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RULES FOR PLAYING

~ROOK=

A New Intensely Interesting Game
———  ———
For any number of players from 3 fo 8
Especially good for <, 5 or 6 players

1. Draw for deal, the player drawing the
highest card dealing.

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

3. Assort the cards in your hands accord-
ing to colors. Players may then 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 ((_iwlsahlu by 5) such as
10 or 15 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, cach player
in turn having a chance fo vaise the last bid.
When a player does not wish to raise the bid he
says ‘I pass,” the player Sfinaily (w.-’;."m..r:' highest
choosing the trump color, and announcing whether
it is to be red, blue, black or green, selecting, of
course. the color which happens to be his strongest suit.

Example.—A, B, C, D, are playing. A
[the dealer] examines his hand, and bids 15.
B bids 20; C [who has a poor hand] passes. D

3 as haa tha chanes to hid again and

C passes, D passes, A passes. B therefore
makes the trump the color of his longest suit.

B now has the advantage of a strong
hand in trumps, but he must make 35 points,
or over, [because he BID that amount.] If he does
not, he is set back 35 points.

6. After the color of trumps is 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 per-
son playing one card. The highest card of the
color lead takes the trick, wunless the trick is
"f!'fu.ra'/!.-‘rf." |i.e., if some one plays a card of the trump
color]| 7n elhich case (he highest tramp takes it.
Players are obliged to follow suit, that is 10 say,
if a player has a card of the color lead, he must 3
card of that color, but if a playver does not hay
card of the color lead, he may fhrow away, i.e.,

: Wﬂj"ﬁmr'vo]or, or, if he wishes to
do so0, he may play a trump.

Whoever takes a trick, leads a card for the
next trick.

7. The object of each player is to capture
tricks that connt, the cards which count being the
5's, 10’s and 14’s, Remember in III:L_\'IHI.j..[‘(fL'IL
it is valueless to capture tricks which do nof con-
tain one or more of these counf cards. Remember
that you must follow suit when possible.

8. Continue playing until a/l plavers are out
of cards. Any player having an odd card left
after all other cards are played, surrenders it to
taker of the last trick.

9. After all the cards have been played, the

score is taken. Kach § cowunits 5; each 10 counts
10: each 14 counis 10 for the nlaver who can.
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tires tricks containing them. The player who
made the trump, must have captured in playing
out his hand, tricks which will give him an
aggregate count equal to, or greater than the
amount that he bid, olierwise he pets no count
whatever, even for whal he does make, and more.
over, whatever amount he bid Is deducted
from his score as a penalty. After each hand
is played, the cards are shuffled and dealt out
again, the trump being bid for as before.

10. The player first getting 200 points wins
the game, unless a longer game is agreed upon
before beginning.

Note —To make a still more skillful game, it
is advisable to make the count cards 5, 10 and 13,
instead of 5, 10 and 14 (the 13's in this case count-
ing 10 points.) This gives an opportunity to
capture the 13's, and adds a more skillful element
to the game.

l'o prove the count is correct.—The count of all the
hands added together will be 100 at the end of each hand.

==l DOUBT IT” ==

A JOLLY AND SIMPLE GAME

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

2. FEach player then picks up his cards.

3. The player at the left of the dealer beging

th

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,
ralling ““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 plaver 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 mot 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 f Donbt 117 is obliged to take all the cards
that have been played to the centre of the table,

L if ¢ layer 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 to call ‘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
plavers runs out of cards. The first nlaver run-
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ning out of cards has one point for each card left
in the hands of his opponents, but no points for those
left on the table.

The player first getting 100 points Wins the
CGiame.

.. RULES FOR TOXEDO ...

For from two to eight players

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

Shuffle the pack, and deal four cards lo each
player, and four to the center of the table, the
dealer turning face up the four in the center of the
table. All players examine their hands., (The
color of the cards is of no importance.)

The player at the left of the dealer begins the
rame. l} he has a card of the same number as
one of the cards in the center of the table, he
may show it, and take the card which he maltches
laying the cards aside to be counted for him at 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 S, 2
and 3 on the table, he captures them [because they
make 10| and lays all four cards aside lo be counted,
for him at the end of the game.

If a player cannol capture any card or cards
in the center by thus matching them, he must
play a card [any card he chooses] from his hand, face
up, to the center of the table, and the turn passes
to the player at his left, who then proceeds to
play in the same manner.

The turn passes lo the left, each player having
the opportunity to match the center cards or play
a card to the center when he cannot capture cards
as above shown.

When a player captures every card lefi on the
lable | which sometimes occurs] he makes a" SWEEP”
which counts him one point at the end of the
game.

When all the players have run out of cards
four more are dealt to each plaver. 7he centeris
not dealt to, after the first deal, because it is con-
stantly being replenished by people who have to

3 g card to it because they cannot match, as
shown above.

After a SWEEDP, that is, when all the cards
on the table have been captured, the player whose
turn it is to play must play a card in the center of
the table because there is none there for him to
match. The next player then tries to match it,
or, if he cannot, /e plays a card to the center of
the table.

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.
The player taking the very last trick in the pack
takes whatever cards remain in the center of the
table.
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Counting. After all the cards in the pack
have been played, the player having captured the
largest number of cards gels 5 pointsy each
sweep made during the hand counts 1 point
[when a player makes a SWEEP, turn one of the cards
face up as a reminder] each 5 card captured or saved
counts 5 points, The game is won by the player
first getting 50 points. 1

- FLIP =
— —

A Simple but Very Popular Game

Deal the entire pack, one card at a time to
each ‘pla\‘er. Ifthere are any cards left over, beyond
what will divide evenly, these cards are left in a pool on
'_rlICl.IIJ:l.Ilii{‘i[L:.,-:.{_I'.i._:_':. plaver wlo tal SR
trick.

The object of the game FILIP is to avord
capturing red cards. FEach red card taken by
any player counts one point against hin., with
the exception of the *‘ red 10’ which counts Zen

points against him.,

To start the game. After the cards are
dealt, each player arranges his cards, putting all
the cards of 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 coloras 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 red card, so as to get the red

card out of his hand, and as it counts against the
player taking the trick. There are no trumps,
and the highest card played of the colorthal is led,
always takes the trick. The game is continued
until all the cards are played, when the players
examine the tricks which they have captured,
and count any red cards contained in same, each
red card counting omne point against; and the
player having the ““red 10" has ten points scored
against him, for that particular card. The game
consists of six hands. Whoever at the end of six
hands has the smallest count against him WINS
the Game.

= EVERLASTING =

FOR CHILDREN

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.

Plavers do not look at the cards that are dealt
them, but place them, face dozwn, in their hands.

The player at the left of the dealer then starts
the game by playing a card in the center of the
table from the Z0p 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, until someone plays a card
which is of the same number as the card which
was first laid down. Whoever thus duplicates the

Jirst card, takes all the cards played. and puls them

in his own hand. The player at his left then starts
a new pile, playing the top card from his hand,

©ORookCards.com




this pile being captured iu the same manner, by
the first player who duplicates the starting card.
When a player runs out of cards, he is ous of the
game. When all but two players ave out of the
Lame, five piles more are played, when the game
ends and the player having the most cards
WINS the Game.

_ In this game pay no atlention to the COLOR
of the numbers on the cards.

RULES FOR

-.SIMPLIFIED CRIBBAGE...

This simplified game is pleasing and he
for voung people, and is so named because its
fundamental principle is derived from the game
of Cribbage. Any number from 2 to 8 can play,
The colors of the numbers has no significance in
this game,.

Shuffle the pack and deal five cards, one at a
time, to each of the players. Each player picks
up his hand and examines it.

The player at the left of the dealer begins by
leading any card that he chooses from his hand,
playing it directly in front of him [but not in the
middle of the table] and call$ the number upon
it, as he plays it. The player upon his left then
plays a card in frontof himself, calling aloud the
sum of the number just called, added to the
number on the card he plays, [thus if the previous

lle @ lays 7 he calls 15.|

layer played and called 8, and he plays J ; I

IE‘!alt-';i :)hé player next on his left builds up the

amount by ]11.-'1viug_;mothm‘ card, calling the .miu:a,

of the value of his card, added to the number
called by the player just preceding.

This building up continues until a count of
31 ;s made (or as near 31 ascan be played without
exceeding that number.)

SCORING.—The object of each player is ]ll:
score by playing a number that, ‘:uidcdl éo 12‘1;.
number just called will add up to (-111;\.-; b » 20,
25,30 0r 31 points. l‘mmra:n'r—‘vlm'ml.'n- 0 l.“;h-
When a player plays a card which .L‘H:lhl\'._\. |'|,m
to call 15, 2 points are scored 1’=_r1‘ him. }'UT-_:)‘
> points: for 25 and for 30 2 points: and for :,.:
3 points. The game is won by the player firs
obtaining a score of 50 points.

EXAMPLE.—A started the game by playing
an 8. B follows with a 3, calling i1 (the sum f’f 3
and 8) € who has 4 plays it, calling 15, (and as 15
is a scoring number, he has 2 points marked for
him.) If D then plays 10, he will call 25, (\\'1.1!111;.:‘
two points for making 25). If there :1rgm1'l_\ 1“)lm~
players, it will then ]JU‘A'.“.'! turn again, anc [“-
will play a 6, (if he has it) in order to l:rmg't ;‘L
score to 31. We will say he does not have a -3
and plays 4, building the game to 29. If ]
can then plavaroraz2 card, _ht: will make :‘tf .:)'1
31, and obtain the count, but if B d{:(':s not have ‘1.
T or 2, he is obliged to say *'l1 Pass,”” as he mus
not build the number beyond 31, (}.-ar being the
limit of each hand. 1f C can build it to 30 or 31,
he will do so, otherwise he will pass. We will
say, however, that the cards remaimng 1n the
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players hands are too large, and would carry the
amountover 3r. Inthiscase, whenall the players
have passed in turn, it is a “‘=o”, and the playe:
who played the last card has 1 point added to his
score. The player at the left of the one who last
plaved, begins'a new round and the building
up continues as before from whatever card he
plays, lowards ;7 once again.

The play continues in this way until the five
cards dealt each player have all heen played.

The turn to play always passes to the left
building up towards 31, and then starting over
building up again, ete.

COUNTING THE HAND. — After the last
card of the hand dealt has been played, each
player gathers up his five cards which he has
played, and examines them. With these Auve
cards he wins two points for ezery combination of
these 5 cards which will count 15. Thus, if his
hand consists of 2, 5, 7, 3and 10, he can make 6
points—2 points for 15 (made by adding 5 and 1o
together} 2 points for adding 3 and 7and 5 (making
15) and 2 points for adding 10 and 3 and 2 together
(making 15). These pointsare added toa player’s
score.

Sometimes a player will find it impossible to
make a score in counting his hand, as he will
have no combination counting rs.

When a hand has been playved, shufile and
deal again.

The player first obtaining 50 points WINS
THE GAME.

== HIGIT 14 =

Players draw for the deal, the player drawing
the highest card getting the deal. The dealer
shuffles the cards thoroughly, and deals the
entire pack, one card at a time, even if this gives
one more card to some players than others.

Sort the cards in your hand according to
the color. The player at the left of the dealer
must lead playing any card he chooses to the
table. The play followstotheleft. Payers must
Sollow the color led, if possible or the plaver has
the option of plaving a V4 of any color. Tf, how-
ever, a player has no card of the color led, and
cannot, or does not wish to lllu{va 14, he may
play any card that he chooses. hoever plays
the highest card of the color led takes the
trick, unless a 17 is played, in which case, regard-
less of color, the 14 captures,

Any 14, no matter what color it is, may be
played on any lead. Should two or more 14’s be
played on one trick, the 14 first played captures,
unless a 14 of the color which lead is plaved, in
which case the 14 of the color which lead takes
precedence and captures the trick.

The object of the game is to capture 5’s and
10’s. FEach 5 captured counts 5 points, and each
10 captured counts 1o points. It will be seen
that tricks in which no 5's or 10's appear are
valueless to capture, therefore a ‘JIR_\'(T naturally
reserves his high cards until a 10 or 5 makes its
appearance. or until he believes one will be
=V A
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After each hand is played, players examine
the tricks which they have captured, and add
together the 5's and 1o’s theremn, if they have
captured any, and record the number of points
each player has made. The pack isthen re-dealt,
and the game proceeds. The first player obtain-
ing 50 points WINS the game. (For a longer
game, 100 points is used.)

=~ DONKEY =
A GAME FOR CHILDREN

The entire pack is deali, cven 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, four 5's,
four 7's, or four 10's.) As soon as the cards are
sorted in a player’s hand, each player takesacard
from his hand, and passes it, face down, along the
table to the player at his left. Alldo this at once.
The playvers coutinue drawing and passing cards
in this way, until one player succeeds in getting
Sour 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 got a
set of four cards, they quietly lay down fleir cards,
folding their hands in their laps. The player
who first gets four cards of any one kind is the

Winnar af thae Masmee

RULES FOR PLAYING THE GAME OF
=~ TENS =

| FOR LITTLE CHILDREN

Shufile the cards and divide the pack equally
among thechildren. Turn the cards face down.
* One child begins by playing a card from the top
of his pack to the centre of the table. The turn
passes to the left, each player in turn playing a
card until someone plays a 1o. Immediately a
10is played (no matter what the color) the player
first perceiving it, slaps his hand upon the pile.
The first one who does so takes the entire pile of
cards played. For the purpose of teaching very
young children familiarity with numbers, let
them play different games with different numbers
(6’s, 7's, 8's, ete.)
When a player runs out of cards, he is out of
the game. The game ends when one player has
succeeded in getting a stack of 30 cards.

=CORDOVA=

A SPANISII GAME

The idea of the game is to secure the count
cards of the trump suit. These are the ten which
count 10, the seven counting 15, the five counting
5 and the two counting 2 to the one capturing
them. A total of 32 points which is the maximum
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it bid is deducted from his
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