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ROOK-PARKETTE 5

HIGH 14-TUXEDO
FLIP-SOLITAIRES

“THE GAME OF GAMES™
The ROOK Pack is Patented.

It consists of 56 cards divided by the distinctiom
of Celors into four sets, each Color
running from 1 to 14.

Copyright 1910, 1911 and 1913 by Ceo, S. Parker.

Trademark-Title ROOK and Bird-Picture Registered 1911,
by Parker Brothers.

PATENTED March 22, 1910.
No. 952,939,

PRICE, S50 CENTS
SOLD BY ALL DEALERS. Or by Mail from Publishers.
PARKER BROTHERS, Inc.
Salem, Massachusetts.

Sole Makers of ROOK, PLAZA, PIT, PING-PONG,

FOR ALL TASTES AND ALL AGES.
PLAYED WITH THE SAME CARDS

FOR ADULTS:

ROOK—for 3. 4, 5. 6, 7 or 8 players.

DIXIE ROOK—The most popular of all card
games—great fun for 4or 6
players.

DISPLAY ROOK—asuperb and skillful part-

nership game for 4.

TUX EDO—for all the family, 2 to 6 players.

FLIP or GOLDEN TEN-—a great favorite.

HIGH 14 and ROOK SOLITAIRE

FOR CHILDREN:

“I DOUBT IT"—a jolly, simple and exciting
game 3
PANJANDRUM —great fun for 3 to8 players.
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IMMENSELY POPULAR  For 3, 4,5, 6, 7 or 8 Players
Copyright 1911, by GEO. 5. PARKER
Use entire pack whem Four or more play
When Three play, remove all cards below 5s.

1. Draw for deal, the player drawing the

highest card dealing.

2. Deal out the pack, one card at a time [even
if this gives some players one more card than others].

3. Assort the cards in your hands accord-
ing to colors.

4. BIDDING. Players bid for the privilege
of choosing the trump color, the dealer having
the first chance to bid, The dealer must bid
some number of points (divisible by 5) such as
I5 or 20 points or more, which he feels reasonably
sure he can earn, if he can choose the trump.
The turn to BID passes to the left, cack player
in turn having & chance to raise the last bid.
When a player does not wish to raise the bid he
says “'I pass.” The player finally bidding highest
chooses the trump color, and them announces
whether it is to be red, yellow, black or green,
selecting,as a rule. the color of which he holds most cards.

The advantage of obtaining yowr own choice
of trumn color is annarent, as anv eard of trunmn

ExaMrLE.—Four people, A, B, C, D are
playing. Suppose B has six good gieen
cards and a few each of other cards. A
[the dealer] examines his hand, and bids 15.
B bids 25, C |who has a poor hand] passes. 1)
bids 30. A then has a chance to bid again and
bids 35 and I} [having a strong hand] bids 40,
C /as passed, D passes, A passes. B therefore
announces *‘ Green is {rump color."’ |No one
but highest bidder tells wwhat color he bid on.]

B now has the advantage of a strong
hand in trumps, but he must make o poinis,
or over, [becanse he BID that amount. | 1f he
does not, he is “‘set back’ 4o points.

5. PLAYING. After the color of trumpsis
announced, the player at the left of the dealer
starts the game by playing to the center of the
table any card of any color. The play passes to
the left, each person playing one card. The
highest card of the color led takes the cards
thus played, which are called a ““ TRICK,”
wnless the trick is “triomped," [i.e., if someone plays
a card of the trump color] in which case the ﬁfg')‘mst
trump takes if. Players are obliged to follow
the color led, that is to say,if a player has a card of the
color led, he must play a card of that color but ?f a
plaver does nof have a card of the color led, he
ms.i.r either ‘“/hrow away,” i. e., play a card of
any other color, o7, if he wishes to do so, he may
play a trump.

6. Whoever takes a trick, places it face down
near him and leads a card for the next trick. Any
coloy may be led.

7. The OBJECT of each player is to capture
tricks that count, the cards which count being the
5's, 10’s and 14’s. Remember in playing that it
is valueless to capture tricks }\‘hil’.‘.lrl do nof con-
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8. Continue playing until a// players are onut
of cards. Any player having an odd card left
after all other cards are played, surrenders it to
taker of the last trick.

9. COUNTING. After all the cards have
been played, the score is taken. Tach 5 counis 5;
each 10 counts 103 each 14 counts 10 for the
player who captures tricks containing them. The
score of each player is recorded. The player
who chose the trump color, /iowezer, earns no
score unless he has captured in the tricks which
he has taken, cards which will give him an
aggregate count equal to or greater than the
amount he bid. If successful in so doing, his
count is recorded, but if he falls below what he
bid he has no credit for what he made, and further-
more the amount he bid is deducted from his
score as a penalty. In other words he is “‘set
back.”

After all the cards have been played they are
shuffled and dealt out again, the trump color
being bid for as before.

The player first getting 150 points Wins
the (]ame, unless a longer game is agreed upon.

Should two or more players run over 150 at the end of
the same hand, the highest total wins,

To provethe count is correct—The total of all the count
cards added together will be 100 at the end of eack hand.

PARTNERSHIP ROOK

Four play—two against two—partners oppo-
site. Game is 200 points, In addition to the
score of the captured '‘countcards” (5's, 10's, 14's)
20 points are given side taking most tricks. If
both sides take same number of tricks, only
“count cards ' s

score
It is also good fun for Six to play partners —

Copyright 1912, by Geo. 8. Parker.
A Partnership Game for Four or Six Players

This form of ROOK is immensely popular
especially throughout the southern and west-
ern states, being used exclusively in hundreds
of Rook Clubs and for play at Parties.

“Dixie Rook " is much like ordinary Rook)
except that every captured 13 card (instead of the 14)
counts 70 points and that four cards are turned
down to form a ‘ nest ",

FOR FOUR PLAYERS

Draw for right to deal, the player drawing
highest card dealing. Deal out the entire pack
with the exception of the last four cards, which
are turned face down to form the “ NEST . The
game is for 300 Points.

Count Cards: Count Cards captured count
the side capturing as follows: "
Any 5 card counts Five Points.
Any 10 card counts Ten Points.

nv 12 card connte Ten Painta.
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Dizie Rook

Bidding; The player at the left of the dealer
starts bidding for the privilege of naming trump-
color. Bidding is as in ordinary ROOK, but must
be started at 70 or over. 1f a player is not willing
to bid so high, he must “pass’’, (always remem-
bering that as his partner is there to help he may
take a legitimate risk in bidding. (Bidding must
bein multiples of b or 10, such as 75, 80, 90, etc.,
and continues until no one will bid higher. The
total possible to capture in one hand is 120, so
bids rarely exceed 95. A player who has once
‘“‘passed"” cannot bid again on Zhaf hand. 1t i
%n'l‘fn-r\jll_\' proper to bid higher than your partner if your
i i= strong., No one but the highest bidder tells what
color he bids on,

The highest bidder picks up the “NEST ",
consisting of four cards, as above described, and
may exchange any of the cards in his band for
any, or all, of the four in the NEST, replacing
for the NEST any four cards face down. After
thus discarding to the NEST he names aloud the
color which he elects as Trump Color.

Players, of course, should not make sug-
gestions as Lo partner's play.

In discarding to the NEST highest
bidder sometimes disposes of all the cards
which he may have of a certain color, so
that he may be free to trump that color.
Sometimes he may make the NEST
‘““‘richer” by putting there some *‘‘ Nest
Egg” (count cards) provided he thinks he
can arrange to take the last trick by hold-
ing on toa high card, as the taker of the
last trick takes the NEST also.

Should a player fail to put back eards for the NEST,
after 1n'l 15 pileked it up, and the play begins before he
EorR WG AFror o et Thin Aleenrit 16 1 IS anel

Divie Rool:

THE OBJECT of the game is not only to take
as many **count cards’’ as possible, but also to
take more tricks than the other side, as that
counts 20 Points additional.

Play as in ordinary ROOK, with exceptions
noted.

Player at left of dealer leads a card of any
color and every other player, in turn, must follow
with a card of the color led, if he has a card of
that color. Otherwise he may play a card of
Trump Color or throw away a worthless card.
The taker of the final trick takes the NEST,
(which is also counted as a trick) and any
“‘count cards’’ therein, are added to the score of
his side. The side which has taken the most
tricks in that hand has 20 added to its score 1n
addition to any *‘count cards’ taken in those
tricks. Each trick consists of four cards. Deal
passes to the left after each hand is played out
and score recorded.

If each side takes seven tricks (counting the
“pest’ as a trick) plavers “*cut’’ the pack, the 20
points going to side cutting highest ¢~ Cutting ™
consists of lifting @ portion of the pack and showing the
bottom card thns raised.)  Fach player cuts once,
the two cards cut by partners being added to-
gether, side against side.

The Score of both sides is recorded at the end
of each hand. To *prove’ the score, both sides
together will total 120 Points at the end of each
hand (100 by points, 20 by tricks). Therefore, one
side earns such portion of that number as the other
side does not wet. Should, however, the side of
the highest bidder not carn as many points as he
bid, his side is “‘set back’’ the amount bid, even if
it leaves a minus score. and, furtllL’flIIO{e, 15 given
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Dizie Rook

Game is won by the side first earning 300
Points, v agreement this number may be changed.

NOTES. Highest bidder ‘‘makes good’ his
bid, if his side earns the amount bid, either by
“count cards’’ alone, or by ‘“count cards’’ and 20
Points earned by taking most tricks.

ExampLe: If a player bids 90, and his
side captures 70 in ““count cards’* and 20 for
taking most tricks, he earns his 90 thereby.

i

The 14 card is not a ““count card’’, but it is,
of course, the most powerful card for capturing.

Partners’ tricks and ‘‘count cards' are, of
course, always added together side against side.

FOR SIX PLAYERS

pleE ROOK is perhaps the most successful
and interesting card game ever designed for six
players.

_ Six play, three against three,—friend and
rival alternating around the table, so that no two
partners sit side by side.

Deal nine cards to each player,—turn down
two for the *'NEST," which is counted as a trick.

PROGRESSIVE PARTIES
_Four hands only are played at each table,
which gives each player one deal.

Partners who are highest have 50 points added
to the score of each and move to the next higher
table, changing partuers at that table. Should
scores fie, cut to see who moves. At the highest
table, however, winners remain and losers go
down to the lowest. /FZach player records as for

FOR ALL THE FAMILY

Two to six players. Easily taughtto ehildren

Draw a card to sce who deals, the Aighes! card
getting the deal.

Shuffle the pack, and deal four cards to each
plaver, and four to the center of the table, the
dealer turning face up the four in the center of the
table. All players exanmune their hands.

The player at the left of the dealer beginsthe
game. I?he has a card of the same number as
one of the cards in the center of the table, he
may show it, and fake the card which he malches,
laving the cards aside (o be counled for him al the
end of the game, or, if he has a card which is
exactly equal to the sum of the numbers of two
or more cards in the center of the table, he
captures those cards, removing them from the
center of the table, and placing them aside with
his card which matched them, to be counted for
him at the end of the game. Example: If a
player has a 10 in his hand, and there is a 5, 2
and 3 on the table, he captures them [because they

mate W and lave afl fouv covide acide.
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Tuxedo

Take every distinct combination or card you
can match with a2y One card you hold. Thus, if
vou 4old an 8, and on the table is 6, 2, —and 5,
2, 1, or an §, you capture them all.

If a player cannof capture any card or cards
in the center by thus matching them with one
card from his hand, he plays a card [any card he
chooses] from his hand, face up, to the center of
the table, and

The turn to play passes to ihe left, [each person
making but one play, during his turn.]

When a player captures every card left on the
{able, which sometimes occurs, he makes a “SWEEP"”
which counts him 5 points. A “Big' Sweep
counts 10 points. After a **Sweep” the next
player must play a card to the center of the table.
The player following then tries to match it, or,
if he cannot, /¢ plays a card to the center, and
the game continues.

ORANGE. —1If a red card and a yellow card
lie on the table, a player capturing both al the
same time should quickly call “ORANGE "
[as red and yellow combined make and suggest orange
color.] ANY player noting this play may call
« Qrange,” the one calling guickest getting 10
points.

When players run out of cards four more
are dealt to them. Zhe center is not deall lo,
after the first deal, because it is constantly being
replenished by people who have to play a card to
it because they cannot match.

BUILDING — A player when possible, may
use his turn to *‘build” in the following manner:
Suppose he sees a 6 on the table, and holds a 2,
and also an 8 he may use his turn to build his 2,
upon the 6, (so only the corners show) saying ‘I

captured them, or built higher in the meantime] he takes
them with his own 3. Building can be done from the hand
only, not by using two cards already on the board.

It sometimes happens that in the last deal it
is impossible to give all the players four cards.
In that case deal to each player an equal number
of cards and put every odd card in the center.

Counting. After all the cards in the pack
have been played score as follows.

Player having captured MOST Cards 15 points.
Fach *Orange”’ correctly called 10 points.

rach “Bi weep'’ in which Four or more 10 points.
Each Blg 5 P cards are taken P

sach $¢ » in which Three or § points.
Each “Little Sweep fewer cardsarctaken P

Fach 5 card captured or saved . 5 points.
Fach Orange called by misiake deducts 10
points from caller’s score.
Game is WON by player first earning 100,
NoTr:—When twoor more players have equal claim
1o “‘most cards'’ each gets 5 points not 15.

(7 IDOUBTIT =

T OLLY FUN /™

A MERRY AND SIMPLE GAME FOR CHILDREN

1. Shuffle the cards thoroughly and deal
the entire pack although it may give some players one
muore card than others,

2. Each player then picks up his cards.

M mlavanr ot the laft af tha dealer heoing

il g
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I Doubt It

if he has it. (In this game the color of a card has
no significance.) If not, he draws any card from
his hand and puts it, face down, on the table,
calling “‘ONE” whether he plays a No. 1 or
not. The player at his left then draws a 2 card,
if he has it, from his hand, and plays it in the
centre of the table, on top of the first card played,
face down, calling “TWO."” The play thus con-
tinues, each player playing a card and calling the
next consecutive number, whether the card
he plays bears that number or not,

4. Whenever a player suspects that the card
played is not the card of the number named, he
may call I Doubt It.”” The player whose play
is doubted must then show the card he played.
If it 75 the number that he called, the plaver who
called ** [ Doubt It is obliged to take all the cards
that have been played to the centre of the table,
but if the player whose play was doubted did
not play the number that he calls, he is obliged
to take all the cards in the centre of the table.

After 14 has been called begin calling 1, 2, 3,
etc., over again.

The object of each player is to run out of
cards. He who first does so, gets one point
for every card left in the hands of his
opponents. It is an object for a player tocall ‘I
Doubt It when he thinks that an opponent is
playing a false card, (i. e. a card which is not of
the number that is called) for the player who
plays a false card and is thus **Doubted’” has his
hands filled up again immediately with a number
of cards which he is obliged to pick up from the
table.

The game continues in this until one of the

players runs out of cards. The first nlaver run-
n Wins the Game

RULES FOR

PANJANDROM

GOOD FUNI!

NOT scientific—easily taught to
children by their elders.

This game can be playced by from three to
eight players.

1. Deal the entire pack, one card at a time
[although it may give some players one card mote than
others,

2. Each player takes the cards dealt to him
and zwithout shufiling, re-arranging, or looking
at them, places them in a pile, face downward,
on the edge of the table in front of him. The:e
cards are called his “HAND.”

3. TO START THE GAME, the player
at the left of the dealer lifts the top card off his
“hand” turning it face up. If it be a “1,” he
plays it inthe center of the table, thereby starting
a BUILDING PILE. He may then lift the next
card and if this reads ‘2’ and is of the same
color, he may play it on top of *‘1.”” If he does
not lift a card which will build up in immediate
sequence on a Building Pile, or a ““1”’ which
would start a new Building Pile he must place the
card face up in front of his hand, [i.e. nearer the
center of the tahle than his face down “hand” from which
he plays] thereby starting a DELAY PILE.

Each player can have but one Delay Pile.

Pay no attention to the color of the cards,
except when plaving to a Building Pile.
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Panjandrum

Next player turns up the top card of his own
“hand” and 1f it will play on any Building Pile
indirect increasing sequence (1, 2, 3, and upwards
on its proper color) he wmust play it there, but if
he cannotf build on a Building Pile he must, if
possible play it on an opponent’s Delay Pile.

NoTeE—that on an Opponent’s Delay Pile you may build
up or down, i. e, you may put either g or 11 on & ten [next
number below or above | regardless of color.

A PLAYER'S TURN continues as long as he
can properly build (playing from his own ‘‘hand”’
or his Delay Pile) upon a Building Pile, or up or
down upon another’s Delay pile. Assoon as he
cannot do either he has to play on his ozn Delay
Pile and his turn ends. Keep “‘hand’ face down.
Building and Delay Piles are kept face up.

EXAMPLE.  Ifthe first player lifts a
““3,” he cannot start a Building Pile in the
centre of the table, but instead starts Ais
own Delay Pile, playing it face up in front of
his ‘‘hand.’”” The turn must then pass to the
player at his left. If the second player lifts
a “'1" card, he starts a Building Pile, play-
ing the card in the centre of the table, He
may then lift another card and ifitisa *‘2"
of that color he builds that upon the ‘1’ in
the centre of thetable. If he then liftsa ‘4"
(as he cannot of course build with it upon
a ‘2”’) he may play upon the Delay Pile of
any opponent which reads “‘3” (or if there
were a Delay Pile reading 5’ he could play
his ‘‘4"" on that, as a Delay Pile may be )r)-uft
up or down, regardless of color whereas the
Building Piles are only built up.

Traail Alenrr w19y e A mas B A A Pila

Panjandrum

The Object of each player is to get rid
of ALL of his cards, both his hand and also his
Delay Pile. This he accomplishes when possible
by playing on the Building Piles, or playing on
other player’s Delay Piles as described above.

Play from the top of your own Delay Pile, or
top of your ** hand.”

A player must play from his Delay Pile
(when he can do so) before llftmg_ a card from his
down-turned hand,—and i/ possible lo play on a
Building Pile, he must play there, not elsewhere.

THUS—A player first must see if he con

lay from his Delay Pile to a Building Pile, if
e cannot do this he sees if he can play from
his own Delay Pile to a Delay Pile of an oppo-
nent. He next must lift the top c.'lr_sl from his
hand and if he can play it upon a Building Pile
does so. If not he plays it upon an opponents
Delay Pile, (if it will Hinild either up or down)
but if ke can not do this ke plays it upon his ouwn
Deluy Pile.

When a player has played all his cards of
his ‘‘hand,’” he must pick up his Delay Pile and
(without re-arranging or :-:lmm_m_q]_ place it face
down in front of him, thus making it a new hand.

As there are four ““1's” in a pack there
will be four Building Piles started in the course
of most games.

THE PLAYER WHO FIRST succeeds
in getting rid of all his cards (both his Hand and
Delay Pile) WINS THE GAME.

CALL “PANJANDRUM’ to increase fun—

When a player makes any mistake in

playing—suchas playingacard toa Delay
Pile when he could play it to a Building
Pile, or if he lifts a card from his 'jHand"
when he cowld play a card from his Delay
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The Player who notices an Error immedi-
ately CALLS ** Panjandrum ’* and the player
who made the mistake pays penalty by receiving
two cards from the player who first calls and one
card from every other player’s hand. The player
* Panjandrummed ’ must place the cards so re-
ceived under his own hand.

If a player calls Panjandrum, when there
is no Panjandrum, he is ** Panjamdrummed
himez1f and must accept cards as above.

=~ DONKEY ~=
A GAME FOR. LITTLE CHILDREN

The entire pack is dealt, even if it gives some
players more cards than others.

The object of the game is to obtain four
cards of any one number, (for example, fours’s,
four 7’s, or four 10’s.) As soon as the cards are
sorted in a player’s hand, each player takes a card
from his hand and passes it, face down, along the
table to the player at hisleft. All do this at once.
The players continue drawing and passing cards
in this way, until one player succeeds in getting
four cards of the same number, whoever does
this, quietly puts his cards down upon the table,
and folds his hands in his lap. As soon as the
other players observe that one player has a set
of four cards, they quietly lay down f¢4eir cards,
folding their havds in their laps. The player
who first gets four cards of any one kind is the
Winner of the game. The very la-t player to fold
his hands, must run around the table three times

= FLID =
Or GOLDEN TEN
A Very Popular Game for from 3 to 7
(When four play, play Partners)

Deal the entire pack, one card at a time to
each player. Ifthereare any cards left over, beyond
what will divide evenly, they are placed in the center of
the table face down, and ere taken by the player who
takes the first trick.

The object of the game FILIP is to avoid
capluring red cards. FEach red card taken by any
player counts OUne point against him, with the
exception of the *‘red 10’ which counts fen
foints, and *red 5 which counts five points
against him.

The ‘“Golden Ten’’ (10 yellow) however is
a desirable capture, as it reduces by 10 points any
‘red” score against the player capturing it.

If a player has ten or fewer red points against him,
capture of “Golden Ten' simply eraces his adverse score.

To start the game.  After the cards are
dealt, each player arranges his cards, putting all
the cardsof the same color together for conve-
nience. The player at the left of the dealer then
plays any card he desires, in the middle of the
table, the other players following in turn, in all
cases playing a card of the same color as the card
led, if possible. When a player has no card of
the color led, he may play any card he chooses,
and usually plays a 7ed card, so asto get the red
card out of his hand. 7he pluy passes lo the left,
each person plaving one card. The highest card
of the color led takes the cards thus played,
which are called a “TRICK.”

Whoever takes a trick leads any card he
chooses to start next trick.

Continue until all the cardsare played, when
the players examine the tricks which they have
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same, each rcd card counting one point against;
except “‘Red 10" and **Red 5"’ which count 10,
and 5 points against.

The “Golden Ten"” reduces the “against” score of
player capturing it as previously explained.

The Game continues until six deals have been
played. Whoever at the end of these has the
smallest count against him WINS the Game.

= MATCIH =

FOR CHILDREN

Easlly faught to Little Folks. Where too yvoung
to mateh Numbers lef them match Colors instead.

Deal one card at a time to each player, until
all the cards have been dealt, even though some of
the players obtain one more card than the others.

Players do not look at the cards that are dealt
them, but place them, face down, on the table.
[These are called the players' “hand”].

The player at the left of the dealer then starts
the game by playing a card in the center of the
table from the Zop of his hand, without examining
the card before playing. The next player at his left,
plays from the top of his hand, the play continu-
ing around the table, #n/i/ someone plays a card
which is of the same number as the card which
was first laid down. Wioever thus duplicales the
first card lakes all the cards played, and puls them
under his ozon cards. The player at his left then
starts a wew playing-pile, playing the top card
from his hand, this pile being captured in the
same manner, by the first player who duplicates
the starting card. When a player runs out of
cards, he is out of the game. When a/l but two
plavers are out of the game, five piles more are
played, when the game ends and the player hav-
ing the most ds WINS the Game.

©RookCards.com
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For from Three to Six Players
When Four Plav, Play Partners,—Partners Opposite

Draw to sce who will deal, player drawing
highest card dealing.

Dealer hands pack to player at his right, who
lifts a portion of the pack showing bottom card,
color of which shall be trump color. Dealer then
shufiles and deals entire pack, one card at a time.

When t?’?!‘(“e?orsx‘.l’p]ay linorder thateach player
may have the same number of cards| deal two last cards
to the center of table face down,—they are taken
by whoever takes the first trick.

Assort the cards in your hand according to
color.

PLAYING. Player at left of dealer leads,
playing any card of any color he chooses to center
oftable. The play follows to the left, each player
playing one card. Players must follow the
color led if possible, (with exceplion that any
player has option any lime of playing a 14" of
any color if he holds one). If a player does not
have a card of the color led, he plays any card he
chooses from his hand. In such case he would play
a trump or a 14" if he wishes to capture trick,or if he
does not he would throw on any lowcard. The highest
card of color led takes the trick unless the trick
is trumped or a ‘14"’ played.

Value of Cards. The “14’s” are higher than
any other cards in the pack, even higher than any
other cards of trump color. Whoever plays the
highest card of the color led takesthe trick, unless
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14" of the color led is higher |for useon thattrick]
than any other ”14," whether of trump color or not.
The cards of trump color come next in rank after
““14's.”” If two *‘14's” are played on the same trick the
one played first captures, unless 14" of the color led is
played.

Whoever takes a trick, leads a card [any color]
to start next trick.

The OBJECT of the game is to capture
tricks, and especially tricks containing 5’s and
10’s. Each trick captured counts 5 points and in
addition each 5 and 10 card, regardless of color,
in captured tricks count player respectively 5
and 10 points. The game is WON by the first
player getting 250 points.

ANY INQUIRIES regarding ROOK rules, or
those of other games played with these cards,
will be promptly and gladly answered by us.

PARKER BROTHERS, Inc.
SALEM, MASS. or Flatiron Bldg., NEW YORK.

We also publish the famous games: PIT,
PLAZA, PING-PONG, PILLOW-DEX :
AUCTION-ANAGRAMS and numerous others.
PLAZA, next to Dixie-Rook, we consider 1he best
new game. PLAZA is played with a special pat-
ented pack of 60 cards divided into five different
sets of colors and running from 1 to 12. We mail

PT.AZA nogt.maid 1smam varniet of =

=& | DEALERS,PARINER
21 *‘;{-’ d:%;:l:izm
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SHOWING HOW TO ** DISPLAY.,”

The man at the left of dealer has started the game by
playing a card. The partner ofthe dealer as soon as this
card is played displays his hand upon the table in four
rows, all of each color being grouped together. The dealer
plays in turn for her partner and herself also.

DISPLAY ROOK
or PARKETTE

A New Immensely Popular Partnership Game for Four
Four play—two against two—partners opposite.

Bid and play as in ordinary Rook, with
exceptions mentioned below. :

The game is WON by the couple first getting
200 points (partners’ points, of course, are
counted together). Bid for privilege of choosing
Trump Color as in ordinary Rook, the_ first l_31d
being made by the dealer and turn to bid passing

""O©RookCards.com




If a player holds a strong hand, say fizve or
six good cards of one color, he may reasonably
bid as high as 55 or 60 points for the privilege
of making that color Trumps:—if a very strong
hand, sometimes as high as 75 or more. A rea-
sonable amount of daring in bidding is desirable,
and it is often a mistake to let one's opponents
obtain the privilege oo cheaply.

It is perfectly proper to bid higher than your
partner if your hand is strong. Only the highest
bidder tells ww/kaf color he bid on.

The highest bidder names the Trump Color
after all others have ‘‘passed.” After the
Trumﬁ Color is announced, player at left of dealer
BEGINS by leading any card of any color he
chooses. As soon as the first card is played
the DEALER’S PARTNER instead of playing
a card, puts down his hand face up uponthe table
in front of him, displaying it so that all can see.
( The cards should be neatly placed, all of the same
color logether in ovder of value, the colors sepa-
raled from each other and spread so the numbers
in the corners can be seen.) The cards thus dis-
Bléyed are called The “Dummy’” and the

ALER reaches over and plays for his partner
from this displayed hand, the partner simply watch-
ing the play until the hand is plaved out. In other
words the Dealer plays for his partner, and in his
proper turn for himself also.

Play around in turn, to the left, THE HIGH-
EST CARD OF THE FOUR THROWN DOWN
taking the trick. Whoever captures the Trick
sels it aside lo be counted for kis side and LEADS
ANOTHER CARD.

When the “Dummy” takes a trick, the lead for next
trick is, of course, from the Dummy's hand.

The deal passes to the left, after each hand is

and whoever is Dealer plays the displayed hand
of his partner.

The display of this hand adds much life and
interest to the game.

SCORING. After all cards have been played
(14 tricks of 4 cards each) each side counts its
score, partner's tricks being counted together.

Each trick counts 2 points for the side that
captured it.

Fach 5 card counts 5; each 10 counts 10;
each 14 counts 10 for the side in whose tricks
they are captured or saved.

If Side which chose trump color has earned

enough points to equal or exceed its bid, it

wins that hand and scores all it made.

Opposing side in this case scores only its cap-

tured tricks (2 points for each), but does not

score its “‘count cards.”

If Side which chose trump color does not

“make good,” as above, it gets nothing and

the amount of its bid is deducted from its

pre\'iuus score, even if this makes a minus score.

Opposing side in such case scores all it made,

both tricks and ‘‘count cards.”

Side first obtaining 200 points
WINS THE GAME.

To PROVE THE COUNT IS CORrRECT, Total * count
cerds captured by hoth sides added together will be
10 Total trick points 28 (14 tricks, 2 poiuts each).

To a1D sCORE-KEEPER tell him how many tricks your
side has captured, before adding up your “count cards.”

Score-keeper should first record “trick points” for
both sides, #hen put score of * count cards” underneath,

©RookCards.com




SHOWING LO-
CATION PILES

R.O0OK SOLITAIRE

INTERESTING AMUSEMENT FOR ONE PERSON

Deal out all the cards in fourteen piles of
four cards each, face down. Turn up the top
card of each pile. 1Ifa l4 card appears on any of
ll_u: piles, place it face down at the bottom of the
pile on which it appears, AND ALWAYS AT
ALL TIMES TURN THE TOP CARD OF THE
PILE FACE UP. Everyiycardisthus placed at the
bottom of a pile whenever one appears. No other card is
s0 placed.

. These fourteen piles are called original or
“TRANSFER PILES "

The game opens by transferring any card
at l%le top of any of the original fourteen piles to

OF BVILDING

will build in decending sequence. Example:
On any TRANSFER PILE play a 7 on any 8 of
different color, a 3 on any 4 of dijjerent color, etc.

When a No. 1 card appears on top of a
TRANSFER PILE lay it down immediately for
the base of a **BUILDING PILE.”

The OBJECT of the play is, however, to
create and complete four separately colored
“BUILDING PILES,” each beginning with a 1
card of one of the four different colors. These
“BUILDING PILES' are to be built up in
sequence, I, lat the bottom] 2, 3, 4 and so on up
to 14. Intransferring on the original piles colors
must not match, BUT on the FOUR “BUILDING
PILES™ cards OF THE SAME COLOR ONLY
CAN BE BUILT UPON A PILE.

Players must play a card from one Transfer
Pile to another, or from a Transfer Pile on toa
Building Pile, whenever opportunity offers.

As soon as a card is removed from Transfer Pile
turn up the top card of that pile. In cases where the e
is a sequence exposed on a Transfer Pile it may be removed
bodily to another pile when the bottom card of the sequence
:’j}l} build down on the turned up card of another Transfer

s For example, where a 6, 7 and 8 lay face up in order
on the top of one Transler Pile, the three cards may be
transferred bodily to a pile on which the top card is a No.
g of another color than the 8, thus making the cards read
6, 7, 8,9. When moved to another Transfer Pile, sequences
must be moved bodily, not split.

When one of the Transfer Piles is exhausted,
the space must remain vacant. If the last two
or three cards of a Transfer Pile prove to be 14's,
they must rest until the top one can be transferred
to complete a Building Pile.

The player wins the Solitaire if he is able to
build the four different colored ‘' BUILDING
PILES ' completely up in sequence. Otherwise
he fails and the “dummy’” WINS, in which case
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STIME

FOR ONE PLAYER

rd at a time, face dow, in a circle,

Deal one ca
beginning at the top, dealing two cards to the
center to represent the clock hands. Continue
dealing out the pack until all the cards are out,
four in each pile, but with faces down.

Begin at the cards which are in the position
of one o'clock on the dial and turn the TOP
LARI) up. Ifthishappens to be a 5, for example,
place il face up a e bot. , equivalent
to five o'clock on the {| 1; or if 6, under the hour
six. Then turn up the upper ca rcl m this plk
under which you have { rrd, and ple
th \t(11dnlth:.Hnucmmm1 : proper p
face up. Thatis tosay, if it uld be an 11, pl
it face up on the bottom of the pile correspondi
to eleven o'clock, turniug up the upper card of
the eleven o’clock pile and transferring it in a
similar manner. Proceed in like manner and if
the game works out all the 13 and 14 cards will
be in the middle and the other cards will be

meanarly nlacsad an the dial ac chawn

v of L
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