger Loy

KING'S BISHOP’S OPENING.

Played at New Orleans, between Messrs. Rousseau and
Stanley, being the first game occurring in a match between
those gentlemen. With notes by M. St. Amant, the editor
of the Palaméde, Paris.

WHITE. Stanley. BLAOK. Roussean.
LEKPS 1. KP.2
1K.B.to%k.‘s4th. 8 K Kt to B.'s 3rd (a)
&%K&w .8 Srd. 8 K. B. to Q B.'s 4th,
4. Kt to B.'s 8rd. 4 QP.1
5 KRP L 8. Castles.

&%P.L 6. Q B. to K.s 8rd.

1. B. to Kt.'s 8rd. ib 7. Q Kt. to B.’s 8rd.

8 Q Kt to K.'s 2nd. (¢ 8 Q to K's 2nd.

9. % Kt. to K. Kt's 8rd. (a) 9. Q Kt to Q's 5th. (6) .
10. Kt takes Kt 10. B takes Kt.
1. QB.P. 1 1L. B. to Kt's 8rd. (/)
18. Casties. 12. Q P. 1 Sg)

18. Q B. to K. Kt.'s 5th, I&S,B.P. o

14. Kt to K. R.'s 5th. 14 P. takes P,

15. P. takes P. 15. B. takes B.

16. . to K. B.'s 8rd. (A) 16. Q B. to its 5th.

17. B. takes Kt. 17. Q to K.'s 3rd. (6)
18. Kt. takes Kt. P. 18. Q. B. to K.'s Tth,
19, Kt takes Q. 19, B. takes Q.

Kt takes R. (J)
P esigns,

(a) A commendahle move, giving aore power to the defence than bring
mg out K. B. .0 Q B.% ith.

(») This move, whica looks like s 108t one, is the correct reply. We now
prefer white's game, notwith-tandin g the retreat of bishop.

(¢) This retreat of knight has no uppearance of brilliancy aboat it, but %
denotes a player well versed in the science of counter-marches.

(d) Black having castled, white brings up force to act powerfully in the
proper quarter.

(¢) A weak move. Black loses a time (un temps) by it, and in an opea-
ing, oven at the eleventh move, & ¢éme is most precious.

(.,7) The effect of the time lost we have just mentioned.

(g) Black's position being still one of some constraint, he should have
avoided this abrupt attack, and more especially in the centre. K. R. I". 1
woul.l have been more solid play, and would have avoided the very rapid
subsequent decline, in a game stiil 80 nearly equal.

() Masterly play. If the white, instead of playing queen to this square,
had recaptured adverse bishop. the game would have remained a long time
undecided. Here, on the contrary, every stroke tells, An instructive ex
ample, sdmimn%of frequent np{)rodntion. It must be presnmed, that wher
black captared bishop, he overlooked the pussibility of white’s not recap
tnrin;rlmmedlately.

(i) The capture of bishop with pawn would entail the sacrifice of queet
to avuid checkmnate Black's game has sssumned a deplorsble aspect all re
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Hting from not having pnshed K. R. P. 1 at the proper tiine, tnus prevens
g his adversary planting a bishop at knight's 5th—a move generslly pro
ductive of much embarrassiment.
/No resource left. A short e, with & most rapid falling off, after
black’s injudicions attack at the thi nth move.

THE KNIGHT'S GAME OF RUY LOPEZ.

B1ACK. Mr. Greenaway. wrITE. Herr Anderssen.
1 KP2 LK P2
2 K. Kt to B.'s 8rd. 2 Q Kt. to B's 8rd,
8. K. B. to Q B.'s 4th. 8. K. B. to B.’s 4th.
4 QKt P 2 4. B. takes P
5 Q. B.P. 1 5. B. to R.'s 4th.
6. Castlre. (a) 6. K. Kt. to B.’s 8rd.
1. QP.2 7. Castles.
8 Q to Q B.'s 2nd. 8 Q. to K.'s $nd.
9. Q Kt to Q's 2nd. 9. P. takes P.
10. P. takes P. 10. B. takes Kt.
11. B. takes B. 11. Q takes P,
12. K. B to Q's 8rd. 12. Q to K. Kt.'s 5th,
18. K. B. to B.'s 5th, 18, Kt takes P.
14. Kt takes Kt. 14. Q takes Kt.
15. B.to Q B.'s 8rd. 15. Q to Q. Kt.’s 8rd. (B
16. B. takes Kt. 16. Q takes B.
17. B. takes R. P. (ch.) 17. K. to R.’s sq.
18, B. to K.'s 4th. 18. Q B.P. L
19. K B. P. 2 19. Q P. 2.
20, B. to Q's 8rd. 2. Q Kt. P. 1. (¢)
21, Q R wK’ssq 21, % BP.1
22. Q to K.'s 2nd. 22. K. to Kt's
23 K. B.P. 1, 23. B. to Q. Kt.'s 2nd.
4. K. R. to B.'s 8rd. %4 QP I
25, K. R. to R’s 8rd. 25. Q. to Q B.’s 8rd. (@
26. K. B. P. 1. (¢) 26. K. Kt. P.
27. B. to K.'s 4 27. Q. takes B,
28, Q. takes % 28. B. takes
29. R. takes 29. K. R w .’u:a:(/)
80 Q R.to K. R's 4th. White resign
(@) Q. P. 2 at once is much more attacking.
(V) Q. to Q. B.'s 4th, with a view to exchange queens, would, we think,
nave heen better.

(¢) K. KL P. 1, followed by B. to K. B.'s 4th, would have relieved him
greatly fromn his embarrassedd position.

(d) In order to play Q. R. to K.'s square, which he clearly could not have
done before.

(¢) Beantiful move; if white lzl;{s K. R. to K.'s square, black mates in
four moves by sacrificing his .3 if Q takes P, black mates in five
moves, a3 follows:

2 K.B.P. 1. 26. Q takes B P.
97 B.to R.'s Tth (ch.) 27. K. to R's sq.
23. B. to K. Kt.'s 6th (ch.) 28, K. to Kt.'s sq. .
29. R to K. R.'s 8th (ch.) 29. K. takes R.
80. Q to R’s 5th (cli&) 80. K. to Kt.'s sq,
81. Q to R Tth.
He has nothing better; if he play K. Kt P. 1, black playa Q. K.t

Kt's 4th, mating in two moves. 2
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And mates next move.

‘(a) The termination of this game is very besutifully played or &

Kieseritzky,

THE LOPEZ GAMBIT.

Between Meassrs. De la Bourdonnais and McDonralt
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Between Messrs. Harrwitz and Lowenthal.
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% K R toK%sq 20. B. to Q KL% Oth. (¢
81. Kt to R 8. (V) 2. Q to l%t.‘o >y
22 K. R to R'seq. (9) 23. R. takes P.
23. R. takes R $8. Q. takes R (ch.
24 R to B'ssq. 24. R. takes R. (ch.
25 Kt takes R 25. B. to B.'s 4th (ch.)
¥6. K. to R.'s 2na. Q&B.m%‘sbth.
27 Q KL P. L. .g LK Ktoun
%8 K. KL P 1 o8 to B.'s 2nd.
29. Q. to B.'s 8rd (ch) 29. K to K.'s 2nd.
m%m&‘-bm 0. Q takes Q
81. B. takes 81. QB.P. 1.
82. P. takes P. 83. I, takes P.
33 K to R.'s 8rd. 83. K Kt P. &
84 Kt to Q'sSnd. 8¢ K.RP1L
32 B to K. Kt's 6th, 8. K.R P 1
86. P. takes P, 86. P. takes P.
87. K. takes P. 87. K. to Qs 8rd.
88 K. to Kt's 4th. (A) 88. K. to B.'s 4th.
89. K. to B.'s 5th. 89. K. to Ku's
40. Kt to Q B's 4th, 4. QB P. 1
41. B.to B.'s Tth. 41 %R. P. 2.
42. Kt to Q Kt's 6th, 42. K. to R.'s 6th.
48. R to Q B.’s 4th, 43. B. to Q. B.'s 6th. (f)
. Kt to Qs 5th, 4. B. to Q Kt.’s 5tb
45. Kt takes B. 45. B. P. takes Kt

46. B. t0 Q Kt.'s 5th ()
And white resigned. Duration, seven houra.

Ea We should certainly have groferred playing K. B. to Q R.'s 4th.
5) Had he castled, white might have obtained an alinost ir-esistible at
tack by advancing his pawns on king's side.

(c}' f Q. to Kt.'s 5th, black replies with Q. to K 's 4th, and if than Q. takes
Kt. P., white would lose the game in a few moves, as the fullow'"g varia-
tion shows. BSuppose:

12. Q to K. Kt.'s 5th.

18. Q to K.’s 4th. 18. Q. takes Kt. P.

14. K. R. to Kt's sq. 14. Q. takes Kt

And bdlack checkmates in three moves.
(@) A miscalcnlation, and yet white took twenty minutes over this move,
¢) White consumed twenty-six minutes over this move
) We believe he might have taken K. P. with safety.

(9) Black gives up another pawn in order to exchange pieces

(h) Kt to K.'s 4th 'g:h.), before moving K., would have been eafer® bes
te best was to play Q. R P.2and B to K. B.'s Tth.

() Had he taken R.'s P. with K., Kt.'s P. would have become a Q.

(H The only winning move.

QUEEN’S GAMBIT DEOLINED

BLACK. Mr. Harrwitz. winte. Mr. Lowenthal.
1 QP8 L. QP.3

2 QB.P.3S 9K P 1

8 Q Kt to B's 8rd 8. K. Kt. to B.'s 8rd.
Q%B.wx.n'-m. ¢ K B,u,g.msu

5 Pl 5. P. takes P.

6 K B. takes P. 6. Kt. to Q.'s 4th.

7. K Kt to K.'s 8nd. 7. B. takes Kt. (m

4 P. takes B. 8 Q Kt. to B
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9 Jastles. 9 Kt takes B.
1¢ Kt takes Kt 10. K. P. 1
11 Kt to R.'s 5th, 11. Castles. (a)
12 K.B.P. 2 12. P. takes Q P.
8 B. P. takes P. 18 % to K.'s 2nd.
14. Q to K. B.'s 8rd. 14 K. Kt P. 1,
16, Kt to Kt.'s 8rd. 15. ﬁ. to K. R.'s 5th.
16. Kt to K.'s 4th. 16. K. to Kt.'s 2nd. (B0
17. K K. P. L 17. % to K.'s 2nd.
18 Q P. 1. (¢) 18. Kt to R.'s 4th,
19 B. to K.'s 2nd. (& 19. B. to B.'s 4th. (e)
20. Kt. to B.'s 2nd. 20. K. R. to K.'s sq.
Sl K P 1L 2. K. B.P. 1. ()
22 Q toQ B.'s8rd. 22. Q Kt. P. 1.
5% K K toK % QR BQ B
.R. toK.'s to .'s 8q.
2. K. P. 1. - £5. %t. to Kt.’s 2nd.
2. Q P. 1. 26. Kt. takes P.
e 35 R takes K (ob)
to Q's sq. es R. (¢
29, Q takes R. 29. Q to K.'s 8rd.
80. Q to Q. B.'s 8rd. 80. Q. to K.'s 2nd.
81. B.to Q. Kt.'s Tth, 8l. R.toK.’s s&-
82. Q takes Q B. P. 82. B. to R’ b
B&RwQ.B'ua.. 83. K. to B.’s 8q.
MQAukesQ.mge ) 34. R. takes
85. R. to B.'s 8th (ch.) 85. K. to Kt.’s 2na.
%B.w%bth. 86. K.R. P. 2
87. Kt to K.'s 4th. 87. B. to K.'s sq.
48. Kt. to Qs 6th, 85. B. to R.’s bt
8. K.B.P. 1. R. to K.’s 8th (en.)
40. K. to B.’s 2nd. 40, R. to Q's 8th.

And black announced mate in four moves. (g) Duration, three houra.

(@) White has already an inferior game.

(bmle would evldentl{ have lost a rleoe had he Lghyod B. to K. Kt.'s 5th,
8 Llack would have taken off B. with Q, and then, if Q took Q, bave
ehecked with Kt

(? This puts the adverse Kt. out of play.

(d) To Qs 3rd wcild have been sounder play; the move in the text was
slayed in anticipation of white's playing as he did the following moves.

e R. to K.'s square first would have won a pawn.

%f) If he had taken P. with B., black would bave checked with Q. at B's
8rd, winning the Kt

(g) This announcement came like a thunderboit upon white, who had te
ook a long timne before he discovered the way it is done.

PETROFF'S DEFENOE.
Between Von H. der Laza and Major Jaenisch,

wmte. V. H.der L. BLAOKR. Maj. J.
1. P. to K.'s 4th. 1 P.to K.'s 4th.

2 K. Kt. to B.'s 8rd. 2 K. Kt to B.'s 8rd.

8. Kt takes K. P. 8 P.to Qs 3rd,

4. Kt 10 K. B.'s 8rd. 4. Kt takes K. P.

5 P.t0Q's 3rd 6. Kt to K. B's 3rd

6. P. 1o Q'sdth 6. P.to Qs dth,

7. P.to K. R's 8rd. 7. K. B.toQ's 3rd

8 Q B. to K.'s 8rd. 8 Crstles.

% K B.toK's2d 9. Q o K.'s 2ud.
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KING'S GAMBIT.
Between V. H. der Laza and Dr. Bledow.
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KING'S GAMBIT.
Botween V. H. der Laza and Mr. H., of Berlin,

wHITE. V. H. der L, BLAOK. Mr, H.
1. P. to K.’s 4th. 1. P.to K.'s 4th.
$. P. to K. B.'s 4th. 8. P. takes P.
8 K Kt to B.'s 8rd. 8. P.to K. Kt.'s 4th.
4 K B.to Q B.'s 4th, 4. B. to K. Kt.'s 2nd,
5 Castles. 5. P. to K. R.'s 8rd.
6 P.to Q'sdth, 6. P.to Q’s 3rd.
7 P.to G B.'s 8 7. P. to Q B.'s 8rd.
€ Q to her Kt.'s 8rd. (@) 8 Q. to K.'s 2nd.
9 P. to K. Ki's 8rd. 9. P.to K. Kt.'s 5th,
10. Q B. takes P. 10. P. takes Kt.
11. R. takes P. 11. Q. B. to K.'s 8rd.
12 P. to Q's 5th. 12. Q. B. to K. Kt.'s 5th,
18, P. takes % B. P, 18. B. takes R.
14. P. takes Kt. P. 14. Q takes K. P,
18. P. takes R. (becoming a Q) 15. Q takes Q
16. B. takes K. B. P. (ch.g 16. K. to B.'s 8q.
17. B. takes Kt. 17. R. takes B,
18, B. takes Q P. (ch.) 18. K. to K.’s 8q.

‘White mates in three moves.

(a) Having now your Q. P. protected, and an opening for your queem
you can advantageously advance the K. Kt. P., and ucrlxeo your Kt., as in
+he musio gawbit.

KING'S GAMBIT,

Between Mr. Popert and an eminent Polish player,

wHIiTE. Mr. Z, BrLAoR. Mr. P,

1. P. to K.'s 4th. 1 P. to K.'s 4th,

S P.to K. B.'s 4th. 2. P. takes P.

8. K. Kt to B.'s 8rd., 8. P. to K. Kt's 4th,
4 B.to Q B.s 4th, 4. B. to Q Kt's 2nd,
5. P.to Q's 4th. 5. P to %‘u 8rd.

6. Castles. 6. P.to K. R.'s 8rd,
7. P. to K. Kt.'s 8rd, 7. P. to K. Kt's 5th,
8. K. Kt to R.’s 4th, 8. P.to K. B.'s 8th.

9. Q B. to K.'s 8rd. 9. Q Kt to B.'s 8rd,
10 P.to Q B.'s 8rd. 10. K. B. to B.'s 8rd,

i o 8

1 K Kt to K. B.'s 5th, ILQ,B.uk Kt
12 P. takos B. 12. K. Kt. to K.'s $nd,
1€ % to her Kt.'s 8rd. 18. P. to Q.'s 4th.

14 B. to Q.'s 3rd. 14. Q. to her 2nd.

1I®t % to her B.'s 2nd. 15. P. to K. R.'s 4th,
16 Kt to Qs 2nd. 16. P. to K. R.’s 5th.
1. 3, B. to K. B.'s 4th, 17. Castles 0a Q's side,
18 P.to Q. R's 4th 18 I tukes € Kt P,
19 3, B. takes K. Kt. P, 19. K. & 1c his 4th.
. P, to Q Kt.'s 4th. 20, K <t ukes K. B P,
81 B. takes Kt. $1. Q takes B.
22 Q to her Kt.'s 2nd, 22. B. to K. R.'s 6th,
28. B. takes B. 28. R. takes B,

W P.to Q R's 5th, 24. R takes K. R. P,
%, K takes B
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KING'S GAMBIT DEOLINED,
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15. K. B. P. 1. (0)

16. P. takes Kt.

17. K. o R's 8q.

18. B. takes P.

19. Q. B. to Q's ¢nd.
20, Q. takes B.

21. Q takes Q

22. Q R. w0 K.'s 8q.

28. B. 10 R.'s 6th.

24. K. R. to B.'s 8rd.
25. R. to Kt.'s 8rd (ch.)
26. B. to Kt.'s Tth (ch.)
7. B. to K. B.'s 61b (ch)
28. R. to Kt.'s Tth.

29. K. R. takes P.

80, P. takes B.

81. R. to Kt.'s Tth (ch.)
82. K. R. P. 2

83. K. to Kt's 8q.

84. K. Kt . 2

85 K. Kt P. 1.

8 K R P. 1

87. K. K. P. 1,

88 P. takes P.

89. R. w K. B.'s Tth (*h.)
40. K. to B.’s 2nd.

41. K. to Kt.’s 8rd.

42. R. tukes P.

43. K. akes R.

41. K to B.'s 8rd.

45. K takes P.

46. K to Q.'s 8rd.

47. K to Q.'s 4th,

48 Q. B. I 1

49. It. takes P. And wins,

(«) Q B. P. 2 would here have been stronger; it would have given blach

& passed pawn,

(V) Well played ; this puts white still more on the defensive.
(¢) White judiciously secks an exchange of queens, even though 1 oot
use he fears the joint attack frow black's rouk and bishop

ahin a pawn,
apon his king.

(d) Uis unly wove t prevent fatal loss.

whiTE. Capt. Kennedy

LKPL

8. QP2

8. P.takes P.

4 K.B. to Qs 8rd.
5. K. Kt to B.'s 8rd.
6. Cnstles

7. Kt to K.'s 5th,

8 Kt takes Kt

9. Q B to K. Kt.'s 5th.
10 QB.P.1
11 P. takes P,
12. Kt. to Q's 2nd.
18 K. Kt P. 1,
14 Q B. to K.'s 8rd
15. Ku takes Kt

16. K. B. to Q. B.’s 4th
17. P. takes P. K
18. Q to K. R8s 5th.
a0 5‘ e e 5th. ©
. Q to K.'s o
81, P. tukes Q.
g‘ KR twQssq

27. K. to B.'s sq.
2S. B. to K.'s 2nd. ()
9. B. takes B.
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IRREGULAR OPENING.

In a match between Messrs. Thompson and Marache,
both of the N. Y. Chess-club.

wHITE. Mr. T. BLACK. Mr. M
L P.to Qs 4th, 1 P.to K.'s 8rd.
2. Kt to K. B."s 8rd. 2 P.to Qs 4th,
&P.w%B.‘--m:. 8 P. to Q B.’s 4th. (a)
4. P. to K.'s 3rd. 4. K. Kt to B.'s 8rd.
0. Kt. to Q B.'s 8rd. 5. P.to Q R.'s 8rd.
6. K. B.to Q's 8rd. 6. Q. P. takes P.
7. B. takes P. 7. P. to Q Kt's 4th,
8 B. to Q's 8rd. 8. % B. to Kt.'s nd.
9. P. takes P. 9. B takes P.’
10. Castles. 10. Q Kt. to %’o 2nd.
ILP.tw QR 11. Q Kt to Kt's 3rd. (§)
12. 3’ to K.'s 2nd. (o) 12. Q to Q B.'s 2nd.
18. P. to K. R.'s 8rd. 18. Q R. to Q's 8q.
14, P. to Q Kt.’s 4th. 14. B. to Qs 8rd.
15. Q B. to Kt.'s 2nd. 13. Castles.
lﬂ.%&mQ,B.’saq. 16. Q. to K's 2nd.
17. B. to Q Kt.'s 8q. 17. P. to K.'s 4th.
18 P. to K.'s 4th. 18. Q Kt to B.'s 5th.
19. Q Kt to Qs 5th. 19. Kt. takes Kt.
20, P takes Kt. 20. B. takes P.
2. Q to Q's 8rd. (d) 21. P. to K.'s 5th,
22 Q to Qs 4th. 22. Kt. takes Q. B.
23. % takes K 28. P. takes Kt
24, R. to K.'s sq. 2. Q. to K. Kt.'s 4th.
25 P.toK.Kt..'s‘zt.h. 25. Q w K. B.'s 5th,

And white resign

a) The acknowledged best move.
b) With the intention of eapturing the Kt. and doubling his pawas,
¢) Having in view the captare of Kt.'s P.
Miscalculation; white overlooked, by playing Q. to Q.'s 8rd and threate
ening mate, that black could readily interpose his K.'s P., winning a clear
fece ; for should white venture to capture the B. he would lose bis Q. ox
@ next move.

ALLGAIER GAMBIT.

Played at the Brooklyn Chess-club, between Mi J
Philip and Mr. W. Horner.

wHITE. Mr. Phil'p. BLACK. Mr. Horner.
L P.toK's dth. L P.to K.% 4th.
S P.to K. Bsdth. 3. P. takes B. P.
8 K Kt to Bs 8. P.to K Kt's 4th.
4 PtoK R's tth 4 P to K. Kt's 5th.
5. K. Kt. to K.'s 5th. 5. P.to K. R dth,
6. K B.toQ B's dth. 6 K. R. to his 20d.
7. P.to Q's éth. 1P wQiusrd
8 K. Kt to Q's 8rd. 8 P.toK B's
? P.toK Kt's 3rd 9. K.B.to K. R's 8rd.
16 K Kt o K. B's éth 10. B. takes K. Kt.
11. Q B. takes B 1L g o Kaind,
18. Q to her 8rd. 18, K. R. to his oq. (.
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@) Intending tn play K. B. P. &

b) Up to this point” Mr. Perigal plays this game with his iccustomed
skill, and we do not hesitate to pronounce his game superior t¢ that of his
formidable opponent.

(¢) An unsound sacrifice ; he should rather take P. with P., then Kt. witd
B., followed by Q to K. R.'s 5th.

(d) Very well pluyed ; if white takes R. with P., he checks with B. at K
Kt.'s squure, then with Q. at Kt.'s 5th, and then tskes B.: and if wh te plays
#1. B. to Q's 3rd, the reply would be K, P. 1, and wins,

(¢) The only move, it appears.

QUEEN’'S GAMBIT.

BLAOK. Mr. Perigal. winte. Herr Andercsen.

LQPS. 1. QP2

% QB.P.2 2 P. takes P.

3 Q Kt to Bs8rd 8 K P2
1&?.1. 4 K. B.wQ B.s4th
5. K P L 5. K. Kt to B.'s 8rd.
6. B takes P, 6. Castles.

7. K Kt to K. 20d 1. QR P.1,

8§ QRP.L 8 Q. Kt to Qs 2nd.
9. QKLP % 9. K. B. to R’s $nd.
10. 3- B. to Kt's 2nd. 10. K. Kt to Kt.'s 5th
11. K. Kt to Kt's 8rd. 1. K. B. P. 2.

12 K.R P.1 12, Kt takes B. P,
18, a P.1 (ch) 18 K. to R's sq.
14. K. tkes Kt. 14. Q to K. R's 5th
16. & to K. R's 5th. 15 % takes B.
16. K. o K's 5, 16. K. B. P. 1,
17. K. Kt to K.'s 4th, 17. B takes P.
18 Q. R to Q's uq. 18. P. takes P.
19. Kt. takes P, 19. Q. to Q. Kt.'s 6th,
20 B.to Q R'ssq. 20. B. to Q.'s 5th.
21 R to Q.'s 3rd. 21. Kt to K. B.'s 8rd.
2. % to K.'s 2nd. 22. Q to K.'s 8rd.
23. Kt takes B. - 28, Q. takes Kt.
2. K. to Q's 20d. 24, Q. to K. B.'s 4th.
25. K. R. 10 Q's sq. 25. B. takes Kt. (ch.)
6. B. takes B. 2. K. P. 1.
7. R 10 Q'8 4th, 27. Q R to B.'ssq.
28 B.twQ R'ssq 28 K. B.P. 1.
”.%wh.nsrd. 29, P. tukes P.
80. K. to K.'s 8q. 80. a, R. to B.'s Tth,
. t's sq. . Kt to K. Kt.
8. Q WK K 81 K. Kt.'s 5th.
PETROFF’S8 DEFENOE.

BLAOK. Mr. Harrwitz. wiite. Mr. Lowenthal
1. K P.2 1L K. P2

8. K. Kt to B.» 8rd. 2. K. Kt. to B.'s 8rd
8 %Kth.‘-Srd. 8. K B.to Q Kt's %
4 K B. to Q B's 4th. 4 QP 1

8 Castles. 8. Castles.

& S’ Pl %z) 6. B. takes Kt

7. P takes B. T.K.R P 1.

8 K.RP.1 8. Q Kt to B's 8rd.
9. KL W R.'s 2ne 9. % P 1.

10, P. takes I, 10. Kt. takes P,



GAMES, 269

11. Q to K.'s 1. R toK's

12 §' B to 08 20d, 12 B. to Bs 6%

18. K.B.P. 1. 18. Q 0 Q's 8rd

14 K Kt. P. 2 14. B. to K.'s 3rd.

15. Q to K. B.’s 2nd. 15. Kt. to B.'s 5th,

16. B. takes Kt. 16. P. take: B.

17. B. to Q Kt.'s 8rd. 1. Q R.P.2

18. K. R. to K.'s 8q. (0) 18 QR P.1,

19. B. takes B 19. R. takes B,

20. Q R. P. 1. 20. R. takes R. (ch)
21, % takes B 21. K. to B.'s 8q.

22 Kt to B.'s ﬁ.&wkh:&l
28.0'401!.‘.2:%. 28 Q to K.'s

U QP.1 4. Q. to K's Tth.

25 R. to Ki's s%' £5. Q to B.'s 5th,

26. Q to Q's 2n 8. B to K.'s Tth,

o7. % o Qs s}nf) . Q Kt P. 1,

28. t.to%‘a 28. Q to R.'s 8rd.

29. Kt to K.'s 4th, 29. R. to K.'s 6th,

80. K. to B.'s 2nd. 80. Q to B.'s 5th.

8. Q to %‘s 2nd. 81. % to Q's 4th.

82. R to K.'s 8q. (6) 82. Kt. to R's 4th. (/)
83. Q. to B.'s 8q. 83 Kt to B.’s 5th.
u%w . Kt's 8q. (9) 84. R takes K. B. P, (vh.)
85. K. to Kt.'s 2nd. 85. R.to K.'s 6th. And wina

Duration, seven bours and a balf

() Kt to Qs 5th would have been far better.
(D) Better at once to have played Q B. to Q's 2nd.
¢) Q R. to Kt's 8q. would have been the l;)mper move; {if, then, whize
nds his Q Kt. P, black mightuL)luy QR P2
d) Better than to Q.'s 8rd. or taking P.
e) Q to Q B.s s% and then Q. to Kt.'s 2nd looks more promising, sinoq
¥the Kt. moved, white would lose his Q R. P.
(/) Well played ; this brings his Kt. into & very commanding pos tiva.
(g) An unaccountable oversight,

SIVCILIAN OPENING.
Between Messrs. Anderssen and Staunton.

wHITE. Mr. A, BLAOK. Mr. 8.
1. P. to K.'s 4th, 1. P. to Q B.s 4th.
8. P.to Q's #th. 2. P. takes P,
8. Kt. to K. B.'s 8rd. 8 P. to K.'s 8rd.
4 Kt takee P. 4 B 1o Q B's4th.
F Kt toQ B's8rd &P.to%&‘s&nl.
€ B.to K's 8rd. 6. B. t0 Q R.'s 3nd.
% B.to Q' 8rd. 7. Kt. to K.'s 2nd.
8 Castles. 8. Castles.
’ S,mx.nfsbth. 9. Kt to K. Kt.’s 8rd
0. P. to K.'s 5th. 10. Q- to her B.s Snd.
1. g RteK.'s . 1L E to Q Kt's 4th,
12. P. to K. B's 4t 12 B. to Q Kt.'s 2nd. .
18. Kt. to K.'s 4th. 13. % B takes Kt.
14 B. takes B.: 14 Kt to Q B.'s Srd
16. Kt. takes Kt. 15. P. takes Kt.
16 P.to K. Kt's 4th, 16. QR toQ.'s "
1. K. to R's sq. 1. PtwQ Bs
8. B LK B'sfrd. T QwQ Rsdth
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l..%ll to K. B.'s oq. 19. Q to R's Zth,
90, .w%‘s&'d. 90, Q takes Q. R. P,
21. R.to K. R.'s 8rd. 2L P. w K. R's 8ra,
22 P. to K. Kt's 5th, 2. R. takes B.
23. P. takes R. 84 Q checks.
24 Q. R. to K. B.'s 8rd. 24. Kt t K.'s 2nd.
25. I’. takes P, 25. P. w K. Kt.'s 8rd.
26. P. checks. 26. K to R's 5q.
$7. Q. to Kt 's 5th, 27. Kt to K. B's 4th,
93. Q checks. 28. Kt to Kt.'s Zna.
29. I’ to K. B.’s 5th, 20. Q to Q Kt.'s 6th,
80. B.to K. R.'s 80. Q,toﬁ‘ssth(eh.
81. K. moves. 31, Q to K.'s Tth (ch,
82. R.to K. B.’s Snd. nd black
PHILIDOR'S DEFENOE.
By Philidor.
‘WHITE, BLAOCK

L P.to K's dth, 1 P.toK.'s dth

$. K. Kt to B.’s 8rd. 2 P.to %‘a 8rd.

3. P. to Q's 4th, 8. P.to K. B.'s 4th
4. P.takes K8 P, 4 K B. P. taskes K. P
5. Kt o Kt.'s 5th, 8. P. to Q's 4th.

6. D. to K. B.'s 4th, 6 K. B wQ B's 4th

7. P w Q. B.'s 4th, 7. P.to Q. B's 8rd.

8. Q Kt to B.'s 8rd 8. K. Kt. to K.’s 2nd.
9. I’ to K. R 8 4th, 9. P. to K. R's 8rd.
10. K. Kt to R.'s 8rd. 10. Castles.

1. Q Kt to Q R.'s 4th, 11. B. to Q Kt.'s 5th (¢h
12 B. 10 Qs 2nd. 12. B. takes B. .g:h.)
18. Q tukes B. 18 P. to Qs 5th.

14. P.w Q B.'s 5th. 14. P. to Q. Kt.'s 4th.
-8. P. takes I’. (in passing). 15. Q R.'s P. takes P,
18. P. to Q Kt.'s 8rd. l&ﬁB.wK"sS

17. B. to K.'s 2nd. 17. Kt to K. B."s 4th,
18. K. Kt. to his s% 18, K. Kt to Kt.'s 6th,
19. K. R. to his 2n 19. P. to K.'s 6th.
20. Q to her Kt.'s 2nd. 20. P. to Q's 6th.
21. B. to K. B.'s 8rd. 21. K.'s R. takes P,
22. Castles on Q.'s side. 22. K.'s R takes Kt.
$3. P. takes K. R. 23, Q’s R. takes P.
2. P.t Q R.'s 8rd. 24. R. to Q. B.'s 5th (ch.)
25. K. 10 Q Kt's sq. 25. R.to Q B.s Tth,
$6. Q. to Kt.'s 4th. 26. Q Kt to R.'s 8rd.
$7. Q. to K. B.’s 4th. 2i. Q Kt to B.'s 4th,

Q. takes K. Kt.
- And black mates in two mc ves.

BALVIO GAMBIT.
JBetween Messrs. V. H. der Laza and H., of Berha,

waHITE. Mr. H.

1. P. to K.'s 4th,

$. P. to K. B.'s 4th.

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

BLAOR. V. H. der L.

1. P. to K.’s 4th.
3 es P.
K. Kt.'s 4th,
K. Kt's 5th,
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GAMES AT ODDS.

Mr Staunton

Mr. Buckle.

(In sach of these two games, the king's bishop's pawn of white must be

emoved.]
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81. Q takes @ 1. Kt. takes Q.

82, B. to K 's 4th. n%‘KLP.L

8. KR P.1 88 K.to B's $nd.
84 K to R 9nd 8. K. to K.'s 3nd.
85 KRP.L 85. Kt to B.'s 4th,
2. K.R.P. 1, 86. K. to B.'» 8rd.
7 K Kt P. 4. 87. Kt. to Q's 8rd.
8. K. to K. Ktsasrd sa.moo,'uq.g)
89, P, takes P, 89, Kt. takes B. (Gh)
40. R takes Kt. 40 P. takes P.

4l. B to K.'s 8rd. 4l R w0 Q's Tth.
ey %&P.a 48 KKt P.1

43 K to B8 8rd. (0) 43 R to K. R Tth
4. K to Kt's 3rd. 44 E to Q Kt's 7th.
45. K. to B.'s 8rd. 4. K.P.1,

46 K. to K.'s 4th. 46, K to K. 8rd.
€. K to B's 3rd. W.QRPIL

€8 K to K's 4th. 48 R to K. E’s Tth (d)
49. B to K. B8 3rd. () 49. R. to K. Kt.'s Tth.
80. K. to K's 8rd. 50. R. takes P.

51. K to K's 2nd. 51.K.P. 1

And white resigned. ‘This game lasted nearly six hours,

(a) To prevent the attack which white threatens by checking with Q
sfter pushing on K.'s P. )
B.(a W‘El‘:hﬂ“ intention of taking B. with Kt., and afterwards playing
's Tth.
9 %rom this point white endeavors, if ible, to draw the game.
) Black's maneuvring with the rook is highly ingenious.

¢) K. to Q'8 8rd is the correct move, but the game is aiready lost, as
white cannot prevent his an‘agonist from gaining the K. Kt's P.

Herr Harrwitz was the victor in both games; and this result was not the
ess ishing to the on-lookers from the fact that during the games the
talented player, who sat out of sight of the boards, entered freely into con-
versation with several gentlemen, and d bimself by reading Lever's
novel of the Dodd Family Abroad!

Mr. Staunton gives Mr. Stanley, of the New York Chess-
elub, the odds of pawn and two moves.
[Remove white king’s bishop’s pawn from the board.]

BLACE. Mr. Stanley. WwHITE. Mr. Staunton,
1. P. to K8 4th. 1

3 P.to Q's dth. 2 P. to K.'s 8rd.

8. K B.toQ's 8. B.toQ B's dth,
4 P.to K.'s 5th. ¢ P.to K. Kt's 8rd.
6. P.to Q B.'s 8rd. 5. Q Kt. to B.'s 8rd.
6 K. Kt to B.'s 8rd. 6 P.toQ's 8rd.

1. P.to K. R.s 4th. 7. Q B. P. takes P.
8 Q B.P.takes P. 8. Q P. takes K. P.
9. P. to K. R's 5th. 9. B. to K. Kt's 2nd.
20. B P. takes P. 10. P.to K. R's 8rd.
11. Q. P. takes P. 11. Q Kt takes P.

12, B. to Q Kt’s bth (ch.) B QKtwQ 2nd.
18. Castles 13. K. Kt to K.'s 2nd,
14 Q to K's 2nd 14 Q to Q Kt's 3rd
15. Q Kt. to R.'s 8rd. 15. Castlea.

16. Q Kt. to B.'s dth. 16. Q takes B.
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Mr. Wiel the odds of the queen’s
And whits surrendesed.

gives

KING'S BISHOP'S OPENING.

And in & few moves white surrendered.
Mr. S.

[Remove black’s queen's knight from the board.]

BLAOK.

P&PP&PQPBQQ QQQ
oo EdacS o du

Mr. Staunton

knight.
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EVANS' GAMBIT.

Mr, Staunton gives Mr. Harrwitz the odds of queen’s
rook, Mr. H. playing this game and another at the same
time with Mr. Kieseritzky, without seeing the bcard or
men in either game.

TBefore playing over this game, remove black’s Q.'s R. from the board.)

BLACK. Mr. 8. wHiTe. Mr. H.
s P.to K.'s 4th, 1. P. to K.'s 4th,
2. K. Kt. to B.'s 8rd. 1%[(&.&0&‘58
&K.B.to% 's 4th, 8. K. B. to Q B.'s 4th,
4. P. to Q Kt's 4th, 4. B. takes Q. Kt. P,
5. P.to Q B.'s 8rd. 5. B. to R.'s 4th.
6. Castles. 6. P.to Qs 8rd
7. P. to Q's 4th, 1. P. takes P. .
8 Kt takes P. 8 K. Kt. to B.'s 8rd.
9. Q. to her R's 4th, 9. K. B. to Q. Kt's 8rd.
10. P. to K.'s 5th. 10, P. takes P.
11, Kt takes Q's Kt 11. P. takes Kt
12 Q B.to Q R.'s 8rd. 12. % B.t0 Q's 2nd.
18. . to her Kt. s 8rd. 18. Kt. to Q.'s 4
¥ 3 takes Kt. 14. P. takes B.
5 Q. takes P. 15. Q B. m'K.'u&d.
i'l“' o b B oth (b Tre g’ne'ndém. (@)

A er . P, '8
B RtoQs 18, Q to Q B.'s sq. (b)
B. Q Kt c Q's 2nd. 19. %B. to‘K.'s&'d.

20. &wn.smn (ch) 20. K. to B's 2nd.

81. Q to K.'s 4th. o1, % B. to K. B.'s 4th,
23 %MQ Kt.'s 4th, 22. B.tol(.‘su’.
28. Kt to Q. B.'s 4th, 28. Q R. to Q Kt.'s aq,
U, % to R.'s 4th. 24. Q. to K.'s 8rd.

25. .toK.’R.‘a&d. 25. Q R.toQ,“ssq.

26. R. to K.'s 8q. 26. Q R.to Q's 6th,
2. Kt. takes B. 27. Q R. P. takes Kt.
28. P. to K Kt.'s 4th, 28, B. to K. Kt.’s 8rd.
29, P. to K. B 's 4th, 29. % takes Q R. P,
8. Q. to her B.'s 6th 80. Q takes B.

81. P. to K. B.'s 5th, 81 % to her B.'s 4th (en.)
82. B,ukesQ, 82. P. takes Q

88, P, takes B. (ch.) 8. K. takes P,

g. E.wlét.ﬂnd. g.l%tikes%%l’.

. R. to Q's sq. . K.R.to Q. R.’s
B&R.w%‘o‘:?nd %K.&mQ.R.‘s;&.
87. P. to K. R.'s 4th, 87. QR to K. Kt's 6th (s 4
88. K. to R.'s 2nd. 38, R. takes K. Kt. P,
mrEkklmen  mphbak

. to .'8 2n . to R.'s 5th.

41, K. toR's 8q. 41. K. R. to R.’s 6th (eh)
42. R. to K. R.’s 2nd. 42. Q R. to K. B.'s 5th,
43, K. 1o Kt.'s aq. 43. R. takes R,

4. K takes R.

And Mr. Harrwits announced mate in four more moves.

(@) Conceive the mental labor of Mr, Harrwitz in baflling such an attae*
88 black has maintained, and carrying on a still more arduous game at th
ame time, and all without the aid of even a chequered board !

(U) Thesn ure the best possible moves, we helieva
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@AME PLAYED BETWEEN THE EMPEROR NAPCLEON AND
THE AUTOMATON OHESS8-PLAYER.

‘When Napoleon entered Berlin, in 1806, somebody
thought of the neglected Turk, and Mr. Malzel, a clever
mechanician, was ordered to inspect and repair the dusty
old enigma. From cob-webbed dreamns of King Fritz and
the brave emnpress, the veteran chess-player awakened to
encounter a greater than they, fresh from the field of re-
cent victories. On this remarkable meeting we may dwell
for a moment, since its history has been faithfully pre-
served by an eye-witness, and has never before met the
public view.

The emperor, on this occasion, signified his wish to do
battle with the Turk; and accordingly Melzel arranged a
second table, near that of the Turk, proposing to repeat
the moves on both tables. This was Malzel’s usual mode
of exhibition. Napoleon, characteristically overstepping
the barrier which separated the Turk from the audience,
struck his hand on the automaton’s Chess-board, and ex-
claimed—*I will not contend at a distance! We fight
face to face.” A grave nod indicated the Turk’s assent,
and the game began. The emperor was disastrously vap
gnished. Shortly afterwards, a second exhibition was or-

ered. On this memorable occasion, the emperor placed
a large magnet on the automaton’s board. Melzel smi-
lingly moved the iron, so as not to embarrass the game.
The Turk played on with his usual skill; the fatal éckee
«check) was heard again and again, and a second time
Napoleon was defeated.

The pieces were no sooner rearranged, than the emperor
tietly removed a shawl from the shoulders of a lady near
by, .and with great care enveloped the face, neck, and
body of the Turk, completing his arrangements with an
exclamadion of satisfaction. With a muffled nod the Mos-
.em agreed to the new condition, and this third time, also,
victory declared itself for the Turk. For a moment the
emperor regarded his antagonist, then, with a gesture of
scorn, he swept the Chess-men from the board, and crying
*¢ Bagatelle!” strode over knight and pawn, and so out uf
the vcom.—The Chess Monthly, New ork.'}
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wHITE. Napoleon. BLACK. Automaton.
1. P.to K.'s 4the 1 P. to K.'a 4th,
l%toK.B‘aBrd. 2 Q Kt to B's 8rd.
8 K. B. 1o Q B.'s 4th. 8. K Kt to K. B's8rd
4 K Kt to K.’s 2nd. ¢ K B.to Q Bs 4th.
5. QR P.toQRs8rd 5. P. to Q's 8rd.
6. Castlea, 6. % B. to K. Kt.'s 5th.
I.Qw&‘-&d. 1. K. Kt to K. R's 4th
S P.to K. R's 8rd. 8. B. takes Kt.
9. Q takes B. 9. K. Kt to K. B.’s 5th,
10. Q o K.'s 5q. 10, & Kt to Q's 5th.
1. B.w%m.-m 1L K Kt takes K. B. P. (ch.)
12. K. to E’s 2nd. 12. Q to K. R.'s 5th.
13 P.two K. Kt's 3rd. 18. Q Kt. to K. B.'s 6th (ch.)
14. K to Kt's 2nd. 14 Kt takes Q. (ch.)
15. B. tukes Kt. 15. Q to K. Kt's 5th.
16. P. to ﬁ,_‘s 8rd. 16. B. takes K. B. P.
17. R o K. R's sq. 17. Q takes K. Kt. P. (ch.)
18 K. 0 K. B.s 8q 18. B. to Q's 5th.
19. K. to K.'s 2nd.
Black mated in four mcves.

* For our ™ of this we are indebted to Mr. W. Horner, of the
Brooklyn Chmub. grme *
+ “We cordially recommend the Ohess Monthly to the patronage of

American Chess-players.
C. D. Mzap, President of ‘!.ho Now“ York Chess-club.
“

F. PErrIN, SBecretary
T. Feere, Secretary of the Brooklyn Chees-club.”
Teeus. Annus! subscription, Three Dollars, payable in advance. P.
Miller & Son, publishers, No. 18 Thames-street, corner of Trinity-place,
New York.
*,* For the information of Chess-players who may visit New York, we
would state, that besides the New York Club, which meets on Tueeday:
Thursday, and 8 1 ings, at No. 19 K. Twelf-h-street, players may

y ev

slways be found at the Union Chess Rooms, corner ¢f Fulto: and Nassan
streets (Lin berger's Baloun), every day from 10 A. x antil $ 5. .
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Endings of Games,

KING AND QUEEN AGAINST KING.

This is one of the simplest of all checkmates. It is only
aecessary to force the single king to the nearest side of the
Ohess-board, and then bnnﬁg up your own king, you
wate in & very few moves. There is, however, one danger
tc be guarded against, viz., that of ctalemctmg your ad-
versary. The power of the queen being so great, renders
you very liable to this error. Place your pieces as in Dia-
gram 1, and find how to effect mate in two moves—ob-
aervmg the probability there is of your giving stalemate,

Dlagmn 1.

/@/////
////////

@///////
/////////

//////
/%/////
///7////

KING AND ROOK AGAINST KING.

This is also a very easy clieckmate, though less so than
the preceding one. A little practice, llowever will enable
you readily to master it. In fact, in the most favorable

osition for the single king, he cannot protract mate be-
ond eighteen or nineteen moves. As before, he must be
24*
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driven to the side of the board, and then you: king bein
plaoed in front of him, with one square b{tween, matoli
given by a check from the rook on the same side-line upon
which the king stands. An example (see Diagram $) will
make this quite plain,

Din(nml.

///%
%%%%
%///%/
%%%%/
%%////A
%%%/
//;@/g

WHITE. BLACK
L R to K R.’s 7th. L K oK. P.'ssq.
8 K. to K.'s 2nd. 2. K to K. Kt's 8q.
5 R toQ R’ Tth 8. K. to K. B'ssq.
4 K. to K.’s 8rd. 4 K. toK.'s sq.
5. K to K.'s 4th. 5. K. to Q's sq.
6. K. to Q's 5th. 6 K.to Q. B.'s sq.
7 R.w%‘u 6th. 7. K to Q Kt's 8q.
8. Rto 's Tth.
(. R. to Q B.’s Tth is still better, but the present move exhibits the prim
ciple more clearly.)
8 K. to Q B.'s aqg,
O.R.toK.Kt.‘:‘lt.h. 9. K. to Q Kt's sq.
0. KtwQB eth. 10. K. to R.'s aq.
1L K M.a 1L K. to Kt's sq.

12 % to K Kt's Bth (checkmate).
In the following situation (see Diag™m 8), examine how

%o give mate in three moves.
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Diagram 8.

////////
' ////
///g///
///,//7///
////////
//////////
//////,

KING AND TWO BISHOPS AGAINST KING.

283

The two bishops also win, without much difficulty,
against the king alone; but in this case the king must be
forced, not only to a side of the board, but into one of the
corners, or, at any rate, into a square adjoining a corner
one. The fo]lowmg example (see Diagran 4) will te a

sufficient illustration.

WHITE. BLAOK.
. KB tcK Rs3rd 1L K. to Q's sq.
gB.wK. B.'s 4th, 2. K. to K.'s 8nd.
8 tc his 2nd. 8. K. to K. B.'s 8rd.
4 K tc K. B's 8rd 4. K. to K.'s 2nd.
5. K. B. to K. B's 5th, 5. K to K. B.'s 8rd
6. K. to hix Kt.'s 4th. 6 K to his 2nd.
7. K. to his Kt.'s 5th. 7. K. to Q's sq.
8 K. to his B.’s 6th. 8. K. to K.'s sq.
9. Q. B. to Q B.'s Tth, 9. K. to B.'s sq.
10. K B. to Qs Tth. 10, K. to Kt.'s sq.
11. K. to his Kt's 6th, 11. K. to B.’s sq.
12. Q B. to Q.’s 6th (ch.) 12. K. to Ki.'s sq.
18. K. B. to K.'s 6th (ch.) 18. K.« R'ssq
14 Q B..checkinates.
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Di:xnm 4

///
//%,/,,////
// // // “a
//////%/
g -

KING, BISHOP, AND EKNIGHT AGAINST KING.

This is a much more difficult checkmate than any of the
preceding ones, and should you be left with such a force
at the termination of a game, you would probably find it
quite impossible to win within the stipulated number of
moves. This position merits a close examination, and you
will then see that in this case the king must not onl be
driven into a corner of the board, but into one of
which is commanded by your blshop

You will observe in tgns position (see Diagram 5) that
the black king is in the most unfavorable situation for yo
since he occupies & corner square which is not oommande‘:i
by your bishop.

WHITE. BLAOK.
1. Kt to X. B‘a‘lth(oll.) 1. K. to Kt.'s 8q.
2. B. to K.'s 4th, 2. K. to B.'s 8q.
&B.mK.R.’e'lth 8. K. to his sq.
4 Kt to K.'s 5th. Lku;hsB ssq,ox(A)
5 Kt to Q's Tth (ch.) 5. K. to his
G.K.ullisGh G.I\LOQ'S
7. K. to Qs 7. K. to hlan (best).
1] B.wK.Kt.oGth\ch.) 8 K. to Q'ssq.
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WHITE. BLAOCK.
9 Kt .0Q B.’s 5th. 9. K. to Q B.'s 8q.
10. K. B. to his Tth. 10. K. to Qs &q.
1. Kt to Q Kt s m: (ch.) 11. K to Q B'ssq.
12 KtoQ B 12. K. to Q Kt's sq.
18 KtwQ Kt.‘s Gth 18. K. to Q B.'s sq.
14 B.tw K.'s 6th (ch.) 14. K. to Q Kt.'s sq.
15 Kt to Q B.s 5th. .15. K. to Q. R's 8q.
16 B. to Q.’s Tth. 16. K. to Q Kt's sq.
17. Kt. to Q. R.‘eomc&eh. 17. K. to Q R's sq.
B.to Q B.’s 6th ( ).

Diugram 5

/////@//
.

////////
//////
%/%/

4 K toQ'ssq.
5. K. to his 6th. 5. K. to Q B.'s 2nd.
6. Kt to Q's Tth. 6. K. to Q B.%s 8rd.
M™is is his best move, to avold the corner square; if. instead of this, he
chy his K. to Q Kt.'s 2nd, your best move is the B, to Q.’s 8rd, and #
e then play K. to Q. B.'s 8rd, you can move your B. to Q B. a4th.ul
after his next move, B. to Q Kt's 5th).
7. B.to Qs 8rd. 7. K. to Q B.'s 2nd (best)
8 B. to Q Kt's 5th, 8. K. to Q' sq.
9. Kt. to K.'s bth. 9. K. to B.'s 2nd.
10. Kt to Q B.'s 4th, _ 10. K. to Qs square,
11. K. 10 Q.'s 6th. 11. K. to Q B.'s 8q.
12. Kt tc Q R.’s 5th. 12. K. to Q.'s 8q.
18. Kt to Q Kv's 7th (ch.) 18. K.to Q B.'ssq.
14. K. to Q. B's 6 14. K. to Kt.'s 8q.
15, Kt. 30 Q's 6th, 15. K. to R.’s
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.6 K toQ B's Tth. 16. K. to R's aq.
17. B. to Q B.'s 4th, 17. K. to R's 2nd -
18, Kt to Q. BJs 8th (ch.) 18. K. to R's sq.

19. B. to Qs 5th (checkmate).

It not unfrequently happens, however, that when yom
opponent has a pawn besides the king, checkmate can b¢
given without the necessity of driving hiin to the corner
commanded by your bishop, because you do not then incuz
the risk of stalemating him.

KING AND TWO KNIGHTS AGAINST KING.

The two knights, with the assistance of the king, cannot
force checkmate; unless, indeed, the adversary has a pawn,
which may sometimes be made the means of effecting it
with only a single knight, as will be seen hereafter. Man
singular positions occur with the knights, where the ad-
verse pawns, or even pieces, may be made to assist in
crowding, and finally in checkmating their own monarch,
The following is an example:

Diagram 6.
BLAGK.
,,,,,,,,,,,,,,,,,, = =
_
Z
7
' Z
_
# %
2
_
4 2
.
Z
e

White mates in six moves, thus*
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WHITE. BLAOK,

L Kt from K.sBrdtoQ.B.‘.#h. 1. . to Q B.'s 4th,
2 P. to Q Kt's 4th. 2 P. takes P.

? Kwhw?nd. 8 P.to Q Kt.'s 6th,
s K. wblu%ﬂ' 4. P.to Q Kt's Tth.
8 KttoKs 5. P. Queena,

6. Kt. to Q.'s 8rd (checkmate).

QUEEN AGAINST A KNIGHT OR BISHOP,

(Tn all cases, each party is of course understood t« hav
8 king in addition to the pieces named.)

The queen wins easily against one of the minor piecea
except when in such a position that the weaker party, by
the sacrifice of the piece, may force a stalemate. As am
example, see the foliowing Diagram.

Diagnm?

//////
/////////%

///4@%//
y/@///
// /
/////
//////////

.
WHITE. BLAOK.
&wherhh(ch.) L K. te his 8rd,
Y his 4th,

If he move the Kt to B.‘l&rd. should check with ot b
llth.mdthenhkothe butﬂ{?hy— you @

//%%%"‘*
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1. Kt to K. Kt.'s 8rd
a&wm Kt.'s 6th (ch.) 8. K. to B.'s 2nd.
4 K to B 4. Kt to K.'s 2nd (ch)
G.K.wKt.‘sbth. 8. Kt. to Q's 4th,
6. Q to her Gth. 6. Kt. to K.'s 2nd.
1. Q to K. B.'s 6th (ch.) 7. K. to his sq.
&%wn'-w.. 8. K.to Q's
9. to B.'s 6th. 9. Kt. to Q B's sq.
10 Q 10 Q B.'s 6th.

And you must win the Kt.

Whanever the knight is at a distance from the king, you
may gonerally win it in a few moves by a divergent check,
or y attacking and confining the knight; but you must

ays be careful to prevent your king and queen being
sttnc ed at the same time by the adverse knight; and to
avoid pOBlthlJS in which black may draw by giving up his
knight, as in the following Diagram, where, black having
to move, can make a drawn game.

Diagmn 8.

//%/fﬁ
////%/////
/%///7

//’////7
/////%
./%/////
%///

Tn the same manner, the queen easily wins against a
bishop.
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QUEEN AGAINST ROOK.

Here also, as in the last case, the queen wins in all gen
aral positions, the exceptions being of the same nature as
pefore, viz., being founded on the possibility of making a
stalemate.

Diagram 9.
BLACK.

///////
%/////
//l/////
//@//ﬁ/%
///////
////////
B BN

Philidor gives this position (Dmgram 9), and the method
of playing it. Black being already in check, he plays:

WHITE. BLAOK.

1. K. to Kt.’s 6th.
$. K. t0 Q's 6th. 2 R toQ B'sTth
(Should black pl{&KwB.'a&th, white's reply is 8. Q. to K.'s sq., and
thea te advance his
&x.wq.sun.
(To check would be a loss of time.)
8. K. to Kt's Tth,
4 K. to Q's 4th. 4. K. to R's 8th.

(Iviting white to take the rook, and thus give stalemate.)
.'s 8rd.
R.'s 4th (ch.)

y & % 1o Kbx St or (AM
to . to Kt's or

1. &. to B.'s 8rd. - 7. R.to K. R.’s Tth. {

8 Q to Kt.'s 5th (ch.) 8, K. to R.'s 3th.

9. Q to R.'s 6th (cb.) 9. K to Kt.’s 8th,
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WHITE. BLAUK,
10. Q to Kt.'s 6th (ch.) 10. K. to R.’s Tth,
ll.Q.mR.‘nhh(ch) 1L K. to Kt.'s 8th,
18, Q to Kt oBth(ch.'}h
en takes rook, and wins.
(A)
&Rb%l{.‘lﬂh
1. Q to Q' &q. (ch ) 7. K. to Kt.'s Tth.
S.Q,toQ,B.nQ (ch.) 8. K. to R.’s 6th.
%wQBs (ch.) 9. K. to R.% 5th.
10. K. to Q B.'s 4th.

And wins.

With the exceptions already referred to, you can always

" furee the singie king to a side of the board, and afterwards
win the rook, either by a divergent check, or as in the last
variation. We give one other example of the same kind,

Jiagram 10, with the method of playing it.

Diagram 10,
BLACK.

/////////
//7///
/////////
//,,///
W////////
,/% /éé%
Eell @ &

WHITE., BLAOCK.
1. Q wK Kt's 4th
Ifhe play B. to K. R's Aad, « t Joo moves Q. to K. B.'t 5th; aud B=
1 % t0 Q. B.'s Tth.
2. Q to Q's 8. (ch.) 4 R toQ B'sSth
2 Q to Q Kt's 9rd b % K to Bs 8th,
€ Q to Q R 4th (ch.)



ENDINGS OF GAMES, 291

A1 instead, yoa play K. to his 8nd. black moves R. to B. s Tth (ch.), and will

draw the game.)

4. K. to Kt.’s 7th.*
5. K. to Q's 2nd. b. B. to Q. Kt.’s 8th.
8. Q to Q Kt.'s 5th (ch.) 6. K. to R’s Tth.
‘I.Q,toQ,&sMh(eh.) 1. K. to Kt.’s 6th.
8. Q to Q. R.’s 5th. 8 R. to Q Kt's Tth (eh)
9 K. toQ'sB8rd 9. R.twQ Et's
10 Q to Q Kui's 5th (ch.) 10. K. to R.’s Tth.
11 %w%&suh(ch.) 11. K. to Kt.'s Tth.
12 K. to Q's 2nd.

And wins,
Diagra.m'll.

BLAOK.

//,/
7// L
////@////
//////
///////
//////////
/////@

In this position, Diagram 11, which is given by Ponziand,
black, having the move, will draw the game. Thus:

WHITE. m.on

1. R. to R's 2nd (ch.)
2. K to Kt's 2nd. !.R.toKt‘s‘Z nd (ch)
3. K. to B.'s 8rd. 8 R. to B.'s 2nd (ch.)
4 K to Kts 4th. LRwKLse nd (ch.)
5. K. to B.'s 5th. 5. E. to B.'s 2nd (oh.)
6. K to Kt's 6th. 6. E. to Kuse d(oh)
1. K. to R.'s 6h. 7 R toR's

¥
z

if white should take the rook, his adversary h ltnlomul.
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KING AND PAWNS- AGAINST KING AND PAWNS,
s
Diagramn 12  White can only draw.

‘WHITE. BLAOK.
1 P twoaquares. 1. K. to B.'s 8q
Q K to K'sith, 2. P. two squares. (@)
$ Kt K'séth 8. K. to Qs 8q,
! K ‘ake I, 4 K t0o Q's 3nd
And drawa.

{=) The only move to draw

Diagram 18,
BLACK.

//ﬁ//%
//////@////%
%///////

////%//,/
%%%//

//ﬁ?%//
%%//

Diagram 18. Black, with the move, cannot win.

WHITE. BLAOK,

1. K. vo K.’s 8rd,
1 K to Q's 4th. 2. K. to % s 8nd.
tx.to%.sm. 8. K. to K.’s 2nd,
L K toQ B's 4th, 4. K. to K.'s 8rd.
6 K toQ's 4th.
And draws.

Whits has only to wait for black to p]ay to his king's
tlird, and to answer either king to queen’s fourth or king’s
bishop's fourth
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D:am-am 18.

- / _
@ ///ﬁ;%/;
A= m LN

o ////g// "
%/@9///

n
‘Aan

Diagram 14,

/////%éé
///%
////////
/////////
///%////
/////

203
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Diagram 14, White can only draw.

WHITE. BLAOK,
1L P. to K EtsSrd LE. toK. Rasq
% K oK. R.'s 6ih. 2 K to K. Kt's sg
& P.to K. Et's 4th. 8 K. to K. R'ssq.
4. P to K Kt 5th. 4 K to K. Kt'ssq
6. P.to K. Kt's 6ih, 6. P. takes P.

And drawa.

In order to save space, we omit the Diagrams in the
er.dings of gawmes, frowa this point, and give the | ositivna,
in type, instead.

BISHOP® AGAINST PAWN.

Position 15.
WHITE. BLAOCK.
B.at Q Kt's Tth, P. st K. R's 5th.
B. at K.'s Tth, K. at K. Rs 6th.
K ot K. B.'s 4th.
White to move and mate in four moves,
1. B.to Q. B.'s 5th. Moves all foroed.
2 K. to K. Kt.'s 4th,
2 K to K. B's 8rd.
4 K to K. Kt's 8rd.
And mates.

Were black without a pawn, mate could not be effected
so easily.

KNIGHT, BISHOP, AND PAWNS,

Position 16.
WHITE. BLAOK.
Kt. st K.'s 4th. P:wna;tK.B.‘sth--K.Kt‘l”—
K st K. BR's 20d, and K. R.’s 6
B. at K. Kt's Tth.
K. at K. B.'s 8th.
‘White draws the gaimne.
1. Kt. to K. B's $nd, LPone(oh),or(A
2. K. takes P, R.'s Tth, or (B)
& K takes P.
And drawa
)
L B.to K. BR.s 8th.
2 Kt takes P. on K. Kt.'s 5th. (@)
And draws,
®)

% K to K. Kt's 8th

& Kt takes P. (ch.)
And drawa
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Had white in variation B taken the bishop with either or knight
h( :)ould Lave lost, P king

This position at the firat glance is likely to deceive even
the veteran Chess-player.

ROOK AGAINST PAWNS,

Position 17.
‘WHITR. BLAOK.
Pawis at K. Kt's 6th and Tth, R.at Q R’s Tth.
K.at K B.'s ith K. at Q Kt.'s $nd.

White wins, notwithstanding that black has the move,
1 R.to K. B.'s 7th (ch.)
Tth (chS

2 K.to K's 6th 2. RtoK's

8 K. to K. Bs 5th, 8. R to K. B.'s Tth (ch.)
& K. to K's 4th, 4 B to K's Tth (ch.

8 K to K. B.s 4th. 5. R. to K. 8q. (best).
6. K. to K. Kt's 5th, 6. K. to Q B.'s end.

1. K toK.R's 6 1. K toQ's énd.

& K to K. B's Tth,

And wins,
Had rook stood on Q. R.’s 2nd, or on any of the ro;
adverse squares, the gaine would have been drawn; bus
place the rook in any other position, and black must lose.

Position 18.
WHITE. BLAOK.
R.st K Kt Pawns st Q. R's 8rd—K.'s Tth—
K. st Q B.'s 6 K. B.'s 6th—and K. R.'s ith.
White, having the move, can draw against the four pawns,
1 K. to Q B.’s5th 1. K.t Q R's 5th.
!.K.mgn'sm. 2. K. to Q R.s 6th (best)
3 K.0QB’s 8 K toQ R'sTth
4 R to K.'s sq. LP.w%R.‘a(th.
8 K toQ's8rd. 6 K. tc Q Kt's Tth,
¢ K to K's8rd 6 P.to Q R's 5th,
*. K. takes P, 7. P.toQ R.'s 6ta,
4 R. takes P. (ch)
And draws,

Chis position exhibits the power of the rook, when well
muyed, to stop the advance of pawns, .

ROOK AGAINST BISHOP,

Position 19.
WHITE. BLAUK,
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White to move and win.

1L B. to K. Kt 8rd. 1. B. to K.'s 5th.
2 R to K. Kt.'s 4th, 2. B. to K. B.% 6th,
8. R. to K. B.'s 4th. 8. B. to K. Kt.'s Tth, or (B)
4 R.to K. B.’s 2nd. 4. B.to Q B.’s 8rd
5. R to Q B.'s ¢nd. 8. B.to Q's 2nd.
6 R to Q Kt's 2nd.
And wins,
4)
8 B. to K.'s Tth.
4 R to K. B's2nd 4. B.to Q B.'s 5th,
bR.to%;B%Qnd 5. B.to Q R.'s 8rd.
6. R. to Q. B.'s 6th. 6. B.to Q Kt's 2nd.
1. B. to Q Kt.’s 6th,
And wins,
®)
8. B. to Q. Kt.'s 4th.
7. R to Q B.'s 8th (ch.) 7 B.toK'ssq
& B. to Qs 8th.
And wins,

K. and R. against K. and B. generally draw, bat in this
Instance the rook gives white the victory.

ROOK AGAINST ROOK AND PAWN,

Position 20.
WHITE. . BLAOK.
R atQ R'ssq. R atQ Rssq.
K.th,B.‘n‘&h. P.at K‘s;gd.
K. at Q Kt'ssq.
‘White to move and win.
1 R.toK. R'ssq. 1 K.to Q R’s 9nd. (a)
2 R to K. R's Tth (ch) 1 K. to Q Kt.'s sq.
8 K. to Q Kt's 6th.

And wina
(@) Any other move and white would mate with reok.

King and rook against king and rook generally draw,
bat in this instance black possesses a pawn, which costs
aim the game.

QUEEN AGAINST PAWNS.

Position 21.
WHITE. BLAUK.

%.uuv-m.. . P. at K. Kt's 8rd,

at Q R'ssq. K st K B.%4th

White to move and win.

1. K. to Q Kt's 2nd. 1. K. to K. B's 820d.
% K. 0o Q. B's 8rd. S, P. one
8 Q toK's th. And wina
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In the foregoing position white has only to advance hia
king, unless black pushes on the pawn.

Position 232.
WHITE. BLAOK.

&ot Kt's Tth, P.at Q B.'s 6th,

st K. Et's Tth K. at Q B's 8th,

White to move and win.

1 K to K. B.'s 6tl. 1. K. to Qs Sth.
$ KwK's 2 P. one.
8. Q to Q Ku's 8rd. 8 K. to Qs Tth.
L%w%&‘sznd. 4 K. to Qs Sth.
5 K. to Q'8 4th. 8 K.to Qs 7th.
%%m Kt's 2nd, 6 K. to Q's 8th.
: And wins,

Had white king stood on king’s knight's eighth, the
same mode of play would be required as in Position 21.
For example:

LQK R’ ch,
:ﬁw &s.%h.( ) & L'ncth,uB.‘lﬂh
And wins,
. Position 28,
WHITE. BLAOK.
%uK.B.‘aSQh. lensuK.B.‘ﬂth.mdQ,KL'ﬂﬁ
at Q Kt.’s Sth, K. at Q R.'s Sth.
White to move and win.
1 toQ R. 8rd ch,, K. to Q Kt's 8th,
l&w%&‘ ( ) llttog:B.sTti(bd)
8 Q to K.'s 2nd (ch.) 8. K to Q. B.
& QK Bissg
And wina,
QUEEN AGAINST ROOK,
Ponition 24.
WHITE. BLAUK.
st K's sq. R at K. Kt.'s Sna.
WK B o K atK Risaq.
White to move and win
1. Q oK R'ssq. (ch.) 1. K to K Kt'ssq.
2 Q to K R.'s bth, 2 RtoQ B.‘a2l:3(otA,l,Q
8. Q to Q’s 5th (ch.) 8 K to K. R's2nd
4. Q to Qs 8rd (ch.) 4 KWK Kt'ssq
8 Q to Q's tth,
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4)

2 Rt % R's Sod
l&hx.xt‘.“ll(ch.) 8 K. to K. R's sq.
1 Q to K R's 4th (ch.) 4 K. o K. Kt's
5. Q to K Kt's 8rd (ch.) 5. K.to K. R's
6 Q to K R.'s 2nd (ch.) 6. K to K. Kt.'ssq.
7 Q to Q Kt.s 8th (ch.)

And wina,
B)

2 R to K. Kt's 6th,
8 Q to K.'s 8th (ch 8 K. to K. R's 2nd.
4. Q. to K.’s 4th (ch 4 K. to K. Kt.saq,
b.Qto%B.‘sah(ch) 5. K to K. R's sq.
6 QtoK Rs4

And wins,
©

2. R. to K. Kt.'s 8th,
3 Q to K's 8th (ch.) 8. K. to K. R.'s 2nd.
4. Q to Q's Tth (ch.) 4. K. to K. R.'s 8q. (best),
&QwQ,B.‘sSLh(ch.; 5. K. to K. R's 2nd.
6. Q. to Q B.s Tth (ch. 6 K toK Kts o
1. Q to Q Kt.’s 8th (ch.) 7. K. to K. R.'s $n
8 Q. to K. R.’s 2nd (ch.)

. And wins,

King and queen win against king and rook, but it has
ot hitherto been shown with sufficient clearness how the
reok may be won when separated from the king.

Position 25.
WHITE. BLAOCK.
R atQ R'ssq Q at Q Kt's 8rd.
K at Q R.’s Sth. K. at Qs sq.
White has the move and draws.

1. R.to Q's &q. (ch.) 1L K. toQ B.'ssq.

1}&!»0,3,'“%(&. 2 K toQseq

& R. to Q Bs 8th (ch.) 8. K to Q's 2nd,

4 R toQ B.’s Tth (ch.) ¢ K toK's8rd

8 P. to K.'s 7th (ch.) 5. K. to Qs 4th,

6. R. to Q's Tth (ch.) 6. K. to Q B.'s 5th,

7. R to Q B.'s 7th (ch.)

And draws,

An excepticn to the rule laid down in the nres*ng
Mlustration.



299

THE DEFZAT OF THE MUZIO GAMBIT.

The Befeat of fhe Flwsio Gambit,

Ganmz No. 1.
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g. to Q. B.'s 8rd,
Q's 2nd
15. Castl
16. Kt oK R's 8ed
And black wins
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O

16. Q. to K. R 4th. (g) ) 15. B. to K.’s 2nd.

16 B. to K. Kt's 5th. 16. Kt to K.s 8rd.

17. B. takes B. 17. Q takes B.
And black wina,

a) P. to Q B.’s 8rd would be weak play.
) It white play Q to K.'s 4th, black’s answer is K. to Q' square and
would have a winning game.
(c) Were white to take P. on K. B.'s 5th, black would take Kt with Q,
and win easily.
d) Q. to R.’s 4th (ch.) would be inferior plax.
¢) If Q P. were to take P., black Kt would take P.; and if R, were to
eheck, black would interpose with bishop, and win easﬂi.o
(/) Acy other mode of play cannot prevent black from regaining bis

lost plece.
(gf Whito queen is compelled to retire from rook’s Sth, and white cannot
mow play his rook to queen’s aquare with advantage.

Gaxe No. 2.
WHITE. BLAOK,

1. P.to K.'s 4th. 1. P. to K.'s 4th,

% P. to K. B.'s 4th, 2. P. takes P.

8. Kt to K. B.’s 3rd. 8. P. to K. Kt.’s 4th,
4. B. to Q B.’s 4th. 4 P.to K. Kt.’s 5th,
8. P.to Q's 4t 5. P. takes Kt.

6. Q. takes P. (or A). &%mk.‘a?nd.(a)
7. Q. takes P. (or B, C). 7. Kt. to Q B's 8rd,
8. Custles. 8. Kt. to Q's

9. Kt. to Q B.'s 8rd. (3) 9. P. to Qs 8r
10. Kt to Q.'s bth. 10. Q to Q's 2nd.

And the position becomes the same as though black had castled st g
5th move.
@)

6. Castles. 6. 3, to K.'s 2nd.

1. Q. takes P. 7. Kt. to Q B.'s 8rd.
8. B. takes P. on K. B.'s 5th, 8 P.toQ's 8rd.
lg.loi;tog.l(ﬁmlbt‘h‘.) lg'l%leB."M

. to R.'s (cl 0. K. toQ's

11. B. takes K. K 11. P. takes Q,sqﬁ.

13. R to K. B.'s Tth, 12, % to K.'s 8q.

18. Q. takes P. (ch.) (or D). 18. Kt. to K.’:gnd.

And black wins,
®)

7. Kt.to Q B.’s 3rd. 7. P.to Qs 8rd

8 P.t5 K.'s 5th. 8. Kt. to Q B.’s 8rd,
9. Kt to Q.'s 5th. 9. Q to Q's $nd.

0. Q takes P. on K. B.'s 5th, 10. P. takes P.

1. P. takes P. 11. Kt to Q.'s 8q,

8. Castles. 12. P. to Q B.’s 8rd,
18. Kt to K. B.’s 6th (ch.) 13. Kt takes Kt.

4. Q takes Kt. (¢) 14 R. to K. Kt's sg
15 Q B.to K Kt's 5th. 15. Q w K.'s 2nd.
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(
1. P, to K.’s b 0) 7. K. to Q. B.’s 8rd.
&QE'tk;sK.PonK.B'lm(or 8. B.to K. R.'s 8rd.
0.%»1{.’1{&\3:0. 9. B. takes Q. B.
10. Q to K. Kt.’s Tth. 10. Q to K. B's 8q.
11 %hkuk. 11, B. takes Q Kt P,
18. R to K. B.'s sq, 12. Kt to K. R.'s 8rd.
And black wins,
18 B takes R. P, (D) 13. Kt. to K.'s 2nd.
W P. to Q's bth, 14, B. to K. Kt.'s 8nd. (&)
And black wins,
E)
8 Q to K.'s 4th, 8 Kt to K. B.'s 8rd. (6)
9. %t&kul’ onK.B‘-Mh(orG). 9. P.to Q's 4th.
30. B. to Q Kt's 3rd. 10. Kt to K. Kt.'s 5th.
And black wins.
®
8. P.toQ B.'s 8rd 8. P.to Q's 8rd,
), 8. 9. P. takes P.
30. B. to Q Kt.'s bth. 10. B. to Qs 2nd,
And black wins,
@)
1. & B oo W) 10 ;‘5"..,"‘&":31»"
. er 3 . P.
* And black wina,

(a) Q to K.'s 2nd, with the assistance of Q Kt, will ul'ayl be atle te
defend the king's side, let. white plny as he may.

Sb)w:" queﬁn were to take Q. B. P, black would play his queen to her 8rd,
and win easily.

©) It whitz were to take kright with pawn instead of queen, black wouid
answer queen to her 3rd.

d) The decisive move.

This move onn;&letely frustrates white's attack.

‘White might take Kt. with P, the moves would then follow as ander?
10,
11, B. takes Q. 11. %&NQQB.)P.(&.)
: And black wins,
Gaue No. 8.*
WHITE, BLAOK.
1. P. to K.'s 4th, 1. P to K."s 4th.
1 P.to K. B.'s 4th, 2. P. takes P.
8. Kt. to K. B.'s 3rd. 8 P.to K Kt.» 4th,
4. B.to Q B.'s 4th. 4. P. to K. Kt.'s 5th,
8. Castles. 8. Q toQ's 2nd
6. Kt. to K.'s 5th (or A, B). 6. Q. takes Kt.
1. P. to Q's 4th. 1. Q to K. Kt's 2nd.
8. R. takes P. (or C). 8 Kt to K. R.s 8rd.

® This and the following games, althongh exhibiting fine play, ace not se
strong, either in attack or defence, ua2the two preceding examp! a.
6
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9. R.to K. B.ssq
10. B. takes Kt.
A

11 B. takes P.
12. P.to K%

302
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&.L&tm.«m

2,
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‘s

1

i
A

9. K. to
t0 Q B!

10. Kt

And black has the better game.
(a) thkmighl.lloployl’ to K. B.'s 8rd, and have the better gama

8. P.to

GaxE No. 4.

agS 2._-‘!K
2uid $9559% 8
3435343333883
PSPPI =10 -1
Lo-&t.ﬂ&-c.&'.mn

12

(ch.)

18 R.to K. .KL'I s

14 Kt to
18 K. to K. Bls og,

And black wina

15. Q. takes P,
16. B.to K's
17. R. takes B.

(4)

An\ black nas a winning game.

(or A, B).
. (ch.)
17. B. © K. Kt's 5th.
18, Q. takes L. (or O)

16. P. takes P.
16 R to K.’s
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16. E. to K. Et's Sth.

And black wins.

18. Q. to K.'s ¥nd.

®
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4
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e
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Gauz No. 5.
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And white has the

Gaxe No. 6.
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OHESS PRODLEMS.

Ganz No, 9
WHITE. BLAOK.
K's 4th. 1L P. to K.'s 4th,
K. B.'s 4th. 2. P. takes P.
to K B.s 8rd, 8. P.to K. Kt's 4tk
Q B.s 4th, 4. P. to K. Kt's bth,
Q.8 4th, 5. P, takes Kt.
takes P. 6. Kt to Q B.'s 8rd.
takes P, 1. g, to K.'s 2nd.
takes P. 8 P.to Q’s 8rd.
takes P, 9. % takes B.
kee B. P. (ch) 10. K. to Q’s 8q.
Caatles, 11. Kt. to K. R.'s 3ra,
And black wina
- —————

Chess Problems.

ProsrLzu No. 1.—By D. JuLLiex,

White to play, and checkmate in two moves.
BLAGK,

7////
7 %%%;’/%%Z égé <§%
!4///%4///%%
7//%@////

%
//////@
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ProeLEM No. 2.—By Evexne B. Coox.
White to play, and checkmate in three moves

BLACK,

////// //// //// ﬁ
N /}/@%1
://2 // . //i
a_ o m o
e
”% ///%7
. % ”// //&

\

ProsrEM No 8.—Bv 8. Lovp.
‘White to play, ndeheokmmlnﬂmom

T
@ %//x%/
%M% /
BoE B
/W/@/%/g
////g/‘@’a// //

?/////i
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ProBLEM No. 4—By D. JuLLmEs,
‘White to play, and checkmate in three movea
BLACK.

ProsrLex No. 5.—By N. MARACHE.

‘White to piay, and checkmate in four moves
BLACK,

////////w/
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ProBLEM No. 6.—By Eveexz B. Coor.

‘White to play, and checkmate in four movea,
BLACK.

NG

\

. %/ //// o
/ /////
// ///// ///
//,////i% .
A e
//////;////,,,
/
%ﬁ/ I N

ProsLen No. 7—BYS Lovp.

‘White to play, and checkmate in four moves
BLACK,

BEE S
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/
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P’rosLEM No. 8.—By L. 8. Loyp, J=.
White to play, mdehoekmmlnmunm

\\\\\

'@/@@ LeE
o . /w/

A %
A %”% 7Z/a
,////////
//%/%7//
/
%%/

Prosrex No. 9. ——Br Euolmt B. Coox.

‘White to play, and checkmate in four moves.
BLACK.

\

'\\\\\\
N\
x\

‘\\

» / .
% . %y%
%/% %/%
/}/%%}%/
oy
J @ . @
% %
B %@7;ta
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Prosrxx No. 10.—By D. Jurumxx.
‘Whits to play, and eheckmate in five moven
BLACK.,

AN W

RTINS

,,,,,,,,,,,,,,,,,, i

WHITR.
Prosrex No. 11.—By Pror. A. Crarp.
‘White to play, and eheekmm in five moves.

a / /.@f/ ’///
//, /// // Co

//// /}}
. Ly

W o E // )
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ProsrEn No. 12.—By Eveene B. Coox.
‘White to play, and ohechnm in five moves,

/i/ B
/// B @z
%ﬂ%i// //

' %.@6 f””/

// /////

/,, .
’//////

Prosrex No. 18. —Bt N. MARACHE.
‘White to play, and heckm te in five moves.

”””” //// // ///
@ // /// // -
/
@ // / //
// | / /
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PaosLEx No. 14.—* Tux Jerurr.” By Everxxz B Orom

‘White to play, and checkmate in nine mnevea
BLACK,

‘% 5
//% %;//
// / / _
/// ﬁ//}

8y A
/a/'%@/
oW e
BB

ProBrEM No. 15—81:1.1-)(1':. By Eveene B. Coux.
White to play, and force black to ohookmm him (white) in sevea moves

o / 5

- /i% //
// >

@ /// } 44/%
, /

/@/ / /g
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ProBLEM No. 16.—* Tur Cmous.” By Eveexz B. Coox.
White to phy md draw the game.

7//

/////////f
///,///////
////,// g1
0w
%@%}%@/

ProBLEM No.47.—ANONYMOUS.

WmTe—Q at K's 4th; R.at Q R'ssq.; R.at K. R'sSth; K. at K. B s6th
Buox-R.l:.tQ,B.s?nd R.th,thsq PatQKLahd EagQ

\

\'\\
\\

\\

\\\\\

L\

xw

Wbite to play, and checkmate in two moves,

ProsrLem No. 18.—By StaNLEY.

an—PBn‘tQt.;!l'(Lls(End R.lt K.’s 2nd; B.at K. Kt's 2nd; Kt st K.
t!
Brack.—B. at Q. Kt.'s 2nd; K ntQ,sGth

White to play, and checkmate in two moves.
ProsieM No. 19.—By Horwirz,
Warre—P. atl;.:bth Q at Q R 6th; Kt at K. Kts 6th: K st Q

Braox.—K. at Q. B.’s 4th.
‘White to play, and checkmate in' three movea.

PronrEM NoA 20.—THue INDIAN ProsLEM.

WarTe —Pawne at Q. Kt.'s 2nd, K. B.'s 2nd, and K. Kt.'s 4th; R.at Q'nsq.
B.at K. Ku's 2nd: B at K. R's 6th; K. at Q. R’ssq.
SLaok. —Pawna at K.x 4I|IMI|Q Kt's 2nd; Kt at K. B.'s 6th- K. st K8 6th

White to play, and checkmate in four movea
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Pronrex No. 21.—By err KriNe.

'm—hinqu.\B:Ldde.'sm R.atQR's6th; B.t K R as6th
t
Mﬂ&—hwn.s.tQ‘otnd,K.&'lﬁnd,de.B.'thh K atK.R's TtL

‘White to play, and checkinate in four movea

ProbrLeM No. 22.—By Herr Harrwitz,

Wm—l’lm n%xu.s $nd, K. B.'s 2nd, K. Kt.’s 3rd, and K. R's 5th,
sl.Q,B.‘uGth Kt.uK.ll'uq.Kt.nK.
Kt.olq K. at Q

Braox.—Pawns at QB.s 8rd 1\’3 ‘s 3rd, and K.'s 5th; Q st Q. B's 4th}
B.at K's4th; B. at Q's 6th; Kt at Q's 4th; st Q sbth.
White to pisy, and cuockumato in fonr moves

ProsrEM No. 23.—Bv D. JuLLiEN.
Warre—Pawns at Q. B.'s 8rd and Q. KL ‘s4th; R.at K's 5th; B.at Q'ssq.;
Kt at K.'s 4th: K. at K. B.'s 4th,
BLaox.—P, at %s 2nd; K. at Q B.'s uh
hite 1o play, and checkmate in four moves,

ProprLeEM No. 24.—Bv N. Marache.
War—P. th.Kst'h Q. at Q Kt's Tth; Roonotl{.&‘b&dmdnh'
B. al K.I\t.uq.l\t.th, s 8rd; K.at Q R.'s 4t
Buol.—l’unlntQ.ssrd. Q B s 4th, -nrlQ,shh Q,u.Q,sin«l Rooks
at Q. Kt's 6th and Tih; BalQ,Bsoq B at K Kt's $nd; K.

at
(%Vhiu to play, and checkmate in four moves.

ProsreEM No. 25.—By Eveeve B. Cook.
Warmr—P. uQKB ‘s 4th: &atO, B.s Tth: B.at Q's 5th; Kt at K. R's
at
Buc-.—l’-;;rns;'th K B.‘s 8rd and K. R.'s 2nd; Kt. at K.'s 5th; K. at K,
t
White to play, and checkmate in five movea

ProprLEM No. 26.—By T. M. Brown.
Wlﬂ‘l—l’awsn K. Kt's 4th and K. R\'s 2nd ; R.atK. B.'s 8th; Bishope
_Kt.'s 5th and K. Kt.'s 8rd ; K.atQ, 's 4th.
Braok.- -P. ut. {. Kt.'s 8rd; K. at K.’s 5th,
White to plny, and checkinato in six movea

ProsrLEM No. 27.—By Evarxe B. Cooxk.

Nurrr —Pawns at Q 's 8rd and K. R.'s 4th; R.at K.'s8rd; B.atQ R's Tth
at K. R's8ri; K at Q R'vsq.
Buol.-Pc.wns at K. R.'s 2nd snd 8nl1; K. at K. B.'s 5th.

White to play, and checkmate in five moves.

ProsrLeM No. 28.—Bv I. S. Lovp, Jr.

Wurte —Pawns at Q's 2nd, Q. B.’s 5th, K.'s 8rd, K. Kt.'s 8~4, K R.'s 3rd,
and K. R's 4th: Q. at Q B.'s 4th: B. st K B's6th; Kt at Q
B.'s Sth: Kt at K. B.'s 4th: K. at K. R.’s Tth.

BLaOK —Pawns at Q B.s 3rl, K. B.'s 2nd, and K. B s 6th; Ruolu = Q B's
2nel and Qs 6th; Knights at K.'s end and Q. 'B.'s St cQat Q
Ku's th; B. at Q's 4th; K. at K. B.'s 4th.

White to viay and checkmate in five moves
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ProsLEM No. 29. -By Euveexe B. Cooxk.
L] vn-Kt}.\u th.'s 7th; B.at Q B.s 4th; Kt. at K's 8rd; K. at B,

BL X -Pawn at K.'s4thBatQ's 8rd; K. at K.'s 5th.
White to play, and checkmate in six moves.

Prosiem No. 80,—By T. M. Brown. '
i

W TR~ P. atQ.im'rl Q at Q R.’s 6th: Kt. at Q B.'s 8th; B.nt K.'s 8tb
R.at K' R's 4th; B. at K. R.'8 3rd; K. at Q. Kt
BLACK.~ Pawns at Q B.'s 2nd. 4th, 5th, Qs‘lnd 8rd. 5th, nnd I\ B.’s 20,
4tb (~ight pawns); Bishoﬁ at 9( s sq sud K.s 5th; Q. at K. [
Tth: Ku at G. Kt'e ith:
White to play, and checkmate in elgh! movee. without takFing ary 8
olack’s pawns.

ProsLev No. 81.- 8y Hexr KuriNe.

WaiTe. ~All the pieces en their own squares, but no pawns on the boarc.
BLack.—King at his square.
White playing first. undertakes to command every square on the buesi ‘s
arteen moves, mating only at the last move.

T

SOLUTIONS TO THE CHESS PROBLE##£,

ProBLEM No. 1.
W ATTH. BLACK.

1. R takes B. (ch.) 1. K. takes BR. (dis. o )
$. Q. interposes (checkmate)

ProeLEM No. 2.

WHITE. BLACK.
1. QtoK.R.éGth. 1. B. takes Q.
2. B. takes $. B. moves.
8 B takesl’ (checkmate).
1. P. takes Q.
2 B. kes P. (ch.) 2 B. toB.’s 8rd
8 B. takes B. (checkmate),
1. B.to B's 8rd
? B. KaTlth 2. Any move,
8 Matey
ProBLEM No. 8.
WHITE, BLACK,
1 B t« R.'s 8rd (dis. ch.) 1. Moves.
$ B. to R.'s 6th. $. Movea
S Bt B‘s 8th (checkmate).
ProBLeEM No. 4.
WHIME. BLAUK
1. Q to Kt‘u Tth (ch. 1. B. takes
L3 % ) ? B uwveg‘

L B uskea B (checkinate)
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Procreyn No. b.

WHITE. BLACK.
1. Kt uke.sQ.B-P(dh.eh.) L Q takes
2 Rt %l 5th (doable ch.) takes
8 Kt to K.’s 3rd (ch.) B. akes Kt
4. P. checkinates.
ProprLEM No. 6.
WHITE. BLAOK.
Lkm&&‘lsrd(ah) 1 K. 10 Qs 5th
8 K to K. B.'s 6th. % K. to B.'s 5th
8. B. to Q.'s 8rd (ch.) 8. K. takes P.
€ B. to Qs 6th (checkmate). .
8 K. to Q's Sth.
& B. to Q Kt's 6th (checkmate).
ProBrem No. 7.
WHITE. BLACK.
1.Qto R.'s&th(ch) 1. P. takes Q.
8. R. to R.’s 8q. (ch.) 2. R. w R.'s bth,
8 Kt lLs rd. 8. Mouves,
4 Kt or R. (checkmate.)
ProsLem No. 8.
WHITE. BLACK.
L R takes P. (ch.) K. to B.'s 2nd.
2. B. to K.'s 5th. Q. & takes KL (oh ¢
8. R. to Q 's 8th (ch.)
4. K. w B.’s “th (checkmate).
ProsLEM No. 9.
WHITE. BLACK.
L K. to K.'s 2nd. 1. R. takes Q. g.h.)
2. K. to X. B.'s $rd. % B to K.s 7th (ch}
8 K. t. K.'s 3rd. 8. Anywhere.
4 B. w K. B.'s 4th (checkmate).
1 R. to Kt's bth S..l-l.)
2. K. to Bs Srd. 2. B. to K.'s Tth (ck.) (vest)
3 Q takes B. 8. R. takes Kt
4. B. w B.'s 4th (checkmate).
1 R.to Kt Qnd [C A
% K to K.'s 8rd. 2. R. takes Ki
8. P. to B.'s 4th (ch.) 8. K. takers B.
4 Q. takes P. (checkmate),
1. P.to K. Kt's7th, or B. takes B
8. B to B.'s 4th (ch.) 2. K tukes B.
& Q w Q. 2nd (ch.) 8 K. to K's 4th.
4 Q to Q's 6th (checkmate),

ProB Eu No. 10.

WHITE.
tukes Q's P.
In!erlmsu (ch.)

l{ tu ‘R8s #th.
t or Q. (checkinatel

BLACR.
1. B. checks (best).
2. K. to K. B's 5th
8. Q. to K. B.'s 2nd. (A)
4 Any thing.
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(A) 8 KuP.1

& P. takes R. (ch)) 4 K moves
8 Q takes P. (checkinate).
ProsLEx No. 11,

WHITE. BLACK.
1. B.to Q B.’s 8th. 1. P. moves.
2 B.to Q Ki's Sth, 2. P. moves.
8 Kt tv Q B.’s Tth. 8. K. moves,
4 Kt to K.'s 6th (dia. ch.) 4. K. moves cr takes P,
5. Kt. mates, or discovers mate,

ProsrLem No. 12.

WHITE. BLACK.
1. R.to Qs 8th. l.Kt.toK.Kt.'e&d.
2. Q. takes R. 2. Q. takes Q
8. P. to R."s 8th, becomes a Kt. &Kt.tnkeoKL(bou)
LRmkaal\LnQ,s%h 4. P. takes Kt
5. R. to Q's 5th (checkmate).

If 4 K. takes R,, or any othes
5. Kt. takes B.'s P. (checkmate). . movae,

2. R. takes B.
8. R. takes Q, 8 R to R.s Sth (¢h.)
t. K. takes P. takes R.
3. Q takes Kt.‘o P. (checkmate.)

If & Any other move.
5. R. to Q's 5th (checkmate).

$. R.to Q R.%s 2nd.
3 B.takesQ B.s P. 8 Kt to R.'s 5th (best)
¢ P.to R.'sSth,becomes Kt. orQ 4 Any move.
8 Checkmate.

1. R. takes B.
!.Ptoll '8 Sth, becomes Kt. 2. R. to R.'s Sth (ch)
3. K. takes R. 8. Q,‘ t. moves,
L Kt to B s Tth (ch.) 4 K to Q's 5th.
5. Checkmute.

ere are many subordinate variations to this very int.resting p-oblem—
Doregoing are the Iendon.

" ProsLeM No. 18.

WHITE. BLACK.
1. Q to K.'s 8q. (ch)) 1. K.toQ,'s.’)th(but
2. Q kK KL'asq ch.) 2 K. to K.'s 4th. >
8. QoK. Kt.'s 'hh (ch.) 8 K. to Q,'s 3rd (bclt)
4 % toQ B.s 7 L 4 K takes Q.
& Kt to Q Kt. smh(c eckmate).

ProsLEx No, 14.

WHITE. BLACK.
1 B to K. R.'s 2nd. 1. B. to K.s 6th.
1 B.to K. Kt.s 8rd. 2 B. to K Kt's 8th
8 B.to K'ssq. 8. B. to K.'s 6th.
4 B. takes P. 4 B.to Q's Tth.
5. B. takes P, 8. B. to Q Kt.'s 5th,
6 B. 10 Q Kt’s 8th. 6. B.to Q B.'s 4th,
T B.t.oQ,B.‘s'lth 7. B.tw Q R's $nd
8 B.to Q R S. Any move.
% B.twQ B 8rd (checkmate)

27*
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ProprEn No. 15.

WHITE. BLACK
1. R to K. B's 5th. L P.to Q.'s 8rd.
% B. to K. Kt's 8th, 8. P.to R’s 7th,
8. Q twQ R's4th, 8. D.to R's 4th.
4 B.to Q B.s 3nd. LP.&:(;.‘&S& beocomes roed
t). (a
5 B.to Q" ch. 8. P.ukea
G.Kt.w%..q( ) ch) 6. R. takes
7.Q QB 4th (oh.) 7 R. uLesQ, (checkmth).
(@) [fi. P becovines Q or B.
8. B. to Q's 8rd (ch.) 8. Q or B. takes B. (checkmate}
If 4. P. becomes Kt.
6 Kt to Q B.'s 8rd (ch.) 5. Kt takes Kt. (checkmate).

ProrLEn No. 16.
SOLUTION TO THR “CIRCUS."

WHITE. BLACK.

Kt to Q.'s 8rd (ch.) Black's moves are all forced.
Kt. o K.'s 8rd (ch.)

Kt to K. B.'s 4th (ch.

Kt. o K. B ‘s 5th (ch.

I\Lml\'sdth(eh.)

Kt to Qs Gth (ch.)

Kt.l.oQBubth ch.

Kt to Q. B.'s 4th (ch.

And the perfurmance of the horses continues ad Iditum.

PHopRR0-

ProsLEM No. 17.

WHITE, BLACK.
1. QK. R L Anythin
S. % or R mut;.q’ ything.

ProsrEM No. 18,

WHITE. BLAOCK,
L R to K's 4th. L B. takes R.
$ B to K. B.'s 8q. (checkmate).

ProsrLEM No. 19.

WHITE. BLACR.
2. Kt to K. R.'s 4th, 1. K. to Q's 4th,
$ Q to Qs 6th (ch) 2. K. to K.'s 5th.
8 Q to Qs 4th (checkmate).

PronLen No. 20.

WHITE. BLACK.
LBtQB’s 3KLPIw¥qM
8. Q K P 1. If black plays 2 sqs.; . P. advances

l blacl {_‘Iags but 1 sq., then

y the squares.
lkk\Q.'s?nd. 8. K. movea
4 B. 0 Qs ith (checkmate).



CHESS PROBLEMS,

ProrLEM No. 21.

WRITE. BLACK.
1 K. to B.s 2nd. 1. Q P. 1 (best
L BtoKs ﬁunch) 2, .mkesB.ﬁ
8 R toK. R.'s & K. to R.’s 8th,
4 R takes RP(checkmm;

WHITE, BLACK.
1. R. takes B. (ch.) 1. P. takes R.
2. Kt. to B.'s 8rd (ch.) 2. K. to K.'s 5th,
8. Kt to Q's 2nd (ch.) 8. K. to B.’s 4th.
4 B. to B.’s 8th (checkmate).

ProsLEM No. 23.

WHITF. BLACK.
L P to Q Kt's 5th. 1. K. to Q.'s 6th (best)
2. R. to Q's 5th (ch.) S.K.toQ,B‘néh.
8. B. to % 4th.
‘{lﬂ\ takes R.. B. mates,

If . moves, . mates.

ProsLEM No. 24.

WHITE. BLACK.
1. Kt to Q Kt.'s #th (dis. ch.) 1. Q. takes R. (best).
€. Q. takes B (ch. 2. K. to Q B.'s bth.
&%urQsth 8. P. takes Q
4 R. to Q B.’s 7th (checkmate).

ProBLEM No. 25.

WHITE. BLACK.
1. B to Q Kt.'s 8th, 1. P. to R.'= 8rd (hest).
% B. t K. R.'s 2nd. &KLtol\Lsﬁtb(eL)
&Ktmkeel\t.wh) 8. K. to B.'s 5th.
4. Kt to B's sq. (ch.) 4. K. to B.’s 4th.
5. KttoK's 8er (checkmate).

2. Kt elsewhere.
8. Kt to Kt.’s 8rd (ch.) 8. K. to B.'s 5th.
4. As above. 4. K. to B's 4th.
5. As above (checkmate).
8 K. to K.'s 4th
4 Kt to K.’s 2nd (ch.) 4. K. to B.'s 4t
& Kt to Qs 4th (checkmato).
ProrrEy No. 26.

WHITE. BLACK,
1 R to K. B.'s 2nd. 1. K. moves,
8. B. to K.'s Sth. 2. K. moves
8 B. to K. B8 4th. 8. P. movea.
4. B. to K. R s 5th, 4. P. takes B
5. R. to K.’s nd (ch.) 5. K. movea
& P. to Kt.'s 5th (dis. mate)

319
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ProsLEx No. 27.

ProBLEx No. 28,

BLACK,
2 Q to Kt's Tth.
8 K. to B éth

4. Moves.

L B. takos Q
If B. moves, Kt. mates.

ProsLEM No. 29.

(ch)

BLAOCK.

5,

Q Kt'sSth
8rd.
's 2nd.
Q B.'s dth

% 3

353388
i 2 e o
ot

Kt.'s 5th or K 's @&

oves,
oves.

.'s 2nd.
B.'s 4th,

K
Q.
Q

888EH
eindededod
=oios s

ProBrEx No. 80.

osd s

ProsLExM No. 81.

Bl T P T PN Y
e edid e aiid g
383£83588888s588
ddadpdadidididadidididng
modd eSS il

= - o

B.'s 8rd.
B's8rd
 8q.
to K.'s 6th (checkmate).

's 8th,
Kt.'s 2nd (ch.)

Hao- PN
E822u5 omm
? 8s003s830%:%

S¥ S S Sidpias

I odoonddidd oo

AedddEmaSSodd

= =

to K. Kt
checks.

Q's
t.t~ Q's 2nd.
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Sour-handed @hess.

Tar game of Chess for four persons is played n a board
of one hundred s«nd sixty squares. The following diagram
reprosonts the board and men on beginning a game.

B. BLACK MEN.

A. WHITE MEN.

From this sketch it will be seen that each of the four
players has a set of men placed as indicated. We suppose
the players to be A, B, O, and D, and that the four colors
used are wlite, black, red, and green. It is right to ob-
serve that in all points, excepting such as are here deline-
ated, the game for four is played similar to the usual game
for two.

A and B play with the white and black piecas, in part-
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nership, against C and D, to whom are approj riated the
green and red.  The partners sit opposite to each other.*

The pieces are the same in number, bat their position is
slightly ditferent, at beginning, to what it is in the ordina-
ry game. The only difference, however, relates to the rel-
ative situations of the kings and queens, and this will be
best gathered from the foreguing pictured representation
In the game of Chesx for two, the kings and queens face
each other; but here the king faces the queen, and so on
It is obvious that two of the players will have & white
square at their right-hand corner of the board, and twe
wil have a black one. At the beginning of each game.
the four players draw lots for the first move.

The move passes round, in turn, aiways to the left hand
thus, if A play first, C follows; then B, and lastly D
Each player supports and assiste his confederate to the ut
most, while he opposes the two adverse parties indiserim-
inately.

The kings of the partners may move on to adjoining
squares, 2nd, of course, can go freely into the range of any
of their partners’ pieces. A queen, or other piece, cannot
assume the state of giving check to the partner’s king; to-
wards which, as towards her own, all hostile properties lie
dormant. This rule equally applies to all the Chess-men.

No player is allowed to move a piece or pawn, the re-
moval of which would open his partner’s king to a check
from either of the hostile powers, any more than he may
uncover his own king to a similar check.

Each player supports his partner in an atteck; thus
should A put a queen en prise of D’s king, unsupported,
and should O be unable to take her, or otherwise provide
for the check—B may support the queen. and even give
mate, in this compound manner.

The pawns can only move one square each time, and
not two squares the first move, as in the ordinary game.

It is the general rule to disallow castling, altugether, in
the game for four. Witk some persons, however, it is the
vustoin to adopt it. There being a ditference of opinion
upon the point, it is best to arrange beforehand respecting
. It is by far the best plan to prohibit castling, as the
game is in itself suﬂicient\y complicated.

® The partners are rigorously interdicted, as at Whist, from intirasting
swght to each other, eithar by word. look or gestare.
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Thie pawns do not become pieces, when they reach the
epposite end syuares of *he board; such squares being
friendly squares, because in the territory of the partner.
But on a pawn’s attaining any one of the extreme hostile
line of squares, right or left, it becomes a queen. Thus A
can only queen a pawn by getting it on to one of the end
squares of D or C—such squares being the edge-line of the
board. It is evident from this, that a pawn can only

neer through making repeated captures ; since, unless in
the act of taking, it cannot move diagonally.

When a pawn has attained either one of the ultimate
squares of the board belonging to your partner, such pawn
remains there as a pawn, and moves back again, asa pawn,
one square at a time, in the same direction; that is, to-
wards you. A pawn, therefore, which has reached either
one of the eight ultimate friendly squares, should be mark-
ed in sume way to show that it has exchanged its own line
of march for a power exclusively of backward motion.
8hould such pawn return to the line from which it origi-
nally started, it moves forward again, as it did at first.

As the partners sit opposite, it sometimes happens that
their pawns meet on the board. In every such case, they
are allowed to leap over the friendly pawn, and place them-
selves, on the move, upon the square beyond : always pre-
serving their forward or backward motion, as the case may
be, but never leaving their file, save to make a prisoner.
The player will svon become accustomed to these little
peculiarities.

The game is only won when the two partners are check-
mated. Should one be checkmated, and the other be stale-
mated, the game is drawn, as if both were stalemated.

Should a player be cleckmated, hia pieces are not re-
moved from the board, but must remain in the same posi-
tiun, his partner continuing the fight single-handed. Of
eourse, while checkmated, he cannot move, and therefure
misses his turn. His partner may at any time relieve hiin,
£ he can, from the checkmate; in the event of duing
which, his pieces regain life, and he again moves in hia
turn. As, while one is checkmated, the enemy movea
twice for once, it is seldoin that a checkmate can be re-
Seved, if it has stood more than one move. While & player
18 in checkmate, his pieces eannot be taken by the adver-
wary, but they remain in the same position. In this casa
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sley present a species of “ Ceput mortunm,” devoid of sBl
sfending properties; thus, should the squares be upen,
the adverse pawns, or pieces, may move between thein ;
guing into their check or range with impunity. They
stili, however, offer the inert resistance of a lifeless mass,
by blucking up the squares they actually occupy, &ec.

The principle of playing this gamne well, is in directing
tl.e attack to the right hand in preference to the left. For
a2 the move passes round to the left, you thus have the
chance of your partner’s support. For example, A hav
ivg to play, attacks D rather than O; being assured, by
tl is, of two hostile moves against D, while the latter, un-
til it is his own turn to play, can only divert the attack
by the one intermediate move of his partner C. A skilful
player, by thus attacking his right-hand adversary, fre-
quently secures, through the co-operation of his partner,
not only the simple capture of # inan, but even the giving
of chec{maw. When yon find that your partner, acting
on this, has attacked his right-hand adversary, you sup-
port hiin in the best mode you can. In such case, your
attack is of course directed against your left-hand adver-
sary, but this attack is rather of a secondary than primary
nature, since it does not originate with you.

It would be out of place, in this brief outline of the
game, to attempt more than general description. The
game of Chess for four is rarely adopted but by tolerably
good Chess-players, and it is pretty clear that those whe
play the common gaine best, are most likely to excel in
this new variety. The game of Chess for four is advan-
cing daily in fashion and favor with the public. It takes
iu players of every grade; for a good player with a les
skiltul partner are equally matched against a simila:
couple ; and the less scientific have thus an opportunity
of playing in consort with those of greater skill. In &
doing, it is believed much instruction is derivable, and ir
is anticipated that the extension of a knowledge of the
game for four, will thus contribute, in no mean degree, t
promote the wider diffusion of the finest irtellectual recrw
stivn yet devised—CHEss.




DRAW POKER:
RULES FOR PLAYING.

By THE HoN. ROBERT C. SCHENCK,

BNVOY EXTRAORDINARY AND MINISTER PLENIPOTENTIARY OF THE
UNITED STATES OF AMERICA NEAR BER MAJESTY THB
QUEEN OF GREAT BRITAIN AND IRELAND.

THE deal is of no special value, and anybody may begin.

The dealer, beginning with the person at his left, throws
around five cards to each player, giving one card at a time,

The dealer shuffles and makes up the pack himself; or, it
may be done by the player at his left, and the player at his
right must cut.

To begin the pool, the player next to the dealer on his
left must put up money, which iscalled an ‘‘ Ante;” and
then in succession each player, passing around to the left,
must, after looking at his hand, determine if he goes in, or
not; an/d each person deciding to play for the pool must
put in twice the amount of the ante. Those who decline
to play throw up their cards face downward on the table,
and, per consequence, in front of the next dealer.

NoTE.— A, B, C,D, and E (five being the best number to play the
game) sit down to play draw poker. A deals the cards; B ‘““antes,” —
say fivo cents. (*‘ Ante” is corrupted from the French word entrer, to
enter.) C can ‘“‘straddle” B, by putting up (or ‘“ante.ing”’) at least
ton cents, which is double B’s ¢ ante,” without looking at his cards.
This doubling the ante (or “blind”) is called a * straddle,” and
always should carry the *‘ age,’” as an inducement to straddle. D can
straddle C, which makes a double straddle, and thus takes the * age™
fromn C; and so round ad infinilum. — ARKANSAS.

328
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‘When all who wish to play have gone in, the person put.
ting up the ante can either give up all interest in the pool,
thus forfeiting the ante that has been put up, or else can
play like the others who have gone in, by * making good ;”’
that is, putting up in addition to the ante as much more
a8 will make him equal in stake to the rest.

If a number of players have gone in, it is best generally
for the ante-man to make good and go in, even with a poor
Land, because half his stake is already up, and he can
therefore stay in for half as much as the others have had to
put up, which is a percentage in favor of his taking the
risk. This, of course, does not apply if any one has
“raised,”” — that is, more than doubled the ante before it
comes around to the starting-point. °

Any one, at the time of going in, must put up as much
as double the ante, and may put up as much more as he
pleases, by way of ‘‘raising’’ ‘he ante; in which case
every other player must put up as much as will make his
stake equal to such increase, or else abandon what he has
already put in.

Each player, as he makes good and equals the others who
are in before him, can thus increase the ante if he chooses,
compelling the others still to come up to that .ncrease, or to
abandon their share in the pool.

All “going in,” or “raising” of the pool, as well as all
betting afterward, must be in regular order, going round
by the left; no one going in, making good, increasing the
ante, or betting, except in turn.

When all are in equally who intend to play, each player
in turn will have the privilege of drawing; that is, of
throwing away any number of his five cards, and drawing
as many others, to try thus to better his hand. The cards
thus thrown up must be placed face downward on the
table, and, for convenience, in front of or near the next
Qealer.

The dealer, passing around to the left, will ask each
player in turn how many cards he will have, and deal him
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the number asked for from the top of the pack, without
their being seen. The dealer, if he has gone in to play for
the pool, will in like manner help himself last.

The players must throw away their discarded cards before
taking up or looking at those they draw.

In the game every player is for himself and against all
others, and to that end will not let any of his cards be
seen, nor betray the value of his hand by drawing or play-
ing out of his turn, or by change of countenance or any
other sign. It is a great object to mystify your adversaries
up to the “call,”” when hands have to be shown. To this
end it is permitted to chaff or talk nonsense, with a view
of misleading your adversaries as to the value of your
hand; but this must be without unreasonably delaying the
game,

When the drawing is all complete, the betting goes
around in order, like the drawing, to the left. The antve-
man is the first to bet, unless he has declined to play; and
in that case the first to bet is the player nearest the dealer,
on his left. But the player entitled to bet first may with-
hold his bet until the others have bet round to him, which
is called ‘“holding the age;’’ and this, being an advantage,
should, as a general rule, be practised.

Each better in turn must put into the pool a sum equal
at least to the first bet made; but each may in turn increase
the bet, or raise it, as it comes to him: in which case the
bets, proceeding around in order, must be made by each
player in his turn equal to the highest amount put in by
any one: or else, failing to do that, the party who fails must
go out of the play, forfeiting his interest in the pool.

When a player puts in only as much as has been put iz
by each player who has preceded him, that is called  see-
ing ”’ the bet.

When a player puts in that much, and raises it, that s
called seeing the bet and *‘ going better.”

‘When the het goes around to the last better or player who
remains in, if he does not wish to see and go better, he
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simply sees and ¢ calls;” and then all players must show
their hands, and the highest hand wins the pool.

When any one declines to see the bet, or the increase of
bet which has been made, he ‘“lays down’’ his hand, —
that is, throws it up with the cards face downward on the
eable. If all the other players throw down their hands,
the one whe remains in to the last wins, and takes the pool
without showing his hand.

To “bluff ” is to take the risk of betting high enough
on a poor hand, or a worthless one, to make all the other
players lay down their hands without seeing or calling
you.

When a hand is complete, so that the holder of it can
play without drawing to better it, that is called a * pat”
hand. A bold player will sometimes decline to draw any
cards, and pretend to have a pat hand, and play it as such,
when he has none.

A skilful player will watch and observe what each
player draws, the expression of the face, the circum-
stances and manner of betting, and judge, or try to judge,
of the value of each hand opposed to him accordingly.

No oneis bound to answer the question, how many
cards he drew, except the dealer; and the dealer is not
bound to tell after the betting has begun.

OF DRAWING.

If the player determines to draw to a pair, he draws
three cards. If he draws to two pairs, he draws one
card. :

If he holds three to begin with, he draws two cards, in
order to have the best chance of making a full, inasmuch
as, in playing, pairs are apt to run together. But to deceive
his adversaries, and make them think he has nothing better
than two pairs, a sharp player will often draw but one
card to his threes.

It is advisable sometimes, to keep an ace, or other high
eard, as an *‘ outsider,”” with a small pair, and draw but
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one card, — thus taking the chances of matching the high
eard, and so getting a good two pairs, or something better
possibly, while at the same time others may be deceived
into believing that the player is drawing to threes.

When drawing to cards of the same suit to try to make
a flush, or to cards of successive denominaticns to try to
make a sequence, as many more cards are to be taken as
will be needed to fill out the flush or the sequence. But it
is seldam advisable to venture in to draw for either a flush
or a sequence when more than one card is required to com-
plete the hand.

‘When a player holds fours in -his original hand, it is as
good as it can be; and yet it is best to throw away the
outside card, and draw one, because others may then think
he is only drawing to two pairs, or for a flush or a
sequence, and will not suspect the great value of the
hand.

When one is in (as he ought seldom to be) without even
so much as a pair, his choice must be either to discard four
cards, or three cards, and draw to the highest or two high-
est in the hand; or throw away the whole hand, and draw
five; or look content and serious, stand pat, and bet high.

The player determining to try this last alteruative on a
worthless hand had generally better begin by raising when
he goes in, or else nobody will be likely to believe in his
pretended strong hand.

RELATIVX VALUE OF HANDS IN THEIR ORDER, BEGIN-
NING WITH THE BEST.

1. A sequence flush; which is a sequence of five cards,
and all of the same suit.

2. Fours; which is four of the five cards of the sams
denomination.

8. A full; which is a hand consisting of three csrde
of the same denomination, and two of likewise aquai de
nomination.

4. A flush; which is all five cards of the same suit.
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6. A sequence;® which is all five cards not of the
same suit, but all in sequence. [In computing the value of
a sequence, an ace counts either as the highest or lowest
card; that is, below a deuce, or above a king.]

6. Threes; which is three cards of the same denomina-
tion, but the other two of different denominations from
each other.

7. Two pairs.

8. One pair.

9. When a hand has neither of the above, the count is
by the cards of highest value or denomination.

When parties opposed each hold a pair, the highest pair
wins; and the same when each party holds threes or fours.

‘When each party holds two pairs, the highest pair of the
two determines the relative value of the hands.

When each party holds a sequence, the hand commens
cing with the highest card in sequence wins: so also when
two or more parties hold flushes against each other.

That full counts highest of which the three cards of the
same denomination are highest. The two cards of the
same denomination help only to constitute the full, but do
not add to the value of the hand.

When hands are equal so far that each party holds a
pair, or two pairs of exactly the same value, then the next
highest card or cards in each hand must be compared with
the next highest card or cards in the other hand to deter-
mine which wins.

In case of the highest hands (which very seldom occurs)
being exactly equal, the pool is divided.

The main elements of success in the game are: (1) good
luck ; (2) good cards; (3) plenty of cheek; and (4) good
temper.

® Many experts rate threes in relative value above a sequence;

but the bethir opinion is, that a sequence should rank first, as being
In ftself one of the complete hands.
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THESE RULES ARE COMPILED FROM THE BEST AUTHORITINS

THE game is played by any number of persons from two
to eight. Four or five, however, are best. Each plays for
himself,

A full whist pack is used, and the cards rank in their
natural order, viz.: ace, high; deuce, low, &c. Six cards
are dealt, three at a time to each player, commencing with
the one at the left of the dealer. The deal is determined
by cutting, the lowest card winning the deal. No trump is
turned. After the first deal it passes in regular order to
the left.

The player on the left of the dealer can then bid for the
privilege of making the trump by offering one or more
points to the dealer. (He may, of course, refuse to bid any
thing.) The player next in order then may bid, and so
around, until the bidding ceases. Any player has the right
to raise his original bid, or, having first refused, may bid
when it again comes around to him; the object of the dealer
being to sell as high, and that of the other players to buy as
low, as possible. )

When the highest bid has been reached the dealer may
accept it, or, refusing, make the trump himself. If he
accepts, the amount bid is added to his score. If he re-
fuses, and then fails to make as many points as the highest
number offered, that number must be deducted from his
score, and the poirts he did make are not credited to him.

If the dealer accepts the highest bid, the player maxing

that bid must make as many points as he offered, or be set
31
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back that number of points, and what points he did makse
are not credited to him.

Any points made by the other players are, of course,
eredited to them.

The player who makes the trump plays first, and RUsT
lead a trump.

The points to be made are: High (the highest trump out),
Low (the lowest trump out), Knave of trumps, and Game
(ten of trumps), which each count one point; Sancho (nine
of trumps), and Pedro (five of trumps), which count for
their face, —making a total of eighteen, which may all be
made in one hand. These all count to the player holding
them, after the hand is played out.

The score should be kept by one person on a sheet of
paper, with the names of the players at the top, and their
scores underneath, thus adding or subtracting as they make
or lose. The last figures in the columns will show the state
of the game. :

The game is usually a hundred points, but may be varied
as agreed upon. Some players begin at one hundred, and
count down to nothing. In such a case a set-back should be
added. It is also played with an indefinite score, the one
counting highest at the end of play being declared the
winner.

If two players should both be ninety-nine, and both
count out on the same hand, the points count in the order
named ; that is, the one holding High takes the precedence,
although the other may hold Sancho or Pedro.

The dealer, having once refused a bid, cannot afterwards
accept it; and a player having made an offer, stating that
he will give no more, cannot make a higher offer.

If a player has no trumps he throws down his hand, and
does not play; and any one having played all his trumps
should throw down his hand, unless by taking the previous
trick he is obliged to lead.

Some players count Low to the player to whom it was
originally dealt, as in High, Low, Jack. It is also customary
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with some players to name the suit on which they hid; thus
two players might bid on the same suit, each thinking that
he could make more than the other, which would make the
bidding more spirited.

In playing, any one may follow suit, or trump; but, hold-
ing the suit led, cannot throw on & card of another suit,
not trumps. Not having the suit led, he may play any thing

. he chooses.

When three persons only are playing, it makes the game
more interesting to deal ning cards instead of six,
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Ax entire pack of cards is used in this game, which fs
generally played by four persons (but occasionally by two
or three), and the partners and deal are determined in the
same manner as at whist. Eleven points constitute the
game, and are calculated thus: —

Great Cassino, is the ten of diamonds, and reckons for
tWOpOints.... o o noooooo's

Little Cassino, the two of spades, reckonsfor . . . 1

The Cards, is having a greater share of the pack than

your adversary, and reckonsfor . . . . . . . . 8
The Spades, is lu.ving the majority of that suit and
mkonsfot..... o-oooonul

The Aces, eack'sf which uckons foronepoint. . . 4
Lurched, is when your adversary has won the gamse,
before you have gained six points.

MODE OF PLAYING.

The deal is made by giving each person one card, and
turning up one on the board, and thus alternately until
each player has four cards, and there are four on the board.
When each has played his four cards, four more are dealt
round, bu$ none turned up; and so on till the pack is
finishel.

The cards being dealt thus, examine your cards in hand
and those on the board, to see if you can pair them, or
make up a number of pips from the cards on the table,
equal to the card you lay down; if so, you take them ap,

_and place them before you with their faces downwards, If
834
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you can neither pair nor match any of the cards on the
table, you must put down one,

When by playing a card you can match all on the board,
that is, suppose there were eight or ten cards which would
make three or four distinct tens, and you play a ten, you
take them all up, and thus clearing the board, are entlt.led
to add one point to your score.

Endeavor to take up spades in preference to any other
suit, as the majority in that suit constitutes a point towards
game; and you should likewise give a preference to either
of the cassinos or aces, though you may thereby take up
fewer cards.

When you can neither pair nor take up any cards, piay
such a card as will not assist to make up an eight, nine, or
ten, &c. In this case, the best to play is a pictured ca.rd
or a small one, but not an ace.

‘When you hold a pair, and a similar card is on the table,
you should, if the fourth is out (it is not judicious other-
wise), lay down one of them, wait your turn to play the
other, and then take up the three together; but you are not
obliged to take them, if a more advantageous card offers.

Always take up the card laid down by your opponent in
preference to any other on the table.

While great or little cassino is in, forbear playing a ten,
or a two.

Always take up as many cards as possible with one card,
and endeavor to win the last cards.

Though you can play your cards to advantage, avoid
doing so when it may give your opponent an opportunity
of clearing the board.

Remember the cards played, and those that remain Im,
for this will give you great advantage in playing.

You can never examine the cards taken up, unless you
suspect a mistake, when you must challenge it immediately
(that is, before you play your cards), otherwise you cannot
claim it,

‘When you take up a pair, it is best to separate them by
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placing them in different parts of the cards before you, to -
prevent their coming in pairs the next deal.

Those cards which remain on the table unmatched at the
eonclusion, belong to the person who last took up, and each
party then proceeds to reckon his game, that is, the points
that may arise from either of the cassinos, the aces, and
the majority of the cards, or of the spades. If both should
be equal, neither party scores any thing, The lesser number
is likewise to be subtracted from the greater; as thus, sup-
pose that you have great cassino and two aces, which make
four points, and your adversary has little cassino, the cards,
the spades, and two aces, which are seven points, he can
only mark three, as your four must be deducted. It may
thus frequently happen that neither party reckons any thing
in a single deal, particularly when three persons play, as in
this case the two lowest subtract their points from the
highest, and he can score only the overplus, if any.

This game is sometimes played by two, and each party
marks for himself, allowing the subtraction before mem:
tioned.
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Birections for Pealing,

Two packs of cards are used. After
having thrown out of each the following
cards,—the two, three, four, five, and six
spots,— shuffle the two packs well together,
and use them as one.

Cards with backs of the same color are
preferable, as any person will see after hav-
ing learned the game.

Cut the cards for the deal. The person
cutting the highest is entitled to it. It is of
advantage, as it often enables the dealer to
take the first trick, which, if he holds the
seven-spot of trumps, gives him control of

the trump turned. (See rules for playing.)
339
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After the first deal, the players deal in
turn until the game is ended.

Deal eight cards to each, as follows: three,
three, and two; then turn the next, or sev-
enteenth, for a trump ; place it upon the ta-
ble at one side, face upward; place the
remainder of the pack, face downward, on
top of the trump card, crosswise, in such a
manner that the denomination of the trump
can be seen.

If, after the trump is turned, either party
has more or less than eight cards, the deal-
er must deal again.

Pulne of the Cards.

The cards rank in value as follows: Ace,
ten-spot, King, Queen, Jack, nine, eight, and
seven spots.

After the last card has been drawn from
the pack (see rules for playing), the-{rump
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cards change their value, and rank as fol
cows: Ace, King, Queen, Jack, ten, nine,
eight and seven spots, or the same as in
whist.

Counders Bequired.

Counterr representing ten, twenty, and
one hundr d are required, in about the fol-
lewing ratio: Of tens, eight; of twenties,
thirty ; of hundreds, forty. After each deal,
it will be found convenient to exchange with
the pwol, for as many hundreds as you can
make up in tens and twenties, from your

game scored.

Card-board, cut into strips of one inch in
leagth, by half an inch in width, will be
found convenient. Use a different color for
each denomination, writing or printing the
value of each on either side.

Any articles will answer for counters, by
fixing the value, as above, at tens, twenties,
and hundreds.
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Counting Game,

Fifteen hundred points constitute the
game, which are scored as fullows : Holding
either seven-spot of {rumps counts ten for
game ; lurning a seven-spot for a trump
counts ten; taking the last trick, ten ; “ mar
riage ” of any suit but trumps counts twen-
ty ; “marriage ” of trumps counts forty.

“ Bazique ” counts forty.

Double “ Bazique ” counts five hundied.

Four Aces count one hundred.

Four Kings count eighty.

Four Queens count sixty.

Four Jacks count forty.

“ Sequence ” of trumps counts two hun.
dred and fifty.

After the hand has been played, each
player counts his Aces and ten-spots, for
each of which he takes ten.

The points of the game are scored accord-
ing to certain cards and combinations of
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cards, which the players may from time to
time become possessed of in their hands,
and the skill lies in so playing as to promote
these combinations.

Explanation of Terms used in
Counting.

“ MARRIAGE.” .

If you have dealt you a King and Queen
of the same suit, or if by drawing (see rules
for playing) you obtain them, the two con-
stitute a “ Marriage,” for which you score
twenty, unless they are of the trump suit,
in which case you score forty. The former
is called a “ Plebeian Marriage,” the latter, a
“ Royal Marriage.”

“ BAZIQUE.”

If you have dealt you a Queen of Spades
and Jack of Diamonds, or if by drawing yon
obtain them, the two constitute ¢ Bazique,”
for which you score forty.
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“ DOUBLE BAZIQUE.®

If you have dealt to you, or if by draw.
ing you obtain, two Jacks of Diamonds and
two Queens of Spades, the four constitute
“ Double Bazique,” for which you score five
bundred.

“ SEQUENOCE.”

If you have dealt you, or if by drawing
you obtain, the Ace, ten-spot, King, Queen,
and Jack of trumps, the five form ¢ Se-
quence,” for which you score two hundred
and fifty.

Birections for Playing,

The cards having been dealt, the non
dealer leads a card, to which the other par-
ty can reply with any card he chooses, as he
is neither obliged to follow suit nor trump.
If the second player follows suit, the highest
card wins the trick; if he does not play a
bigher card, or trump, the party leading wins
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it. As in whist, a trump will take any curd
of the other three suits. A trick is of no
value, except for the Ace or ten-spot you
may secure in it.

The tricks are laid aside when taken un-
til the hands have been played, when you
count your Aces and ten-spots, and score
ten for each, as described in “Counting
Game.”

The party who takes the first trick looks
in his hand for game ; if he finds either four
Aces, four Kings, four Queens, four Jacks,
“ Marriage,” “ Royual Marriage,” “ Bazique,”
“Double Bazique,” or “Sequence,” he takes
trom the pool their value and places it aside.
Before scoring, the counting cards should
be “declared,” that is, laid upon the table
in front of you, face upward; this can only
be done after the party has taken a trick,
or if he finds he has the seven-spot of
trumps, he exchanges it for the trump card
turued and scores ten ; if a seven is turned
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for the trump, the dealer immediately scores
ten.

If the party who takes the trick, on look
ing over his hand, does not find any game,
be draws the top card from the pack, and
places it in his hand, his opponent drawing
the next. Eight cards should always be
kept in each player’s hand. Cards declared
are still considered in the hand, and can be
played when most advantageous.

If you bave commenced diawing, anc
bave received a card which, with some
other card or cards in your hand, will con-
stitute a combination for game, you cannot
“ declaro” until you have taken another
trick. Cards once declared must remain on
the table until played, or the last card is
drawn. The above rule should be strictly
adhered to, as it enables your opponent to
see that you do not “declare” the same
cards twice.

No card once “declared ” can be used t~
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form a count of the same value ; that is, if
you have declared four Queens, you caunot
use either of them to make up another set
of four; yet, after “ declaring” your Queens,
you can marry either of them, can use the
Queen of Spades for “ Bazique,” if you hold
the Jack of Diamonds, or can use the Queen
of trumps to form “ Sequence.” This rule
will hold good with the Ace, King, Queen,
and Jack, or ten-spot of trumps.

If the party who takes the trick finds he
has nothing in his hand to “declare,” he
draws a card from the top of the pack and
leads again, his opponent drawing the next
card, and following the lead with any card
that he may think most to his advantage to
part with. ‘

It must be borne in mind that after draw-
ing a card, you must win a trick before you
can “ declare.”

You continue playing and drawing from
the pack until all but the last two cards
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have been drawn ; that is, the last card face
downward and the trump. When you ar-
rive at this stage of the game, each party
must look at his hand and see if he
has anything to declare; if so, it must be
done, as, after this, though you should draw
a card which, with some card or cards in
your hand, would constitute game, you cau-
not use it, except to play for the remaining
eight tricks. ,

After the last card has been drawn, the
law as regards following suit is changed,
and you must follow suit if you have it; if
no card of the suit lead, you must trump.
The party who wins the last trick scores
ten.

After you commence playing for the last
eight tricks, the ¢rump cards (only) change
their value, and rank as follows: Ace,King,
Queen, Jack, ten, nine, eight, and seven
spots.

It will often happen that your oppunent
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will have a number of cards exposed on the
table, that have been “ declared ” when you
commence playing for the last eight tricks:
these you should notice particularly, and
lead 8o as to save as many of your Aces and
ten-spots, and secure as many of his, as pos.
sible, by leading an Ace to some suit yon
see that he has; if not an Ace, a ten-spot i8
the next best leading card, as it will take
any buf an Ace, unless it is of the trump
suit.

It will sometimes happen that both par
ties will score 1500, or over. In this case,
the party who scores the greater number
wins the game.

If, when you exchange your seven of
trumps for the trump, it makes a count in
your hand, you have a right to score it be-
fore drawing a card from the top of the
pack.
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General Bemarks.

In playing, unless you wish to take the
trick, follow the lead with some card under
s ten-spot; if none of these, play a Jack,
noless it is a trump or Jack of Diamonds,
these will count as “Scquence” or “ Ba
zique.” Next to the Jacks, play an Ace of
the suit led, and secure the trick. This
you will find to your advantage, for, though
the four Aces count one hundred, they also
count in game, and the Kings or Quecns,
though they count less when you hold four
of them, will often be of value in “ Mar-
riages.”

The lead is considered of a slight disad-
vantage, as the party who has ¢ the follow ”
can either take, or reject the trick, as best
suits hiin ; this being the case, never take a
trick unless you have something in your
band to “ declare,” or a tenspot or an Ace
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¥olding for Game,

“ Double Bazique” being the highest
count you can make, the cards constituting
it should be kept as long as there is a chance
of your making it. Youshould watch your
opponent’s hand, to see if he “ declares ” the
Queen of Spades or Jack of Diamonds, also
his play, to see if he leads or follows with
either of them. As soon as be exposes
either of the above cards, of course you
cannot make “ Double Bazique ;" then as
you can only make ¢ Bazique,” you will
not retain a duplicate of either, unless you
intend playing to hold four Queens. It will
sometimes happen that your opponent will
in “declaring,” or playing, expose one or
both of the “Bazique” cards.

« SEQUENCE. »

Next to “ Double Bazique” “ Sequence”
is tho most important count to hold. The
cards which constitute it should be retained
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in the hand until your opponent has exposed
a duplicate of either the Ace, King, Queen,
Jack, or ten-spot. It will seldom happen
that an experienced player will trump a
trick with a “ Sequence” card, unless he
has the duplicate in his hand ; therefore,
when this is done, it should be taken for
granted that there is no chance for you to
make “ Sequence. ”
FOUR ACES. )

These rank next to “ Sequence ” in count-
ing game; yet it is better to use them in
taking tricks, or even leading, unless you
hold three early in the game. It will often
happen after you have “declared” four
Aces that your opponent will lead such
cards as will oblige you to sacrifice them, in
order to protect other counmting cards, in
your hand.

If a “Sequence” card is turned for
trump, there is a great chance to save your
Aces by leading, as your opponent will wish
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to retain any low trump he may have to se-
cure a trick as soon as he draws a seven of
trumps, in order to exchange it for the trump
turned.

FOUR KINGS.

Next in value to four Aces are the four
Kings, and as they count nearly as much as
four Aces, and can also be used in “Mar-
riages”” it is considered of greater advan
fage to retain them in preference to Aces.
It will sometimes happen that you will se-
cure five kings before you have a chance
to “ declare, ” in which case if you hold two
Kings of trumps, declare but one, and use
the three of other suits with it, to make
your count of four Kings; by so doing, you
will vot expose your duplicate of ¢ Se-
quencs” cards. It is better to retain a
Roya’ Marriage in your hand, and not de-
~lare it until you secure “Sequence,” or
he last card but two has been drawn, as at
shis stage of the game you will have a right
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to “ declare” any game you have in your
band.
FOUR QUEENS.

As Queens can be used in four different
combinations for counting, they are consid
ered nearly as valuable as kings, which,
though they score more, can only be used
in Sequence, Marriages and in fours.

If you decide to sacrifice Quecens to
Kings, retain the Queen of trumps and
Spades, if you have them, as the former
counts in “Sequence” and the latter in
“ Bazique. ”

If you have three cards each of Kings
and Queens in your hand, and are in doubt
which count to abandon, the fact of yeur
opponent’s havii g declared four of either
should be taken into consideration, for if he
has declared four Kings, there will be a
greater chance of your obtaining Queens,
and vice versa.
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FOUR JACKS.
As these count but forty, it is well to part

with them early, except they are of the

trump or Diamond suit; even though you

have three dealt you, it is better to play

them than to retain them for the fourth.
TEN-SPOTS.

As these count ten each for game, they
should be used as early as possible, when a
trick can be sccured with them. If a “Se-
quence” card is turned for trump, a ten is
a safe leading card, as your opponent will
wish to husband his trumnps to secure a trick,
in case he obtains a seven of trumps.

TRUMPS LESS THAN THE TEN-SPOT.

These you should husband to take your
opponent’s Aces and ten-spots with, as also
to enable you to secure a trick so as to
exchange the seven of trumps for the trump
card turned, in case it happens to be one
which helps to form a “ Sequence.”
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The foregoing rules are all based on “ two-
hand ” “ Bazique.”

The game can be played by any nuniher
of persons, by using a pack of cards for
each, shuffled together as one.

As more than two packs will be found in-
convenient to handle, the game will seldom
be played except as a “two-handed ” one.

In case the game is played by more than
two persons, the party at the left of the
dealer leads, and is entitled to the next deal.
The same rules govern the game, without
reference to the number playing.
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RULES OF THE GAME OF FORTY-FIVE.
FROM WHICH THERE I8 KO DEVIATION.

The game is played with the full pack, fifty-
two cards.

It 18 usually played by four persons ; and the
game is always more interesting when played
by partners, two against two. Partners and
opponents sit side by side alternately; that is,
if A and B are partners and C and D partners,
C shall sit on the left of A, B on the left of C,
and D on the left of B.

Five cards are dealt out to each person, —
two the first round, and three the second, or
vice versa.

The person on the right of the dealer will
cut the cards; and the dealer, after dealing
out five cards to each person in the manner
described, will turn the next card, which shall
be trump.

The person on the left of the dealer shall
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lead ; and the deal shall, in all cases, pass to
the left in rotation.
The following is the rank and order of the

cards when trumps : —

OLUBS AND SPADES. DIAMONDS

Five.

]

Ace of Hearts.

1378

Four.,

IF

Eight.
Nine.

Ten, 14inall. Two, 14 in all.

Five,

Knave,
Ace of Hearts.

Ace,

King.
Queen,
Ten.
Nine.
Eight,
Seven,
Six.
Four.
Three,

HEARTS,
Five.

Knave.
Ace.
King.
Queen,
Ten.
Nine.
Eight,
Seven,
Six,
Four,
Three.
Two, 18 in all

Rank and order, when not trumps.

CLUBS AND SPADES., DIAMONDS.

King,
Queen.

King,
Queen.

HEARTS.
King.

Queen.
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Knave, Knave, Knave.

Ace, Ten. Ten.

Two. Nine, Nine,

Three. Eight. Eight,

Four, Seven, Seven,

Five, Six, Six.

Six, Five, Five,

Seven, Four. Four,

Eight, Three, Three,

Nine, Two. Two, 12 in al.,

Ten, 13in all.  Ace, 13 in all.

The player can rob with the ace only. The
system of robbing with the king of trumps
when the ace is not out destroys the beauty
of the game; and it is not a proper game of
Forty-five when it is practised. The king can-
not rob under any circumstances.

‘When the dealer turns up the ace, he must
discard as soon as he has arranged his cards,
and before the leading card is thrown.

The holder of the five of trumps can revoke
when he pleases, no matter what trump-card
is led ; and the holder of the knave of trumpe
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can revoke from any card but the five; and
the holder of the ace of hearts can revoke
from any card but the knave or five of trumps.

Each trick counts to the winner five ; but the
holder of the best trump counts ten, for the
trick he takes with it. Thus if one side take
four tricks, and the other side take only one
trick, if the latter hold the best trump, they
will count ten, and the other side twenty ; but,
if the side which has taken four tricks hold
the best trump, they shall count twenty-five,
and the other side only five, When all the
tricks are taken by one side, it is called a jenk,
and counts a game.

The ace of hearts is a privileged card, and
is always trump, ranking as the third best
card in the pack. When it is turned up by
the dealer, however, it makes the trump hearts,
an calls for its suit, being in this respect
unlike the ¢¢ Joker’’ in Euchre, which, while
always trump, can never make one, as it is’
supposed to be a blank card.
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When the dealer turns up the ace of hearts,
and hearts are led, say the king, queen, ten,
or any other card, but the five or knave, the
holder of the ace may revoke, if he has no
suit, even though the leading card may be
covered by the five, or Jack, or both. In all
cases, it is the leading card that calls; and
. the ace of hearts may be revoked from any
card of lower value than itself.

Should spades, diamon«ls, or clubs be trump,
and the ace of hearts be led, the players must
either trump, or follow suit. This rule is im-
perative to the correct playing of Forty-five.
If spades be trump, and a player has no spade,
and only one heart, say the king, in his haad,
if the ace of hearts be led, he must follow suit
with his king; for if the ace of hearts must
follow suit when the five or knave is played, if
. there is no saver, then the king or queen must
follow suit when the ace is led, if there is no
saver. This bas lung been a disputed ques-
tion; but, after careful consideration of the
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privileges possessed by the ace of hcarts, the
qaestion has been thus decided, and set at rest
forever.

When a player has scored thirty-five, and
finds on the next deal that he holds the five of
trumps, he may throw the five on the table,
even though it is not his turn to play, because
he has the game certain in his hand ; and it is
useless for the other players to waste time in
playing against sure defeat. It lengthens the
game to no purpose, because there is no chance
of winning against the five of trumps when
the holder has scored thirty-five.

The ace of diamonds is the lowest card in
the pack when not trump : when it is trump, it
ranks fourth, coming next below the ace of
hearts.

There should be no talking when a game is
in progress, and lookers-on should not be
allowed to make comments.

The winner of a trick must pick up the
trick before playing again, because disputes
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" often arise, when the tricks are piled upon each
other, as to who they belong to: when the
- trick is picked up each time, there cannot be
any dispute.
In cutting for deal, the lowest will take the
'dea.l, whether the cards be black or red ; thus
if a player cut the deuce of spades, and another
the trey of diamonds, he who cut the deuce
of spades will deal. The honors, in cutting
for deal, will hold their own rank as when not
trumps. Thus if the ace of spades be cut
against the king of spades, clubs, diamonds,
or hearts, the ace will take the deal. If the
king of clubs, spades, diamonds, or hearts, be
cut against the ace of diamonds, the deal will
go to the ace. Should two kings or two aces
be cut, the players will cut again. In cutting
for deal, the king ¢ is the highest card. The
five will rank in its own place with the other
spot-cards. The universal adoption of this

¢ Except the ace of hearts,
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rule will save all disputes in cutting for deal
This rule is also applicable in making partners ;
the two lowest taking sides against the two
highest.

When the two losing partners play off, they
shall play one game, ur the best two out of
three, as they may themselves decide. If one
wishes to play only one, and the other the
best two out of three they shall cut; and the
lowest will have his choice.

Partners shall under no circumstances what-
ever be allowed to show their hands to each
other, or make any signs across the table : any
player guilty of such conduct, if discovered,
shall forfeit the game. The game was
designed to promote social enjoyment ; and it
should always be played fair.

A dealer making a misdeal shall lose his
deal ; but the dealer has a right to spread the
cards, and count them before turning the
trump, and correct himself, if he fancies he
has made a wrong deal.



PURTY-FIVE. 362

The cards must be shuffled and cut for each
deal to avoid disputes. Should a player be
discovered to have not followed suit when
trumps were led, he will forfeit the game.

If a player throws a card that is not suit or
& trump, and finds that he has suit, he may he
allowed to correct himself; but he must do so
before the next person plays, or he will forfeit
all claim to the game.

In cutting, not less than three cards shall
be lifted from the top of the pack.
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