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PREFACE.

As a game of cards for two persons only, Cris-
BAGE is universally popular, and both Piquet
and Ecarté must give place to its pretensions:
There exists, indeed, no similar species of
amusement, in which the rival powers of chance
and skill are so happily blended ;—and, while
the influence of fortune is perpetually recog-
nized as a source of pleasing excitement, there
remains eufficient room for the exercise of the
intellectual faculties, to insure their final attain-
ment of success. In Cribbage, as in other

games, the ignorant go on, playing at random,
A2



iv PREFACE.
and trusting solely to what they term * their
luck ;”—while those who are better informed,
do not disdain to acquire the art of guiding that
“luck” towards their own side of the board.
During the run of a few consecutive games,
skill may be compelled to yield to the power of
adverse cards ; but in a longer series of play, its
influence will most certainly predominate.
There has never hitherto appeared but one
really scientific Treatise on Cribbage ; that one
being the work of the well know ANTRONY
Pasquin'. At the time of first publication,
his book attained considerable celebrity, and
1 A TREATISE ON THE GAME OF CRIBBAGE, showing
the laws and rules of the game, as now played at St.
James’s, Bath, and Newmarket ; with the best method

of laying out your cards, &c. Composed by several
sporting gentlemen of the first celebrity, and digested by
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was acknowledged as the most complete system
of practical theory extant on the subject. It
has long been out of print, and copies have be-
come extremely scarce. Perhaps the strongest
proofs of the public demand for the reproduc-
tion of some such volume, are now afforded in the
numerous innocent questions addressed weekly
to the Editor of Berr’s Lire 1x LoNDoN ; re-
questing information and instruction on the

most simple rudiments of the game.

ANTHONY PasquiN, Esq., London, Symonds, 1807,
24mo. pp. 96. Thereal name of the author was WiLL1AMS.
Under the assumed name of Pasquin he produced several
satires both in prose in verse ; connected with Theatricals,
the Fine Arts, and other subjects. Williams stood high
in the fashionable Clubs and sporting circles of his
day, and was one of the chosen associates of the Prince
of Wales, afterwards GeorgelIV., Lord Barrymore, and
others of the same stamp.
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In the compilation of the following pages, the
whole of Pasquin’s work has been embodied;
with such additions as the writer thought neces-
sary to the formation of *‘ The Cribbage-Player’s
Text-Book.” The calculations have been
revised,—<he rudiments of the game explained
for the improvement of beginners—and his own |
share of original matter being proportionably
small, the Author is the more confidently
entitled to pronounce his opinion as to the
merits of the new edition, here presented, of
¢ ANTHONY Pasquin’s TREATISE oN Five-
Carp CriBBAGE.” ‘

G. W.

17, Soho Square,
January 8, 1837.
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CRIBBAGE MADE EASY.

CHAPTER 1.

OF WHAT THE GAME OF CRIBBAGE CONSISTS,

CaisBaGE is a game Played with the whole pack
of fifty-two cards. There are several different
descriptions of Cribbage, practised by either two,
three, or four persons; but the only game worthy
of the scientig): layer is that which is played by
two persons, amg termed Five Carp CriBBaGE.
This variety presents so much more scope for skill
than Six Carv CriBBaag, that I shall here treat
of it as Ter Gamz or CriBBAGE ; giving, subse-

uently, an analysis- of the remaining species.of
the game, as being branches only from the parent
stem. At the same time it will be found, that most
of the directions relative to Five Carp CriBBace
are, in a degree rather more remote, equally appli-
cable to the other variations of the game.

The Gaue or CriBBaas, then, is played Ly two
persons, with fifty-two cards, and various numbers
of points are therein won and lost, according to
certain combinations of the cards being presented.
Sixty-one points make the game, and he is conse-
quently considered as the winner, who first suc-

B



2 CRIBBAGE MADE EASY.

ceeds in obtaining this number. The points are
marked, for the sake of clearness, ona board called
a Cribbage-board, in which are pierced sixty-one
holes for the purpose. This board is placed hori-
zontally, or across the table, midway between the
players; and the reckoning is considerably facili-
tated, by the two rows of holes being sub-divided
into minor divisions of five holes each. It is
matter of indifference which way the end of the
board at which you begin to mark is placed ; but
ou must commence marking at that end of the
ard containing the sixty-first, or game-hole;
beginning at the outside edge, and having passed
alon that to the top, returning home down the
inside.
The following Diagram represents the Cribbage-

To mark the game, each player is furnished
with two pe%l On beginning the game, these
pegs lie on the table, and he who first gains any
points, commences marking his score, according
to the numbell;eh; is ;;titl klt.o take. For ;n.mple,
su ou begin by marking two points :—you
talfg?:eyof your pegs, and place it ?:th'e second
hole; but on your marking for the second time, you
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do not take out this peg, and advance it according
to the number you have to score; but you leave it
in the hole in which you bhad previously placed it,
and mark your cecon({ number with the remaining
peg, reckoning from the first peg. On scoring for
the third time, you in like manner take out your
back peg only, and compute from the foremost peg,
which must never throughout the game be touched;
all reckonings being made by your hindmost peg.
Thus your pegs are alternately back and front, and
by never permitting the front peg to be touched,
while it is a front peg, it can always be seen by
your antagonist whether you teok your proper
number or not. He who first attains the sixty-
first, or end-hole, is the winner. To avoid cenfu-
sion, it is usual for the pe%ls of each party to be of
different colours; although the one player never,
i,n any way, touches his adversary’s half of the

Points are gained according as certain combina-
tions of the cards present themselv.s; it will there-
fore be necessary, on starting, to point out in what
manuer the different cards are counted, as to their
relative value.

Kings, Queens, Knaves, and Bens, reckon, indis-
criminately, as ten each ; and the remaining cards
of the pack count according to the number of pips
they bear ; the seven, for seven; the nine, for nine;
and so on for the others. The Ace counts for one.
Understand, this does not relate to the scoring on:
the Cribbage-board, but to the relative value of the
cards. 1 mention this for fear youn should erro-
neously suppose that you were to mark on the

or every card you hold. Good players are
welcome to call these details too minutle; I have.
B 2
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play begins by the non-dealer’s leading a card,
which is played to by the dealer from his hand;
cach calling aloud, as he plays his card, the aggre-
gate number of pips thus made up. For example,
if the non-dealer lead off a King, he calls * ten,”
as the commencement of the reckoning ; and sup-
posing the dealer to reply with an eight, the latter
calls ““eighteen ;> such being the number made
up by the ten and the eight. By the bye, you
must not suppose that you mark these points as
you call ; you can only mark for sequences, pairs,
and other matters, as we will presently elucidate ;
but to proceed :—The dealer having played, and
made eighteen, the non-dealer plays his second
card, calling out the increased amount thus formed.
In this manner the parties play alternately, until the
aggregate number of pips, on the cards played, make
just thirty-one, or as near that amount, without
exceeding it, as can possibly be made by the cards
in either hand. The player who makes thirty-one,
takes two points ; or one point, if he plays the last
card under thirty-one. Kfter thirty-one is made,
or the point nearest to that sum, the remaining
cards in hand, on both sides, are thrown down
without beini played out. To illustrate this, let
us suppose a hand played out, as follows :—

A and B play. A leads a Three, and calls
‘¢ three,”—B replies with a tenth card (Ten,
Knave, Queen, or King,) and proclaims *¢thir-
teen ;> A plays another tenth card, and calls
¢ twenty-three;”—B answers this time with a five,
and says ‘‘ twenty-eight.” A now finds that his
remaining card, being a four, will not come under
thirty-one, nor will it hit that number; he there-
fore declares his inability to play, by uttering the
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monosyllable ‘ go,” at the same time throwing up
his last card. Now, should B, on being told by
A that “’tis a go,” have a three, he plays it—makes
thirty-one—and scores two points accordingly.
But if, on the other hand, he cannot come in,
any more than A, he throws up his last card also, .
and marks one for “the go,” as it was B who
made the twenty-eight, or number nearest to
thirty-one. If B’s last card, however, be a one,
or a two, he must play it, because it does not
exceed thirty-one; but he still can only mark one
point for ¢ the go.” At Cribbage 1t is at all
times optional as to which card you choose to

lay.

P 'lv'he points which each Sarty has made, during
the playing out of the hand, having been all taken
at the time they were gained ; and, the deal bein,
finished, each party now completes his score, an
marks that number of points towards 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—first, his
hand, and then his crib, for the crib belongs to
the dealer.

Another deal then takes place, and is conducted
in a similar manner ; and so on, until either one of
the parties has completed the rauired number of
sixty-one, when he is proclaimed the victor, and
the game is finished.
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CHAPTER II.
FOR WHAT YOU MARK AT CRIBBAGE.

I now proceed to show of what the different things,
or combinations of the cards, consist,—for which
you are entitled to mark holes, or points, towards
games ; at the same time explaining certain tech-
nical phrases used in Cribbage ; not forgetting
that important one, so frequently used by the
novice “ FIFTEEN—TWO |

Points in play can only be made by ane of the
seven following ways :—

Firstly, by Fifteens—Secondly, by Sequences—
Thirdly, by Pairs—Fourthly, by Pairs-royal—
Fifthly, by Double-pairs-royal—Sixthly, by the
Knave being turned up—and Seventhly, by mak-
ing thirty-one, or the nearest number thereunto.

oints on reckoning the band 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 F’lushel-—FonrthlB. b{ airs—Fifthly,
by Pairs-royal—Sixthly, 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 these several
denominations, being added ether, form the
whole number contained in your hand or crib; and
you must score accordingly.
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- We will now explain all these measures of
value, in strict detail.

Firreen.—Every time you make the number
fifteen in play. you mark two. For example, your
adversary leads an eight, and you reply with a
seven, calling aloud * fifteen.” For this you are
entitled to mark immediately two points. Sup-
Ppose, moreover, Jou had the lead, yourself, origi-
nally, and played a small card—say a four ;—now,
if your antagonist play another small card, and you
can make fifteen by your second card, you may
do 80, and mark two as in the former case. There-
fore, no matter what card or cards have been played,
the party making the number fifteen, gains two
roints. As all tenth cards are equal, if one party
ead, indifferently, any tenth card, the other player,
on replying with a five, marks two for the fifteen.

en the hand is played out, and you proceed
to sum up the amount of your hand, you take also
two for each several fifteen you can make, by
computing the cards you have just held. In this
you are farther allowed the assistance of the turn-
up, or start-card, which is, in every respect, com-
mon property ; and reckons, curiously enough, in
favour of, and in unison with, each of the two
hands as well as the crib. Every different com-
bination of the cards which produces a fifteen, gives
you two points; and this is independent of all that
may have occurred in play. us suppose you
held a Knave, a King, and a five,—you have a
right to take four for the two fifteens ; one of which
is formed by the five and the King ; the other, by
the same five and the Knave. Furthermore, if a
tenth card is in this case the turn-up, you take a
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third two, for the third fifteen, made by combinin
the same five with such tenth card; and if, in
of the tenth card, another five were the turn-up,
ou make no less than eight, having four fifteens.
'o satisfy yourself of this, place two fives, a King,
and a Knave, on the table; and you will soon per-
ceive that as the King and Kynave may reckon
separately with each five, you get four points from
each five. It is an important feature in Cribbage
to be accurate in computing what is your due, but
nothing save practice will lead to perfection. At
the same time, there is less skill required in this,
than in the other parts of the game ; it being mere
matter of arithmetical calculation. I must here
warn you against the silly habit of ejaculating
“¢ fifteen—two,” as our ancestors were wont to do,
while reckoning up their fifteens. Count your
hand to yourself, and call out the amount only, but
not the items.

The dealer reckons his crib for fifteens, in the
same way as he has examined his band; using the
start-carg with each. Of course, he must not
count his hand and crib together, nor may you
reckon your cards in any way with those of your
opponent, at the end of the hand. It will, I hope,
immediately strike you—and if it has already done
so, I pronounce you as certain to.become a good
player—that, as the crib consists of four cards, and
the hand of only three, there is a greater proba-
bility of making fifteens in the crib, than from the
hand,—in the proportion of five to four. In com-
puting the points, after the deal, the erib, in fact,
comprises five cards, and the hand four; since the
turn-up card reckons with each. In the course of
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this work, you will uently find that I repeat
the same thing in a different way, on purpose to
fix it the better upon your attention.
THIrTY-ONE.—YOU are entitled to mark two
points every time, that, in the course of play, you
make up the exact number of thirty-one. But this
only applies to play, ind tyou do not, on reckoning
your hand or crib, count for thirty-ones, as you do
or fifteens. . :
Enp-#oLE.~Should neither player be able, in
lay, to make up the exact number of thirty-oue,
e who playe the card which approaches the near-
est to that number, without exceeding it, marke
one for the last card, or end-hole. is is also
called, in Cribbage ‘¢ parlance,” taking ‘ oue for
the go.” So much do a few holes tell in the balance
of a number of games, that to get the end-hole is
a most material point. The 7vmo thinks this of
little consequence, the PLAYER appreciates it as it
e or P F ir made in pla
AIR, or Pairs.—For every pair made in play,
or in hand, two points becog your due. To pair
a card is to play one of the same description, not
merely of the same snit. For instance, if a four
is played, at any time during the playing out of the
band, and you can answer it with another four,
without over-stepping the prescribed boundary of
thirty-one,—you are said to *“pair” it, and thereby
gain a couple of points. In reckoning pairs, ob-
serve that Kings, Queens, Knaves, and tens, are
to be computed each according to its kind; and
not, as in counting fifteens, &c., for the same as
each other. Thus, to pair a ten, you must play
literally a ten, and could not be pronounced to pair
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it in playing a Queen; although a queen and a
ten, being both tenth cards, would each reckon for
ten in computing fifteens. The distinction is, I
hor, obvious.

‘o exemplify the mode in which pairs are made
by h{,llet us suppose your adversary to leada
euj which you are able to pair. If you think it
ulm'?eous, you pair him, and mark two points.
Thus, if he has led a three, you pair him by play-
ing another three ; no matter which.

At th: end of each deal, ﬁzgn also markh éwo

ints, for every pair you in your hand or
g:ib; having the turn-up card to reckon with, in
addition, as in the case of fifteens, &c.

Pair-RovaL, or PriarL.—A Pair-royal consists
of any three cards of a similar description ; either
held in hand or crib, or else occurring in play :—
as three Kings, three aces, three nines, &c. A pair-
royal entitles the owner, or maker, thereof, to six
points: ex. gr.—suppose your adversary plays a
seven, and you play another seven, marking very
properly two for the pair ; then, should your adver-
gary play a third seven in continuation of the se-
ries, such additional seven forms a pair-royal, and
entitles the player thereof to six points.

Should you hold a pair-royal in hand or crib ;
you equally mark six points. Should you hold
simply a pair, fours for instance, and a third four
is turned up, you reckon the pair-royal, the same
as n"i you had held the three fours in your proper
hand.

You cannot, of course, form a pair-royal, unless
by continuous cards. Imagine your adve
leads a two, and you pair him; he answers wit
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an indifferent card, say a six, and you play a third
two. In this case you cannot score for the pair-
rogl, because the six has intervened.

ousLe Pamr-Rovar, or DousLe PriaL. —
Four cards of a sort, constitute a double pair-royal,
and entitle the possessor thereof to mark no
than twelve points; whether it occur in play, or
in computing the hand or crib. The turn-up card
reckons with hand and crib, in this, as in ever{
other case. In my description of a gair-ro
supposed your adversary to form one by playing a
third seven; could you in that case have answ
with a fourth seven, you would form a Double pair-
Royal, and mark twelve points, in addition to the
two you originally made by pairing his seven.

In taking six for a pair-royal, or twelve for a
double-pair-royal, you are not to suppose that the
six and twelve are merely increased numbers, be-
stowed as premiums for such combinations of the
cards, andsettled by arbitrary arrangement, indepen-
dent of the rule that two pointsare allowed for every

air. I have seen persons who had played Cribbage
or years, ignorant on this head, as well as some
others. A pair reckons for two, and the same
principle, applied to a pair-royal, produces six; be-
cause, as a pair-royal contains three distinct pairs,
you score two for each pair. Place, for instance,
three sixes in a row on the table, and mark them
1, 2, and 3, thus :—

1 2 3
Six . Six Six
Here Nos. 1 and 2 form the first pair, Nos. 1 and
3 the second pair, and Nos. 2 and 3 the third pair;
c
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without the same two cards having ever been
rocllioned more than lt:::eo togﬁzm'. .
aving analysed this example, you have possibl

begun already to speculate as to the number o{'
pairs to be found by taking in pieces a double pair-
royal. The readiest way to attain demonstration
is to the four sixes, in a row on the table, as
you did the three sixes, and number them 1, 2, 3,
and 4, thus:—

1 2 3 4
Six Six Six Six’
Nos. 1 and 2 combined together, form a pair,
and yield two points, for which carry out..
~— 1 and 3 form the second pair, and give two
more c e e e e e
— 1 and 4 form the third pair . .
— 2 and 3 form the fourth pair . .
— 2 and 4 form the fifth pair. . .
— 3 and 4 form thesixth pair .

Total

..
|s1nbh»» »

Thus we find we have six distinct pairs in a
double pair-royal, and of course, are thereby en-
titled to twelve points. Observe, that in i
these points, although we reckon the cards over-
and-over again, they always unite in different asso-
ciations, and the same two cards are never reckoned
twice together.

Sequences.—A Sequence consists of three or
more cards, following in successive numbers, whe-
ther of the same suit, or not, and entitles the
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holder, or maker, to as many points, as there are
cards included in the composition of the sequence ;
—being one for every card,—whether it occurs in
hand, crib, or play. uences may thus be formed
of three, four, five, or even six cards, if played
continuously, however irregularly. Reckoning one
point for each card, a sequence of three gives three
points, a sequence of four, four points, 2 sequence
of five, five points, and a sequence of six, six points.
A sequence of two counts for nothing. To form

sequence in play, it matters not which of the

a
~ cards is plared rst, or last, provided the sequence

can be uced by a transposition of the order in
which they fell. As in certain other cases, the
Court cards, King, Queen, and Knave, rank in

uences, after their usual classification as to rank,
and not all alike as tenth cards. The following
examples will throw sufficient light on the forma-
tion of the sequence.

An ace, a two, and a three form a seé;uence
of three; whether of clubs, hearts, spades, or
diamonds, does not matter, since the three cards
may be of three different suits, provided they rank
in sequence. This is one of the most simple forms
a sequence can assume; but sequences of four or
more cards are formed on the same principle, bein
nothing but cards which follow in tll:eir order ; and,
in play, he who can so play a card as to form a se-
quence, becomes instantly entitled to as many
points as there are cards in that sequence, and
marks for them accordingly.

The following is an instance of the manner in
which sequences arise in plag t—

A, having to lead, plays the Four of Hearts.

B answers with the Two of Clubs.

c 2
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A plays the Five of Diamonds.

B plays the Three of Spades, and marks four
for the sequence composed of the two, three, four,
and five ; although these cards did not fall in regu-
lar order.

A then plays the Six of Clubs, and marks five
for a sequence of five cards ; made up of the two,
thres, four, five, and six.

B’s last card being an Ace, he plays it, and
marks six points, for the fresh sequence of six,
formed by the addition of the ace, to the cards
already on the table.

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,
but the above six cards quoted, only make twenty-
one pips. If a sequence in play is once broken, it
must be formed afresh, or cannot be acted on:

ex. gr.—
: .{' bhas the lead, and plays a Two.

B replies with a Four.

A plays a Three, and marks three for the se-
"B pairs the Thres, marking two for the pai

t , marki wo for the .

A now plays a Five, bugnnnot mark }}:l:r for
the sequence of the two, three, four, and five, be-
cause the last of the two threes broke that se-
quence, Be sure you understand this.

I fear to trespass on your patience, but must
give two more examples :—

A leads off a Two.

B replies with a Three.

A plays a One, (ace,) and marks three for the
sequence.
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B answers with a Two, and marks three for the
sequence also; because the last one, two, and
three, fell continuously, though irregularly ; and
were quite independent of the first Two.

Suppose lastly,—

g l;tal:ds a ghm.

ys a Four.

A then plays an Ace.

B answers with a Two, and marks four points
for the sequence formed by the one, two, three,
and four. :

Now if A’s last card be a Five, he may play it,
and make a sequence of five ;—if it be a Three, he
may equally form a sequence of three ;—but should
it ge a Four, he can form no setl:llence with it ;
since there has been no Three played since the
first Four, to serve as a connecting link in the
chain.

In reckoning your sequences at the close of the
deal, you use the card turned-up, along with your
hand and crib; and reckon them every way they
xill. A single example of this will here sujy-

ce:—

Suppose the crib to consist of two Kings,
(Clubs and Diamonds,) and two Queens, (Hearts
and Spades,) the Knave of Spades being the
card turned-up;—how many can you take for se-
quences?

Twelve, being four sequences of three each; to
be computed 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 to form a double
pair-royal. To simplify this, take the Knave, the

c3
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two Queens, and the two Kings, and spread them
before you; when they will count thus :—

Knave, with Queen of Hearts and King
of Clubs . . . . .
Knave, with Queen of Spades and King of
Clubs . . . . .
Knave, with Queen of Hearts and King of
Diamonds . .
Knave, with Queen of Spades and

king of
Diamonds . . .

.

Points for the four sequences .

|S|uwwu

Tae Knave.—If you hold a Knave of the same
suit as the card turned-up, you are entitled to one
oint, which you take on reckoning your hand.
hould there be, in the crib, the Knave of the suit
turned-up, the dealer, to whom the crib belongs,
takes one point on reckoning his crib. In the
euphonious phraseology of some 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 antithesis with * his nob,” are called ** two
for his heels.” Similar phrases are, after all, rather
to be considered as quaint, than vulgar. They re-
call to our minds the recollection of the once popu-
lar emga.me of QuapriLLe, played by the Lad
Teazles ef the past century, in which the ver!
*“ 7o BRAST” i8 80 indefatigably conjugated.
A Frusa.—A Flush cannot happen in glay,
but occurs only in computing the hand or crib. A
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Flush 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 evell;y of which the
Flush is composed. Thus, if your hand comprise
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 aleo a heart, you will add
another point for that, making four altogether.
You are not permitted, however, to reckon a flush
in the crib, unless the cards, of which the crib is
composed, are of the same suit as the card turned
up. It is essential to recollect the difference be-
tween a flush in the hand, and a flush in the crib.

In reckoning the hand and crib after the deal,
you have been alreadl{ informed that the non-dealer
counts first. It will facilitate your reckoning, if
you sum :f the amount of points to which you
are entitled, in the following order: Firstly, Fif-
teens—Secondly, Sequences—Thirdly, Flushes—
Fourthly, Pairs; Pairs-Royal, or Double-Pairs-
Royal—Fifthly, the point for the Knave. Reck-
oning up the hand, or crib, is technically termed
 showing.” Thus the non-dealer is said to have
¢ the first show,” a t|i:)int of immense importance
at certain stages of the game; since he may thus
be enabled just to ‘‘show out,” and consequently
win the same; while the dealer may hold in his
band, and crib, points enough to make him out
three times over, but altogether useless, since he
bas not the first show.

The non-dealer having reckoned the points, if
any, in his hand, and marked his score, under
the rigid surveillance of his adversary, the latter
counts, and s for his own hand. When this
is done, he (the dealer) turns up the crib, which,
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hitberto, has not been seen by either party, and
scores such points as may be therein contained,
thus reckoning hand and crib separately. It is
. frequently the case, as you will speedily enough
discover, that a hand or crib may not contain a
:,iﬂfle point. With a little care and practice, you
ill be enabled to call aloud, at a glance, the hum-
ber to which you may be cntitles. Nothing can
be more detestable, than to hear persons telling
over their treasures, in drawling detail,— £f¥een
wo, and fifteen twa’s four,—let me see,—and a pair’s
! that's all—no,—ome for kis nob’s
seven I” Between this, and the e in which a
Cribbage pLaver calls his hand, there exists the
same difference as between a person reading a book
in the usual manner, and another slowly spellin,
every word. The turn-up card having started,
Jook over your hand, and count your claim to your-
self; proclaiming aloud your demand, if non-
dealer, immediately on' the hand’s being played
out. If, again, you have the deal, after reckoning
and scoring your hand, count the crib in silence,
and call the amount at once. Leave your hand
and crib on the table, exposed; and mark your
score. He who is to deal will collect the cards.
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CHAPTER III.
THE LAWS OF CRIBBAGE.

Ir is impossible to form too early an acquaintance
with the Laws of the Game, though it is unneces-
sary for the befinner to do more than occasionally
peruse them. ] recommend your constant observ-
ance of these rules, in the strictest sense; neither
departing from them yourself, nor suffering others
to do so. Without this, you might as well play at
Dominos, as Cribbage. The laws of the game,
here given, are those observed by all good players.
To simplify their meaning, I have occasionally added
cases of illustration; many points of the law being
little understood, even by moderate players. In-
deed, it must be admitted by all, that the strict
rules of the game have never, hitherto, been laid
down at the length they should be : and from thie
have arisen frequent disputes, and references to
established authorities, which might have been,

ially, if now wholly, obviated, by a proper

1axst o THE Laws.

flaw L
In playing single games, the parties shall cut for
deal every game, but in playing rubbers, they must
cut only at the commencement of each rubber. The
deal is won by him who cuts the lowest Cribbage-
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card ; tenth cards being all equal in cutting. The
Ace i8 the lowest card in the pack. Should both
parties cut alike, or should each cut a tenth card,
—it is a tye, and they must cut again.

Exampre. A and B cut for deal, and A cutsa
King, while B cuts a Knave. In this case, itisa
tye, and they must cut again ; the King and Knave
being both tenth cards.

Raw II,

In cutting for the deal, he who cuts first, must
not lift off fewer than four cards; nor must he
leave a number so small, that he who cuts last
cannot make a legal cut. He who cuts last must
not lift less than four cards, nor must he leave less
than four in the remainder of the pack.

Exampre. C cutsfirst for deal, and leaves only
seven cards. This is not alawful cut, and C must
cut again, since if his antagonist, D, then lift the
four cards which are the minimum he may.cut, he
;vould only leave three behind him, instead of

our.

¥aw III

In dealing, the cards must be delivered one at a
time, and, during the dealing, neither party shall
touch any one of the cards in either hand.

Raw IV,

No penalty is attached to the deeler’s showing
any, or all, of his own cards, in dealing; whether
purposely or otherwise. But should the dealen
show any one of his adversary’s cards, in dealing,
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the latter may immediately score two points ; and,
in addition, if he thinks proper, may demand a
fresh deal ; but this must be done before touching
any of his cards. Should the dealer, in dealing,
meet with a faced card in the pack, there must be
a new deal. .

(I need hardly add, that in all cases of a new
deal, the pack must be shuffled and cut again, and
also that the deal never passes, as it does in Whist,

by way of penalty, but the dealer deals over-again.)

faw V.

Should the dealer miss deal, and not discover
the error before either one of the hands is taken
up, his adversary is entitled to mark two points;
and there must also be a fresh deal, as there must
be, in fact, in every case of a misdeal. If, during
the deal, the non-dealer expose any ome of the
cards to view, the dealer has the option of dealing
again ; without, however, being suffered to look
:t ?nyof his cards before demanding the fresh

eal.

(No penalty is consequent upon.showing any,
or all your cards, during the ‘;taying out of tl{e
hand ; nor on showing the cards you throw out
for the crib, however improper to do so.)

RLaw VI

Either player may shuffle the cards prior to
dealing, but the dealer shall have, if he choose,
the last shuffle. After the cards are cut for the
deal, no one can touch the pack, previous to deal-
ing, except the dealer.
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faw VII

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 discover the error, before he
takes up his cards, or he cannot claim the two,
though there must still be a new deal. Should
the dealer, in dealing, give himself more than five
cards, his adversary may mark two points, and
either call a fresh deal, or draw the extra card, or
cards, from the hand of his opponent. Should the
dealer give to either party less than five cards, there
must be a fresh deal; and should the dealer deal
two cards at once to either party, there must be a
new deal, unless his adversary consent to his with-
drawing the surplus card; in which case it must
be placed on the top of the pack.

fab VIIL

Should either player be discovered to have more
than five cards in hand, his adve may mark

four points, and demand a new deal. (Always
count your cards before you take them up.)
fab X,

From the time the dealer, having dealt, lays
down the pack, until the time the non-dealer cuts
for the start, if either party touch the pack, his
adversary may mark two points,

fab X,

In cutting the pack for the start-card, the non-
dealer shall not lift off less than three cards, nor
leave less than four behind.
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fab XI.

Should the dealer turn up a Knave, and neglect
scoring 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 his adversary has played his first card; a
distinction of some consequence, since we are all
liable at times to forgetfulness.)

Rab XII.

The non-dealer shall lay out for the crib before
the dealer. In laying out for the crib, a card once
quitted cannot be recalled. If either party mix
any of his cards with the crib, his adversary may
mark two holes; and has, in addition, the choice
of calling a new deal. No one but the dealer has
a right to touch the crib; and he, himself, is not
justified in touching it, until he take it up for the
purpose of counting it.

flaw IIL

Should either party take more points than his
due, either in play, or in scoring for his hand or
crib, or in inflicting anz penalty for breach of law,
—his adversary shall first put him back as many
points as he has over-marked, and may then add
such points to his own score.

Examprz.—~E inadvertently marks six for his
crib, instead of four. F replaces E’s foremost peg
at a distance of four holes behind the other Peg»
and then marks to his own e the two points.
Bat if, in the v pr(ﬁuer infliction of this penalty,
F, by mistake, takes E.down too many holes, he

D
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hecomes in his own tarn the aggressor ; and E in-
flicts a similar penalty in like manner. So too, if
after taking back E’s score, it is satisfactorily
proved that E was originally correct in his compu-
tation, the latter must replace his , as they
were when first touched Ey F; and then, taking
in addition the supernumerary holes from F, marks
at once for the whole score.

Rabw X1V,

Should either party mark fewer points than he
ought, his adversary cannot add them to his own
score. (Itisa vu]%ar error to suppose, that if G,
having to score eight, mark but six,—H, his op-

nent, can take the two points, and add them to

is own score. I think it the more necessary to
speak decidedly on this point, inasmuch as it is a
case of frequent dispute. It is, surely, penalty
quite sufficient, that G should lose the two points
he might have taken, without his being punished
in addition, for what may be termed, his unthink-
ing generosity,—anglicé *his folly.”)

fab XV.

No player can call upon his antagomist to assist
him in making his score,

ExawpLe.—Suppose K to say to L, “ am I not
twelve?”’—L replies, properly enough, ‘1 shall nei-
ther tell you, nor shall 1 pass any opinion on the
subject. If you take more than you ought, I shall
take you down ;”’ et voila tout !

flalb XVI.

Should either player touch any one of his oppo-
nent’s pegs ; except for the purpose of taking down
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any score impmper:{ ealculated, or for the purpose
of replacing them if accidentally knocked-out, his
adversary may mark two points. Should either
player touch one of his own pegg, except when en-
titled to score, the opposite party may score twa
points. Should a pl:ﬁer displace both his pegs,
accidentally, he must allow his o]ilponent to replace
them, according to the best of his j ent ; or
in the event of not submitting to this, shall be de-
clared the loser of the game ;—and, should either
party displace his foremost peg, however inadvert-
ently, he must replace it in the hole immediately
behind his back peg, wherever the latter may hap-
pen to be. (His back peg becomes thus his front

g-)
pe fab XVIL.

Should either party score the game as won, erro-
neously, he loses that game.

fa XVIIL

Either player having too many, or too few
eards in hand, at any one time, entitles his adver-
sary to score two holes ; and gives him, in addition,
the option of demanding a new deal.

flab XIX.

Unless previously specified, Lurcaes shall not
be played.
xAMPLE.—M i8 said to lurch N, should he at-
tain the end, or sixty-first hole of the board, before
the latter has pegged the thirty-first hole; or in
other words, before N has turned the corner. A
Lurch counts as a double-game. On beginning to
play, always ask your adversary, ““do we play
Lurches ” .
D2
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fab XX,

In the act of marking points on the board,
should the gegs be once quitted, the score cannot
be altered. If any ?oints which ought to be taken,
remain unscored after the playing subsequently of
two cards, such points shall not be taken at all.
Should either player put his cards on the pack,
without taking for them, whether hand or crib, he
forfeits such points.

fAab XXI.

Should either party show a card, it being his
turn to play, he must play that card, if it wall le-
gally come in. If otherwise, no penalty.

fab XXII,

Should either party neglect to play, when he can
come in, under thirty-one, his adversary may mark
two holes. (In addition to this, at Six-Card Crib-
bage he is disqualified from playing his other cards.)

flab XXIII.

The hand, or crib, when counted-for, must be
spread conspicuously on the table; and remain
tﬁe\'e until the opposite party appears satisfied as
to the correctness of the amount.

fab XXIV.

No penalty can be exacted for calling the num-
ber erroneously, while playing the hand.
ExauprLe.—P playsa nine, and Qanswering with
a five, calls * thirteen,” by iistake. P then super-
adds a two, calls * fifteen,”” and wants to mark two
oints for such fifteen. In this he is wrong; it
in&:qually his fault with his adversary’s, that
the first amount of pips was erroneously proclaimed
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thirteen, instead of fourteen. Courtesy will teach
you to set your opponent right, on the occurrence
of similar mistakes.

Fah XXV,

The three holes allowed the non-dealer at the
commencement of the game, may be taken by him
at any time during the game. But should he, uu-
wittingly, suffer his adversary to peg into the end-
bole, without having taken them, it is too late to
rectify the error. (The game is, in fact, then already
over, being won by the other party’s attaining the
sixty-first hole.)

flaw XXVI.

Should either party refuse submission to any
penalty he may have rightly incurred, his adver-
sary may immediately throw up his cards and
claim the game.

flatw XXVII.
No bystander shall in any way advise, dictate
to, interfere with the players, or touch the cards.

(A byst,ander is, of course, not justified in
suggesting that omissions have been made in
the reckoning, &c. but I confess, I think, that
should the looker-on see anything which might,
however accidental in its origin, savour of unfair
play, he ought instantly to interfere, and expose
the irregularity.)

$aw XXVIIL.

All disputes on points unprovided for in the
Laws of Cribbage, must be referred to the decision
of z;:il'l;d party, whose judgment shall be received
as

D3
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CHAPTER 1V.

ON COUNTING AT CRIBBAGE.

Tae difficulties attendant on counting, correctly,
on all occasions, whether hand or crib, will, as I
have already said, soon vanish before attention and
practice. In the chace after perfection, no assis-
tance, however adventitious, 1s to be disdained.
Take a pack of cards, and either alone, or with the
assistance of a friend, whom I suppose also to be
a learner, deal out a number of hands in detail.
Then examine these hands, individually, and
reckon up the number of points they would yield,
if held at Cribbage ; lifting a start-card to be com-
bined with them. The principal difficulties of
reckoning you will find to arise from the several
modes in which fifteens and s&uences (the latter
more especially) may be computed. The summing
up the value of pairs, pairs-royal, &c. is, on the
other hand, so simple and straightforward, that

ou can hardly err respectins them, after a very
¥ew trials, To reckon correc I the amount of the
three cards of which your hand is originally com-
posed, would be sufficiently easy, were it not for
the subsequent introduction of the turn-up card,
which, though useless in play, counts, at the end
of the deal, as a component part of your hand.
We will now examine a few cases of counting,
shaped in the form of questions, which I advise
you to study repeatedly, until you are perfectly
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conversant not only with the examples themselves,
but also with the principles of computation on
which they are foun&d.

Firsr Question.—How many points must be
taken for a hand of cards, composed of the} King
of hearts, the six of spades, and the four of dia-
monds—with the two of spades turned up ?

Answer.—None! There not being to be found
among the four cards combined as above, either
pairs, sequences, flushes, or fifteens; consequently,
the band is altogether worthless.

Seconp Question.—In the last example, which,
as far as it goes, we may term a study, su -
that, instead of the two of spades, the five of spades
bad been the card turned up. In such case, pray
gowd many points might you then mark for the

and ?

Answer.—Seven ; and they are to be computed
as follows :—The four, five, and six, being added
wgether, make fifteen J)iﬁpa, for which I mark two
points. The King and five form a second fifteen,
since the King reckons in this case as a ten. This
gives me two more, making four. Then I have a

uence of three ; namely, the four, five, and six ;
being three following cards; and the addition of
these three points, makes an aggregate number
of seven.

Trirp Quesrion.—How many points may I
mark for a hand comprising the six, seven, and
eight of spades ; supposing the seven of hearts to
be the start card ?

Avwswer.—Fifteen ; and we count them in this
manner : —

The seven and eight of spades make one

fifteen (8 and 7), which gives . . 2
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The eight of spades and seven of hearts
make a second fifteen . . - .2

'The six, seven, and eight of spades form a
sequence of three cards; for which we
are entitled to . . . . . 3

The six, and eight of spades, with the
seven of hearts, form a different se-

quence of three more . . . . 3
Then, the six, seven, and eight of spades

compose a flush of three cards, being all

of the same suit, and yield one point,

therefore, for each card . . s 3
Lastly, the two sevens form a pair of

sevens, giving . . . . .2

Total number of points . . . 15

The learner is requested to pause some time over
this example ; to observe, accurately, the manner
in which sequences are formed, over aud over
again, by placing the self-same cards in different
combinations, in a manner similar to the ringing
clw)i a certain number of changes on so many church

1ls. :

Fourra Quesrion.—How mti points should
be marked for a crib containing the five of clubs,
the five of spades, the five of diamonds, and the
Knave of hearts, with the five of hearts turned
up ?—and how would you proceed to reckon them?

Anxswenr.—If the crib were composed of the
four fives, and a tenth card were to start (or be
turned up), the amount for which they would
reckon would be 28, but as, in the case you sup-
pose, I take, in addition, one for the Knave, I shall
score altogether for this crib, 29 ; being the greatest
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number that can be pouibly made, liy a single
hand, or crib, in playing the game. I prove my
claim to 29, thus :—

The Knave and five of spades make 185,

which gives two points . . . 2
The Knave and five of diamonds, ditto . 2
‘The Knave and five of clubs, ditto . 2
The Knave and five of hearts, ditto . . 2
The five of spades, five of diamonds, and

five of clubs, being three fives, make

also fifteen . . . . . . 2
The five of spades, five of diamonds, and

five of hearts, ditto . . . . 2
The five of spades, five of hearts, and five

of clubs . . . . . . 2
The five of diamonds, five of hearts, and

five of clubs 2

The double pair-ro.yal, c;mpo'ud of fom.',
fives 12

One poini for the knave, l;eing of the same
suit as the card turneduwp . . , 1

Total number of points . . . 29

In this one example may be found a complete
Key to the manner in which both fifteens and se-
(‘lllences are manufactured by properly combining
their component . None of the cards reckon
together more than once in each combination ;
though by altering a certain part of the arrange-
ment every time, the changes are rung over and
over again upon the same four cards.

F1rra Quesrion.—Supposing your crib to con-
sist of two Kings, a Queen, and a Jack, & second
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Queen being turned up, how many can you mark
in all? (The suits of the cards are irrelevant to
the question.)

Answer.—SixTeeN. Allthe cards being tenth
Cards, it is clear they can yield no fifteens, though
they comprise two several pairs. By varying the
position of the cards, properly, I can make four
distinct sequences of three each, which, united,
form twelve ; and by the addition of the two pairs,
tht}t numberl is af;.erwa;ds increased l1:0 16. b

purposely refrain from recapitulating the par-
ticularsrl:;} th¥s summary. By s[e)lecting %he caprsls,
as quoted, from the pack, and marking each with
a pencil, you will find little difficulty in writing out
the details ; and you will derive more improvement
in the art of correct counting, from working out
one such study by yourself, than from going over
twenty of a similar nature, in which the elements
of the calculation are more minutely developed.

Sixran QuestioNn.—Supposing that I hold in
hand two sevens, and an eight ; and that a second
eight is turned up—How many shall I score for
this hand ?

Answer.—TweLve; and eight of the twelve
are made by four fifteens. The remaining four
are for the two different pairs of sevens and eights.

You will here observe that each eight reckons
with each seven for fifteen. The four fifteens thus
produced are legitimate because distinct, and their
amount is eight points. /

Seventn Question.—My crib consisting of
two fives and two sixes, and the start being a
four, to how many points am I entitled for such
Crib?

Answer.—Twenty-four. For the sake of va-
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riety, we nt a specimen of another mode, in
which cards of the same description may be reck-
oned together with comparative ease. Place the
five s quoted, on the table before you, in the
following position; and without even touching
them, write down their amount in detail.

5 5

6 6

You will find that there are formed four dis-
tinct fifteens, which count as eight points. In
addition to this, you have four sequences of three
cards each, the twelve points derived from which
being added to the eight produced by the four fif-
teens, and the four for the pairs of fives and sixes,—
give a total of twenty-four points, as before stated.

Ereurr Question.—The twos, threes, and
fours, when they fall together in masses, produce
very considerable numbers. I wish to know, sup-
posing my Crib to consist of one two, two threes,
and a four, making in themselves eight points for
the two sequences and pair of threes—I require, I
say, to know what start card can possibly be cut,
from, which I shall derive no additional advan-

e ?

Answer.—None ; for whatever card in the pack
be cut, you must be a gainer. For instance, an
ace or a five will tell towards forming a number of
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new sequences. A Six will make fifteens; a seven
will produce a fifteen by being worked with the
two threes and the two; an eight will make a fif-
teen by being combined with the two threes and
the four; a nine with the pair of threes produces
fifteen at once ; and either one of the tenth cards
forms fifteens, with the pair of threes and the two.
The young Cribbage-player will be sure that he
makes this clearly out before proceeding further.

There being one card more in the Crib than in
the hand, it is tolerably obvious, as you have, in-
deed, already been informed, that much
numbers are produced in the Crib than in the
}:and. It ﬁ be the;efgre useful toddwell a little

onger on this part of the game, and particularl
on the larger amounts made in counting ; since 1);
is in them the novice more frequently omits to
sﬁore his dl.le!.l } thil;k it necessary tt:d assign thus
the reason why I prefer giving repeated specimens
of the different numbers made in the Crib, to such
as are derived from the hand.

A Double Pair-royal, which you know reckons
for twelve points, when combined with another
card, is easily counted by being spread abroad, with
the single card in the centrs, as in a previous exam-
ple. e following are cases of this sort :—

No. 1. No. 2.
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No. 3. No. 4.
10 10 7 7

10 10 7 7

The amount of either of the above four Cribs (in
Six-Card Cribbage they might be hands) is twenty
oints, viz.:—twelve for the Pair-Royal, and eight
or the four fifteens, which are formed by com-
bining the centre card successively with each of the
four by which it is surrounded. ’

No. 5. No. 6.
7 7 3 3
1 9
7 7 3 3
No. 7. No. 8.
6 6 4 4
3 7
6 6 4 4

The amount of Nos. 5, 6, 7, 8, computed as
previously shown, is twenty-four; viz. twelve for
the Double-Pair-Royal, and twelve more for the
six fifteens, which in each of these cases may be

E
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formed by combining the centre card with two of
the other four, in succession.

You have already been shown how to count the
cards which reckon for the two several numbers of
points 28 and 29, being the highest amounts that
can be made at any one time. Descending then
from the Nos. 29 and 28, we will say a few words
on the other large numbers successively.

Tae Numsers 27, 26, and 25, cannot be made
by any g})ssible combination of the cards.

Tae Numser 24 may occur in the crib man
different ways. Inaddition to the cases just quotet{
in which 24 is made by a Double-pair-royal with
a certain other card, the following are worthy of
notice. Our combination here includes five cards ;
four we suppose to be the crib, and the fifth to be
the start-card or turn-up. Flushes can never be
made in these very large hands, and are therefore
out of the question. It does not matter which of
the five cards we assume to have been turned up,
and it will be therefore the most simple plan to
place the whole five cards together without distinc-
tion.

44556 45666
77889 44566

You now see there can be no flush in a crib of
24, from the cards which are necessary to its for-
mation, being close cards ; as pairs, &c.

. Tz Numser 23 occurs but rarely: three fives
combined with a six and a four produce 23.

Tare Numssa 22 is produced by the fortuitous

union of three fives with a pair of Kings, Queens,
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&c. The last fifteen made up by the three fives
themselves, is frequently overlooked by young
players.

'HE NumBER 21 requires a few examples. Either
one of the six following cribs forms 21.

33345 67778
44456 88867
66645 777809

I prefer, throughout these examnles, confining
them to such combinations as are made up with-
out the Honours.

Tuae Numser 20 is not of uncommon occur-
rence : I adduce a few specimens.

99966 77788
333099 77711
88877 66699
66633 66887
33445 33554

Each of the above ten Cribs is worth 20 points.
Tus NuMBER 19 cannot be made at all.
Tur Numser 18 is exemplified in the following
cases :—

22344 66633

33366 66693
77718

The action of aces upon sevens, in the last of

these examples, is worthy of your notice; being
frequently overlooked by beginners.
E 2
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Tae Nuuser 17 is general? composed of cards
analogous to those here quoted :—

33324 44435
44423 55534
666178 565567

Tur Numser 16 not unfrequently occurs: I
append various examples.

11233 12233
12332 11223
11332 22334
23344 23443
333609 34455
34554 34566
44567 456609
45674 65667
66789 69877
67781 67899

In each of the above Cribs the amount is six-
teen. The effect of a number of low cards, as
aces, twos, and threes, when grouped in masses, is
here well exemplified ; *also those favorite, and
telling combinations, produced by an association
of fours, fives, and sixes, as well as sevens, eights,
and nines.’

Tue NuMBER 15 is next in rotation. In each
of - the following supposed cases of cribs, the
amount of points is 15.

11123 12333
13332 22234
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Like 16, the number 15 is also frequently com-
posed of higher cards, as well as sequences of tenth
carde, &c. but I fear to carry this to too great a
length, since after all, few learners can be expected
to study, cheerfully, a part of the theory so essen-
tially dry and uninteresting, as these barren sum-
maries of numbers.

Tue Numser 14 stands next on the list; and
is produced in a great variety of different ways,
of which I annex some examples:—

122310 123309
33456 33669
339909 34456
345536 45667
44777 555110
56778 56788
16678 26678
99933 88771

Tue NuMser 13 is rare in its occurrence; and is
the less necessary to pause upon. A sequence of a
six, seven, and eight, combined with a pair of aces,
inclusive of a four card flush, yield thirteen points ;
and the same may be remarked of a pair-royal of
threes, held in hand with a Knave, at Six-card-crib-
bage, with a two as the start-card; the Knave
being of the same suit as the Two.

Tue Nomser 12 very frequently arises. It is
produced in many different ways. Example :—

111310 11158
11167 114410
22247 22256
22267 22283

e3
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33357 33348
55773 56672
66678 56679
77735 66618
88861 27666
99915 77762

In all these cases, twelve will be found to be
the number of points derivable from the five cards
supposed to be combined together in crib.

n the sums of numbers below twelve, it is not
my intention to dwell ; preferring to devote all the
space I can to the next part of our subject. The
smaller the hand, or crib, the easier it should be
to count, and in gaining methodically a knowledge
of the mode in which large amounts are reckoned,
zou will equally perfect yourself in the lower

ranches of our Arithmetic. If beginners could
be induced to treat the matter thus systematically,
they would soon be repayed for their pains, by the
eat increase of amusement they would derive,
rom the certain acquirement of an undeviating
system of perfect accuracy, in computing the value
of their cards.
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CHAPTER V.

ON LAYING OUT FOR THE CRIB.

How to discard in the best manner for the Crib is
one of the most scientific parts of the game ; and
consequently one of the most important.

In approaching the consideration of this ques-

tion, I am compelled to impress it again upon your
attention, that as the Crig comprises five cards,
with the turn-up) while the band contains but
our, the chances are much greater of deriving
points from the Crib, than from the hand. This
would be a consequence still more certain, were it
not for the careful play of the adver ; who
will, in order to thwart our views, avoimrowing
out cards which are likely to tell heavily in the
crib, when he can possibly do otherwise. From
these premises, it follows that in laying out, or
dis ing, for the Crib, your general rule of con-
duct should turn on these three points:—

Firstly, When it is Nor your own Crib, you
will lay out such cards as are likely to be, in an
average number of cases, of the least possible ad-
vantage to your opponent, in the production of
pairs, fifteens, sequence, &c.

Secondly, When it 1s your own Crib, you will
lay out favourable cards for the Crib.

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

e most advantageous Cribbage-cards are fives,
sevens, eights, &c. when so assorted as to form
fifteens, sequences, pairs, or flushes. The fiveis, 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
eligible cards to lay out to your own crib, and the
least eligible (for you) to lay out to your adversary;
since, in so doing, you are almost certain to give
him points. To discard 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 prinei-
ple, be carried out as far as possible. Suppose {ou
discard, to your opponent’s crib, two hearts, when

ou might with equal roprietﬁ have laid out a
Keart and a club instead,—you here give him the
chance, however remote you may fancy it, of mak-
ing a flush in his crib; which could not be effected
by him, had you laid out the heart and club.

I must here inform you, that to la; out cards,
purposely, which are disadvan us for the crib,
18 called in the ** Cribbage dialect” of our ancestors
“ Baulking,” or  Bilking” the Crib.

The least likely cards to reckon for points in the
erib, and therefore generally the best to discard for
our adversary, 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
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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 to be exercised, 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 to baulk our an-
tagonist’s crib, are, a King with a ten, nine, eight,
seven, 8ix, or one; a Queen, with a nine, eight,
seven, six, or ace, or cards equally distinct, or far
off, and therefore certain not to i‘;e united in se-
uence by meeting with any other cards whatever.
f course, particular hands require particular play,
and general principles muse give way before their
exceptions. *‘ Circumstances alter cases ;” through-
out this work, as in all similar works, the author
writes for what may be called ‘‘ average hands of
cards;” and recommends that play which would
be the most conducive to success in the largest
proportion of events.
ever lay out a Knave for your adversary’s
erib, if you can, with propriety, avoid it; as the
probability of the turn-up card being of the same
suit as the Knave, is 3 to 1 against it. Conse-
sequently, it is only 3 to 1 but the retaining such
Knave in your hand gains you a point ; whereas,
should you diseard it to your opponent’s crib, it is
only 3 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 3 to 2{;
or 9 to 7,—that is to say, in laying out a Knave
for your antagonist’s Crib, when you could equally
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keep the same in your hand,—sixteen times—you
give away just seven points; it being only 9
to 7, but you give away a point every time you
play in this manner; and every single point is of
consequence, if contending 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 usually the best to lay out
for your own Crib, are, two fives, five and six, five
_and tenth card, three and two, seven 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 either being as-
sisted 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, ‘¢ cceteris paribus,” to two
other cards of the same kind, that are of different
suits, as this gives you the probable chance of
flushing your crib; whereas, should J'ou lay out
two cards of different suits, all gain under the head
of a flush is at once destroyed. It is mostly good
play, to retain a sequence in band, 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 there-
fore indispensably your duty, if you wish to wir,
to give the lead to your crib 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 cards, both for your own, and your adversary’s
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crib; some few cases, however, 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-royal would make you certainly out,
having the first show ;—or else that your adversary
is 80 nearly home, himself, that the contents of the
crib are wbollX unimportant. Many other cards
are very hazardous to lay out to {gur adversary’s
crib, even though you can hold a Pair-royal ; such
as two and three, five and six, seven and eight,
and five and tenth card; therefore, should you
have such cards combined together, you must pay
particular regard to the stage of the game. i
caution equallg' applies to many other cards, and
ticalarly when, the game being nearly over, it
ppens to be your own deal, and that your oppo-
nent is nearly home, or within a moderate show-
out. Here 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 pre-
vent his forming any sequence or Pair-royal. In
similar positions you should endeavour, also, to
keep cards that will enable {ou to have a good
chance of winning the end-hole ; which frequently
saves a game.

‘We now proceed to lay down a great variety of
probable hands; pointing out, in each, which, in
average cases, are the most fitting cards to be laid
out, both for your own and your adversary’s crib.
To include every possible hand that can arise is
evidently impracticable, in giving something like
EIGHT HUNDRED, we offer a field for study, which,
it is presumed, will be found sufficiently wide for

4
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every purpose of real utility. The following pre-
liminary remarks are necessary :—

Firstly, In pointing out these numerous and
varied modes OF discarding for the crib, we consider
all the hands specified to be witHouT FLUSHES. It
is important that you should observe this, for when-
ever 1t may happen that you can flush your cards in
hand, it may be of infinite service both in helping
you better to assist your own crib, and in throwing
a greater baulk into that of your adversary. Con-
sequently, should you at any time be able to make
a gush, you will judge whether or not it be to your
advantage so to do, and act accordingly.

Secondly. By way of contrast with the merely
correct player, I call him the rINE pPLaYER
who can best distinguish when particular events
require a departure from general rules. These
cases occur every game. The mode of discarding
here recommended applies to AVERAGE CABES; it
is left to the genius of the player to adapt his
conduct to particular situations, independent of
all rule or regularity.

In selecting the following hands of cards to
serve as examples, it was found difficult to choose
the number to be given, without rejecting nume-
rous other hands of equal importance. It is, of
course, impossible to give a tenth part of the nu-
merous combinations the cards have the power to
form, but it is confidently assumed that a better
collection of cases could not have been made.
The smaller cards, being the most difficult on which
to decide, have received a merited preference; and
the ace, of all others, has not been left unnoticed.
In the arrangement of this vast number of hands,
as much regularity has been observed, as was con-
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sistent with the execution of our plan, and a body
of reference is thus collected, worthy of the most
s;‘l.';i‘)ul attention of players of every degree of
skill, .

‘We begin with examples of hands in which the
ace, the two, and the three, are combined with two
other cards. The learner will, in such cases, ob-
serve the difference as to the maintenance or aban-
donment of the sequence, dependant on the owner-
ship of the crib.

Own Crib. Adversary’s,

12345 4and 5 1 and 2
12346 6and 1 6 and 1
12347 land 7 land 7
12348 1and 8 1and 8
12349 9and 4 9and 4
123410 2and 3 10 and 1
1234knave 2and3 knave and 1
1234queen 2and3 queen and 1
1 23 4 king 2and 3 king and 1
12356 5and 6 1 and 6
12367 5and 7 . land 2
12358 5and 8 land 3
12359 2and 3 land 9
123510 5and 10 1 and 10
1 2 3 5 knave 5and knave 1 and knave
1 235 queen 5and queen 1and queen
1 2 3 5 king 5and king 1 and king
12367 6and 7 land 3
12368 2and 3 6and 8
123609 6and 9 l1and 9
123610 6and 1 6 and 10
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9 and 10 land 9

9 and knave 1and 9

9 and queen 9 and queen
9 and king  9and king.

=E
3
Ba

Own Crib. Adversary's.

1 6 knave 6and 1 6 and knave
1 6 queen 6and1 6 and queen
1 6 king 6and 1 6 and king
1 78 7and 8 land 2
1 79 7and 9 land 7
1 710 land 7 7 and 10
1 7 knave land 7 7 and knave
1 7 queen land? 7 and gueen
1 7 king land 7 7 and king
1 89 8 and 9 8and 9
1 810  8and 10 8 and 10
1 8 knave 1land 8 8 and knave
1 8 queen 1land8 8 and queen
1 8 king land 8 8 and king

9

9

9

9
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LX)
&

10 knave 10 and knave 1 and 10
10 queen 10 and queen 1 and %ﬂ
10 king 10 and king 10 and king

-

kn. qu.  knave& qu. 1 and queen
kn. gg knave & king 1 and king
2 3 qu. kg.  queen & king 1 and king

The next examples of bands contain the ace and
two, combined with three other cards. You here
see that the one and two, in similar cases, are fre-
quently discarded to the adversary’s crib, as form-

Yt
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ing ajudicious baulk; and the student must dwell

upon the manner in which a hilﬂlrnnd low card are
thrown out together for a similar purpose.

Own Crib. Adversary's.

12456 1and 2 1and 2
12457 4and 5 land 7
12458 4and 1 1and8
12459 4and 2 land 9
124510 4and 1 1and 2
1246 knave 4andl 1and 2
1245 queen 4andl land 2
1 2 4 5 king 4and 1 land 2
12467 4and 1 1and 2
12468 4and 2 land 8
124609 4and 1 land 6
124610 6 and 2 2 and 6
1246knave 6and2 2 and 6
1246queen 6and2 2and 6
12 4 6 king 6and 2 2and 6
12478 7and 8 1and 2
12479 7and 1 7and 1
124710 7 and 2 7 and 2
1247 knave 7and 2 7 and 2
1247queen 7and2 7and 2
1 2 4 7 king 7and 2 7and 2
12489 4and 1 8and 1
124810 4and 1 8 and 2
1248knave 8and?2 8 and 2
1 248queen 8and?2 8and 2
1 2 4 8 king 8and 2 8 and 2

r2
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Own Crib. Adversary'’s.

124910 4and 1 10 and 1
124 9knave 9and?2 9and 2
1249queen 9and?2 9and 2
12 4 9 king 9and 2 9and 2
124 10 knave 4and 1 10and 2
124 10 queen 10and 2 queen and 2
12410king 10and?2 king and 2
124knqu. 4andl queen and 2
1 2 4 kn. kg. king and 2  king and 2
12 4 qu kg 4and 1 king and 2
12567 5and1 = 1land 2
12568 5and 2 land 6
12569 2and 1 2and 1
125610 5and 6 2and 1
1256 knave 5and6 2and 1
1256 queen 5and6 2and 1
1256zing 5and 6 2and 1
12578 7 and 8 land 2
12579 7and 5 2and 7
125710 10 and 5 2and 1
1257 knave knaveand 5 2and1
1257 queen queenand5 2andl
1257king kingand5 2and1
12589 5and 2 9and 1
125810 2and 1 10and 1
1258 koave knave and 5 knaveand 1
125 8 queen 5 and queen queen and 1
1 25 8 king 5and king  kign and 1
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Own Crib.

2and 1
2and 1
queen and 5
king and 5

2and 1
2and 1
2and 1

2and 1
2 and;1
2and 1

2and 1
2and 1
6and 7
6and 7
6and 7
6and 7

2and T

10 and 2
knave and 2
queen and 2
king and 2

2and 1
9 and 6
9 and 6
9 and 6

Adversury’s.
2and t
9and 1
9and
9and 1

2and 1
2and 1
2and 1

2and 1
2and 1
2and 1

2and 1
2and 1
10and 1
knave and 1

queen and 1°

king and 1

2and 1
10 and 2

knave and 2

queen and 2
king and 2

"2and 1

2and 1
queen and 1
king and 1

10 and knave 10 and 6
10 and queen queen and 6

10 and king
r3

king and 6

53
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nave
ueen
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nave
ueen
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knave
queen
king
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10 knave
10 queen
10 king

kn. qu.
kn. kg.
qu. kg.

Own Ortb. Adversary’s.
knave & qu. queen and 6
knave & king king and 6

queen & king king and 6
1and 2 land 2
7and 8 10 and 2
7and 8 knave and 2
7and 8 ueen and 2
7 and 8 ing and 2
2and 1 7 and 2
7and 9 knave and 7
7and 9 queen and 9
7and 9 king and 9

10 and knave 7 and 2
10 and queen queen and 7

7and 1 king and 7
queen & kn. queen and 7
7and 1 king and 7
king & queen king and 7
2and 1 2 and 1
8and 9 knave and 2
8and 9 queen and 9
8and 9 king and 9
1and 2 8and 1

10and 8 queen and 8
10and 8 king and 8

qu. & kn.  queen and 8
kn. & kg.  king and 8
kg. & qu. king and 8
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10 knave
10 queen
10 ki

nave qu.
knave kg.
queen kg.

- b b et
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Own Crib.
1 and 2

9 and 10
9 and 10

knave & qu.
knave & 9
queen & kg.

1 and 2
1 and 2
1 and 2
1 and 2

55

Adversary’s.
land 2
queen and 9
king and 9

ueen and 9
king and 9
king and 9

1and 2
king and 10
king and 10
land 2

The ace and three are supposed to form the ba-

sis of the next series of imagina

junction with cards of every

the chances of Cribbage.

hands ; in con-
ay occurrence in

Indeed, the scientific

player will immediately see that all the hands given
are constantly arising, more or less frequently, in

actual play.

ot pmd pud el gt P Bud gt
go
3

WWwww WWWWwWwWwww
L N LR N
RO NI

-0 ®
(=

~ =Nl R K-
=g

L

3and 1
4 and 1
5and 1
3and 4
3and 5
3and 5
3and 5
3and 5

4and 1
3and 4
4 and 1
6 and 3

3and 1
7and 1

8 and 1
9and 1

10 and 1
knave and 1
queen and 1
king and 1

7and 1
6and 1
3and 1
6 and 3
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Own Crib. Adversary’s.

knave 6 and 3 6 and 3
queen 6and 3 6 and 3
king 6 and 3 6 and 3
8 7 and 8 7and 1
9 4 and 1 9.and 1
10 7and 3 7 and 3
knave 7 and 3 7 and 3
queen 7 and3 7 and 3
king 7and 3 7and 3
9 4and1 9and 1
10 8 and 3 10 and 1
knave 8 and 3 knave and: 1
queen 8 and 3 queen andi 1
king 8 and 3 king and 1
10 4 and 1 9-and. 3
knave 9.and 3 9.and 3
queen 9and3 9 and 3
king 9and 3 9and 3

0 knave. 4 and 1 10and 3

0 queen 10and 3 queen and.3.
4 10 king 10and 3 king and 3

WWW WWW WWWW LWwsww WWWWWW www

bt
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4 knave qu. 4and 1 queen and 3.
4kn. king kingand3 kingand 3
4quking 4andl king and 3
3and 1 3and 1
3and 5 8 and 1
3and 1 9and 1
" 3and1 3 andi
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Own Crib. Adversary’s.
5 6 knave 3and 1l 3and 1
56 queen 3andl 3and )
5 6 king 3and 1 3and 1
578 7 and 8 8and 1
579 9and1 9and 1
57 10 10 and 5 10 and 1
5 7 kn ave knave and 5 7 and 1
5 7 quee queen and 5 queen and 1
5 7 kin, king and 5 king and 1
589 5and 3 8and 3
58 10 5 and 10 8 and 1
5 8 knave 5 and knave 8and 1
58 queen 5 and queen 8 and 1
58 king 5andking 8and1
5910 3and 1 10 and 3
5 9 knave 3andl 9and 1
5 9 queen 5and queen 9and1
5 9 king 6 and king 9 and 1
5 10 knave 1and3 1and3
5 10 queen 1and3 1and 3
6 10 king 1and3 1and 3
5 kn. queen 1 and 3 land 3
5kn. king 1and3 1and 3
5qu. king 1and3 1and 3
678 land 3 1and3
679 1and3 land 3
67 10 6 and 7 10 and 1
6 7 knave 6 and7 knave and 1
67 ueen 6 and 7 queen and 1
6 7 king 6 and 7 * king and 1
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knave
ueen

ing

10
knave
al_xeen
ing
10 knave
10 queen
10 king
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. queen
. king
. king
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0 knave
0 queen
0 king
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Own Crib.
3and1

3 and 10

3 and knave
3 and queen
3 and king

3and 1
9and 6
9and 6
9 and 6

10 and knave
10 and queen
3and 1

6 and 1
6and 1
6and 1

1 and 3
7 and 8
7 and 8
7 and 8
7 and 8

3and 1
7and 9
7 and 9
7 and 9

10 and knave
10 and queen
7and 1

Adversary’s.
8and 1

10 and 3
knave and 3
queen and 3
king and 3

10 and 1

knave and 1
ueen and 1
ing and 1

10 and 6
queen and 6
king and 6

queen and 6
king and 6
king and 6

1and 3

10 and 3
knave and 3
queen and 3
king and 3

7and 1

7 and knave
9 and queen
9 and king

7and1
7 and queen
7 and king
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Own Crib. Adversary’s.

1 3 7kn.queen 7and1 7 and queen
1 3 7kn. king 7and1 7 and king
137quking 7andl 7 and king
138910 3and 1 3and 1
13809knave 8and9 knave and 1
1389 queen 8and9 queen and 1
1 3 8 9 king 8and 9 king and 1
1 3 8 10knave 10 and knave 8 and 1
138 10queen 10and 8 ueen and 8
138 10king 10and8 ing and 8

8 knave qu. knave& qu. 8 and 1
8 knave kg. knave &‘Lg. king ahd 8
8 queen kg. queen & kg. king and 8

bt
wWww

9 10 knave 1 and 3 l1and 3
9 10 queen 9 and 10 ueen and 1
9 10 king 9 and 10 ing and 1

9 knave qu. knave & qu. queen and 9
9 knave kg. knave & 9  king and 9
9 queen kg. queen & kg. king and 9

b bt g Bk bt
www wWww Wwww

10kn.qu. 3and1 3and 1

10 kn. kg. 10 and knave king and 1
10qu. kg. 3andl 10 and 1

3 kn.qu. kg. 3and 1 3and1

Pttt Pt

We now proceed to the consideration of exam-
les, in which the ace is combined with the four,
instead of the three. As the four and one make
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80 important a part of fifteen, this section is of
proportionate interest, to him who really desires to
excel. The greater the value of the cards, the
greater is the difficulty as to laying out from them
correctly.

Orwn Crib. Adversary’s.

14567 4and 1 7 and 1
14568 8and 1 8 and 1
145609 9 and 1 9and 1
1456 10 6 and 6 10 and 1
1456 knave 5 and6 knave and 1
14566queen 5and6 queen and 1
14 5 6 king 5 and 6 king and 1
14578 7 and 8 8 and 1
14579 4and 5 9and 1
145710 7 and 5 7 and 1
1457 knave 7 and5 7 and 1
1457 queen 7and5 7and 1
14 5 7 king 7 and 5 7 and 1
L4589 8and9 - 8and4
145810 4and 1 8 and 1
1458 knave knaveand5 8and1
1458 queen queenand5 8and1
14 5 8 king kingand 5 8and1
145910 4and1 9 and 1
145 9knave 4andl 9 and 1
1459queen 4andl 9'and 1
1 4 59 king 4and1 9and 1
145 10 knave 4and 1 10and 1
14610 queen 4and1! ueen and 1
14510king 4andl ing and 1



e N R e e e e L s L o kN S S R P )
L LR ok L O N N N T L L IS

CRIBBAGE MADE EASY.

u

o
o

W e O O
E‘gns

o

B

o R
(oK, go'o
<
®

-
1=}
o

—
o

WO WA “Tagagay=~II
<3
8
s

en kg

Own Crib.
4and 1
4 and 1
4 and 1

4and1
4andl
6 and 7
6 and 7
6and 7
6and 7

4andl
8 and 6
8 and 6
8 and 6
8 and 6

9 and 6
9 and 6
9 and 6
9 and 6

4and1l
10 and 6
10 and 6

4and 1
4 and 1
4and 1

4and 1
7 and 8
7 and 8
7and 8
7 and 8

e

Adversary’s.
queen and 1
king and 1
king and 1

4and1
7and1

10 and 1
knave and 1
queen and 1
king and 1

9and 4

10 and 4
knave and 4
queen and 4
king and 4

10 and 1
knave and 1
queen and 1
king and 1

10and 6
queen and 6

king and 6

queen and 6
king and 6
king and 6

4and1
10and 1
knave and 1
queen and 1
king and 1
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Own Crib. Adversary's.
147910 7and 9 10 and 1
147 9knave 7and9 knave and 7
1479 iueen 7and 9 queen and 9
1 47 9 king 7 and 9 king and 9
1 4 7 10 knave 10 and knave 10 and 7
147 10queen 10and?7 Leen and 7
147 10king 10and? ng and 7
1 4 7 knave qu. knave & qu. queen and 7
1 4 7 knave kg. knave &kg. king and 7
1 4 7 queen kg. queen & kg. king and 7
1480910 4and1 4and 1
1489knave 8and9 knave and 1
1489 queen 8and9 gl::enandl
1 4 8 9 king 8and9 ing and 1
1 4 8 10 knave 8 and 10 knave and 8
148 10 queen 8and10 queen and 8
14810 king 8andlo king and 8
1 4 8 knavequ. 4and1 queen and 8
1 4 8 knavekg. 4and1 king and 8
1 48 queenkg. 4and1 king and 8
149 10knave 4 and1 knave and 9
149 10queen. 9and 10 queen and 9
149 10king 9and10 king and 9
1 49 knavequ. 4 and 1 queen and 9
14 9 knavekg. 4 and 1 king and 9
1 49 queenkg. 4and1 kingand 9 -



CRIBBAGE MADB EASY. 63

Own Crib. Adversary’s.

1410kn. qu. 4and1 queen and 10
1 4 10 kn. kg. 10 and knave king and 10
1 4 10 qu. king king & queen king and 10
1 4 kn. qu.king 4and1 king and queen

From the next specimens of scientific discarding,
in which the five is introduced into the supposed
hand, the tyro will see that it must be a case of
very extraordinary occurrence indeed, which will
warrant his laying out a five to the adverse crib;
since it is a case which does not arise in either one
of the following hands :—

15678 5and 1 8and 1
15679 5and 1 9and 1
156710 10 and 5 10and 1
1567 knave knaveand5 knaveand 1
1566 7queen queenand5 queenand1l
156 7 king kingand 5 kingand 1
15689 5and 1 8and 1
156810 10 and 5 8 and 1
1568 knave knaveand5 8andl
1568 queen queenand5 8andl
1 5 6 8 king kingand5 8and1
156910 10 and 5 9andl
1569 knave knaveand5 9and1l
1669 %ueen queenand 5 9and1
156 9 king kingand 5 9and 1
156 10 knave 6andl 6and1
156 10 queen 6and1l 6 and 1
156 10king 6andl 6and1

a2
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knave qu.
knave kg.
queen kg.

W-g g‘s’o
83

9 king
10 knave
10 queen
10 king
kn. qu.
kn. klng
qu. king

10 knave

6

6

6

7

7

7

7

7

7

7

7

7

7 1o
ueen

71 %

7

7

7

8

8

8

8

8

8

8

8

8

8

9

9 10 queen

Owsn Crib.
6and1
6 and 1
6and1

5and 1

10 and 5
knave and 5
queen and 5
king and 5

7and1
knave and 5
queen and 5
king and 5
7and1
7and1
7 and 1
7and 1
7and1
7 and 1

5and1
knave and 5
queen and 5
king and 5
8 and1

8 and 1

8 and 1
8and1

8 and 1

8 and 1

5and 1
9 and 10

Adversary’s.
6 and 1
6 and 1
6and1

9and1

10and 1

knave and 1
ueen and 1
ing and 1

10and 7
knave and 7
queen and 7
king and 7
7and 1

7 and 1
7and1
7and1
7and 1
7and 1

8and1
knave and 8
queen and 8
king and 8
8 and1
8and1

8 and 1
8and1l
8and1
8andl

9and1
9 and 1
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Own Crib. Adversary's.

15910king 9and10 9and1
159 kn qu. knaveand qu.9and1
159 kn.king 9and1 9and1
1 5 9 qu. king king & queen 9 and 1
1510kn.qu. 5andl queen and 1
1 5 10 kn. king kingand 1 Kking and 1
1 5 10 qu. king 10 and1 10and 1

1 5kn.qukg. 5andl king and 1

The ace is still supposed to be taken up; com-
bined with the various cards succeeding the five.
The King and ace are here frequently discarded to

baulk the opponent’s hand.

167809 6and 1 9and1
167810 10 and 1 10and 1
1678 knave knaveandl knaveandl
167 8 queen queenandl queenandl
1 6 7 8 king kingand 1  king and 1
167910 7and 1 10 and 1
1679 knave knaveand1 knaveand1l
1679 queen queensand 1 queenandl
1679 king kingand1 king and 1
1 6 7 10 knave 6 and.7 10and 1
167 10 queen 6and? queen and 1
16710king 6and7 king and 1
1 6 7 kn. queen 6 and;7 queen and 1
1 6 7 kn. king 6 and.7 king.and 1
167 quking 6and? king and 1
168910 6and 1 10and 1

1 6 89 knave knavweand 9 knave and 1

a3
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9 queen
9 king
10 knave
10 queen
10 king
knave qu.
knave kg.
queen kg.

0 knave
0 queen
0 king
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knave
ueen
ing
0 knave
V] queen
0 king
n. queen
n. king
ueen kg.

0 knave
0 queen
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Ouwn Crib.
queen and 1
king and 1
10 and knave
10 and queen
10 and king
knave and qu.
knave and kg.
queen and kg.

6and 1

10 and queen
king and 1
knave and qu.
knave and kg.
queen and kg.

6and 1
10 and kn.
king and qu.

6and 1

10and 1
knave and 1
queen and 1
king and 1
7 and 8

7 and 8

7 and 8

7 and8

7 and 8
7and 8

7 and 1
10 and 9

CRIBBAGE MADE EASY.

Adversary's.
queen and 1
king and 1
10and 1

10 and queen
10 and king
queen and 1
knave and king -
queen and king

6and1
queen and 1
king and 1
queen and 1
king and 1
king and 1

6and 1
king and 6
10 and 6

6and 1

10and 1
knave and 1
queen and 1
king and 1
10and 1
queen and 1 °
king and 1
queen and 1
king and 1
king and 1

7 and 1
queen and 1
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9 10 king
9 knave qu.
9 knave kg.
9 queen kg.
10 kn. qu.
10 kn. kg.
10 qu. kg.

- ot ookt o e
PO MPA® N NI

kn. qu. kg.

9 10 knave
9 10 queen
9 10 king

9 knave qu.
9 knave kg.
9 queen kg.

Pt bt bl ot

10 kn. qu.
10 kn kg.
10 qu. king

L] Ll
©o ® @ 0

kn. qu. kg.

9 10 kn.
9 10 qu. kg.
9 kn. qu. kg.

10 kn. qu. kg.

10 kn. zu.
g-

e

[

Own Crib.
10and9
queen and 9
7 and 9
king and qu.
7 and 1

7 and 1
7and 1

7and 1

8and 1
queen and 1
king and 1
8 and 9

8 and 9

8 and 9

8and1
10 and knave
10 and 8

8and 1
queen and 1
king and 1
10 and 9
9and1

10and 1

Adversary's.
king and 1
9and1
king and 9
king and 9
7 and 1
king and 1
10and 1

7and 1

knave and 1
queen and 1
king and 1
queen and |
king and 1
king and 1

8and 1
king and 1
king and 1

8andl
queen and 1
king and 1
king and 1
9and1

king and

67

In our next section, we supgose a pair of aces tq

have been taken up, combine

with various other

cards, classed in some measure according to their

order of regular succession.

This part of our
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statements of hands runs necessarily to great
length, but I have found that to divide it would be
matter of impossibility. You will here observe
that there arise frequent cases in which you must
not hesitate to enrich your adversary’s crib with
the pair of aces.
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ave
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Own Crib.
4and1l
band1l
2and3
2 and 3
2and 3
2 and 3
2 and 3
2and 3
2and 3
2 and 3

4and5

6 and 2

7 and 2

8 and 2
land1l

10 and 2
knave and 2
queen and 2
king and 2

5 and 6
5and 7
land1

5 and 2
10and 5
knave and 5

Adversary’s.
land 1
5and 1
6and 1
7and1
8 and 1
9and 1
10and 1
knave and 1
ueen and 1
ing and 1

2and 1

6 and 2.

7 and 2

8 and 2

9 and 2

10 and 2
knave and 2
queen and 2
king and 2

6 and 2
7 and 2
8 and 2
9 and 2
10 and 2
knave and
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ing
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Own Crib,
queen and 5
king and 5

land 1
2and 1
9and 6
6 and 2
6 and 2
6 and 2
6 and 2

7and 8

7and 9

10 and 2

knave and 2
ueen and 2
ing and 2

8and 9

8 and 10

2 and knave
2 and queen
2 and king

9and 10
knave and 2
queen and 2
king and 2

Adversary’s.
queen and 2
king and 2

6 and 2

8 and 2

6 and 2

10 and 6
knave and 6
queen and 6
king and 6

8 and 2
9and 2

10 and 7
knave and 7
queen and 7
king and 7

9 and 2

10 and 2
knave and 2
queen and 2
king and 2

10 and 2

knave and 2
ueen and 2
ing and 2

10 and knave 10 and 2
10 and queen queen and 2

10 and king

king and 10

69
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Own Crib. Adversary’s.

112kn 1ueen knave & qu. queen and 2
11 2 kn. king. knave& kg. king and 2
112 qu. king queen& kg. king and 2
11345 land 1 land1
11346 6and 3 6and 3
11347 4and 3 7 and 3
11348 land 1 8and 3
11349 4and 3 9and 3
113410 3and 1 10 and 3
1134knave 3and!l knave and 3
1134queen 3and1l queen and 3
1134 king 3and 1 king and 3
11356 5 and 6 6and 3
11357 land 1 7 and 3
11358 5and 3 8 and 3
11359 5and 3 9 and 3
113510 10 and 5 10 and 3
1135 knave knaveand 5 knaveand 3
1135 ﬂllleen queen and 5 queen and 3
11356 king kingand5 kingand3
11367 6 and 7 6 and 3
11368 8 and 6 8 and 3
11369 9and 6 9 and 3
113610 6and 3 10 and 6
1136knave 6and3 knave and 6
1136queen 6and3 ueen and 6
11 36 king 6and 3 ing and 6
11378 7 and 8 8and 3
11379 7and 9 9aund 3
113710 10 and 3 10 and 7
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10 knave
3 10 queen
3 10 king

3 knave, qu.
3 knave kg.
3 queen kg.

>
(-]

-0 o~
-3

ave
ueen

%
5
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0 W~y

Own Crib.
knave and 3
queen and 3
king and 3

8and 9

8 and 10
knave and 3
queen and 3
‘king and 3

9 and 10

9 and knave
queen and 3
king and 3

10 and knave
10 and queen
10 and king

knave and qu.
knave andkg.
queen and kg.

land 1
5and 7
5and 3
4and 1

10 and 5
knave and 5
queen and 5
king and 5

6 and 7
4 and !t
9 and 6

71
Adversary’s.
knave and 7

queen and 7
king and 7

8and 3
8 and 10
knave and 8

ueen and 8
gi.ng and 8
10 and 3
9 and knave
9 and gueen

9 and king

10 and 3
10 and queen
10 and king

queen and'3
king and 3
king and queen

land 1
Yand 1
8and 1
9and 1

10 and 1
knave and 1
queen and 1
king and 1

6and 7
8and 6
9and 4
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nave
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ing
10 knave

10. queen
10 king

queen kg.

67
6.8
69

knave qu.
knave kg.

Own Crib.
6and1
6 and 1
6 and 1
6 and 1

7and 8
7and 9

10 and 7
knave and 7
queen and 7
king and 7

8and 9

8 and 10

8 and knave
8 and queen
8 and king

9 and 10

" 9 and knave

9 and queen
9 and king

10 and knave
10 and queen
10 and king

knave and qu.
knave and kg.
queen and kg.

land 1
5and 6
5and 6

Adversary’s.
10and 6
knave and 6
queen and 6
king and 6

8and 4

7and 9

10 and 7

knave and 7
veen and 7
ing and 7

9and 4
8and 1
8and 1
queen and 8
king and 8

9and 1
9and 1

9 and queen
9 and king

10 and 1
queen and 1
king and 1

queen and 1
king and 1
king and 1

land 1
8and 1
6and 1
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8 knave qu.
5 knave kg.

Own Crib.
5and 6
5and 6
5and 6
5and 6

7and 8
7and 5

10 and 5
knave and 5
queen and 5
king and 5

8and 9

10 and 5
knave and 5
queen and 5
king and 5

10 and 5

knave and 5
ueen and 5
ing and 5

landl
land1
land1

land1
land1l
land1

land 1
land 1
6and 7

H

Adversary's.
10 and 6
knave and 6
queen and 6
king and 6

land 1
7and 1

10 and 7
knave and 7
queen and 7
king and 7

8and 1
8and 1
knave and 8
queen and 8
king and 8

10and 1

9and 1
ueen and 1
ing and 1

landl
land 1
land 1

land 1
land 1
land 1

land 1
7and 1
10and 6

73
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10 knave
10 queen
10 king
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knave qu.
knave kg.
queen kg.

Own Creb.
6and 7
6and 7
6and 7

land 1
8 and 6
8 and 6
8 and 6
8 and 6

1and 1
9and 6
9and 6
9and 6

Adversary’s.
knave and 6
queen and 6
king and 6

9and 1

10 and 1
knave and 1
queen and 1
king and 1

10'and 6
knave and 6
queen aund 9
king and 9

10 and knave 10 and 6
10 and queen queen and 6 -
10 and king king and 10

knave and qu. queen and 6
knave and kg. king and 6
queen and kg. king and 6

land1l
7 and 8
7 and 8
7 and 8
7 and8

9and 10
7and 9
7and 9
7and 9

land 1

10 and 1
knave and 1
queen and 1
king and 1

10 and 7
knave and 7
queen and 9
king and 9
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0 knave

queen kg

9 10

9 knave
9 queen
9 king

10 knave
10 queen
10 king

knave qu.
knave kg.
8 queen kg.

9 10 knave
9 10 queen
9 10 king

9 knave qu.
9 knave kg.
9 queen kg.

10 kn. qu.
10 kn. kg.
10 qu. kg.
kn. qu. kg.

Own Crib. Adversary’s.
10 and knave 10 and.7

10 and queen queen.and 7
10 and king king and 10

knave and qu. queen and 7
knave and kg. king and 7
queen and kg. king and 7

land 1 10 and 8
8and 9 knave and 8
8and 9 queen and 9
g8and 9 king and 9

10 and knave knave and 8
8 and 10 queen and 8
8 and 10 king and 8

knave and qu. queen and 8
knave and kg. king and 8
queen and kg. king and 8

land 1 knave and 9
9 and 10 queen and 9
9 and 10 king and 9

knave and qu. queen and 9
9 and knave king and 9
queen and kg. king and 9

land } queen and 10
10 and knave king and 10
land 1 king and 10

land 1 king and queen

In the concluding portion of this section of our
H 2
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work, the hand consists of a Pair-royal of Aces,
attended by two other cards. The Pair-royal must
be held in , at every risk, in all the cases here
quoted.

Own Crib. Adversary’s.

nave knaveand 3 knaveand 3
queen queen and 3 queen and 3
3 king ing and 3  king and 3

>

11123 2and 3 2and 3
11124 2and 4 2and 4
11125 2and 5 2and 5
11126 2and 6 2 and 6
11127 2and 7 2and 7
11128 2and 8 2and 8
11129 2and 9 2and 9
111210 2and 10 2 and 10
111 2knave 2andknave 2and knave
111 2queen 2and queen 2 and queen
111 2 king 2and king 2 and king
11134 3and 4 3and 4
11135 3and 5 3and 5
11136 3and 6 3and 6
11137 3and 7 3and 7
11138 3and 8 3and 8
11139 3and 9 3and 9
111310 3and 10 3and 10
1113

1113

111

It must not be supposed that I think it necessary
the learner should study ALL these cases of dis-
carding, repeatedly and incessantly. He is merely
required to use them for occasional reference ; ex-
amining three or four at a time ; and not endea-
vouring so much to follow them out literally, or
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learn them by rote—as to catch the spirit in which
the various t{ecisions are conceived, and then to
aim at adapting such spirit to the varied and end-
less combinations of the cards he may take up. Not
only may the same hands constantly arise to a card,
but analogous positions will also frequently present
themselves, in which the examples here given
will serve as land-marks whereby to direct your
course, in steering for port.

- Doubtless,:there will be many ns inclined
to dissent from some parts of the doctrine of scien-
tific discarding here laid down. I have no hesita-
tion, however, in saying that most of these will be
inferior players. On this point I speak with the
greater confidence, from the small I have
myself borne in the adjustment of this mass of
figures. These calculations were framed by Anthony
Pasquin, at a time when Cribbage was one of the
most fashionable games in the west-end circles, and
was played for high sums of money. The author
was assisted, as he himself declares, by ‘ several
sporting gentlemen of the first celebrity ;>> and the
subject was gane into with an earnestness and de-
votion, proportioned to the interest the pockets
of these hopeful worthies felt in the event. The
time that must have been thus consumed, was a
guarantee of the caution with which every result
was admitted as “‘proven;” and it is proper toadd,
that I have subjected the code myself to the ex-
amination of some of the first Cribbage players in
the country, whose decision has been unanimously
given in its favour.

H3
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CHAPTER VI

GENERAL DIRECTIONS FOR PLAYING THE GAME
SCIENTIFICALLY; INCLUDING REMAREKS ON
BETTING.

Thae skilful player has a much greater advantage
over the less experienced practitioner, than can be
appreciated by the beginner. You may know how
to count your cards correctly, and may be equally
well grounded in the other mechanical departments
of the e; but if you know nothing more, you
would have little chance of success, in playing a
series of games with a pLaver. I open the pre-
sent chapter with these remarks, because I know
there are many persons who ascribe much more at
Cribbage to “ luck,” as they call it, than they are
justified by rience in doing. Chance may
rule the hour, but it will be ultimately found that
science governs the day.

You know from the preceding of this work,
of what Cribbage consists, and I have already em-
bodied sufficient direction, respecting the laying
out properly for the crib, to make you, as far as
theory alone can go, fully master of that part of
our subject. It remains, then, only to illustrate the
last branch of the game—How To pPLAY Yorm
CARDS IN THE BEST MANNER.

It must be obvious, that the same play, which
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may in one case be the best, may in another be
the very worst you could adopt; the skill of the
player being put in requisition to distinguish be-
tween the two. As an instance of this, suppose
your adversary wants six holes only of being out,—
should you not pause, here, before you pair any
card he may play; since you thus give him the
possibility of at once winning the game by making
a pair-royal? The same suggestion equally applies
to the manufacture (if I may use the term,) of se-

uences. Even a very bad player can understand

is, butis lost in more complicated situations ;
while the good player, equally knows how to
apply the same principle towards the regulation
of his conduct, in every stage of the fame

A ﬁood player, then, is one who plays through-
out the game T0 POINTS ; va.lt'{ing his play, accord-
ing to the relative state of the score; in contra-
distinction to the bungler, who invariably pairs
every card he can, and forms every sequence, in
happy contempt of the consequences. I proceed
to lay down a sketch of the data, on which the
scientific player never fails to act.

The probable chance of points in a hand,
throughout the game, is something more than
four, but less than five; and the probable chance
of points to be gained in each hand by play, is to
the non-dealer, a trifle better than one, and to the
dealer, about two points. This calculation is con.
firmed by the experience of the first Cribl
players !uring the last half-century. Hence, the
probable chance for hand and play, for the non.
dealer, is equal to six points; and to the dealer
something better than six points; consequently,
taking, throughout the whole game, band and
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lay, alternately for and against the deal, may be
irly computed to be worth, on an average, six
points. Now the probable chance of points in the
crib may be estimated at five, so that the dealer
has a reasonable right to expect to make sixteen
points by his hand, erib, and vext hand. Suppose
then, by way of digesting this calculation, that the
dealer, on beginning the game, makes his average
number of sixteen, by hand, crib, next hand, and
play,—he is, with propriety, described as being
“ home to his deal,” if when he takes up the pack
to make his second deal, his first peg bas passed
the fifteenth hole of the board. He will likewise
find himself comfortably at home, when he deals
the third time, should his first or leading peg have
passed the thirtieth hole ; and is similarly situated,
should he make his fourth deal within fifteen points
of the game. It is most important that you
thoroughly underatangd this, as it constitutes the
very.essence of the game.
he same caleulation which applies at starting
to the dealer, may be equally brought home to the
non-dealer. We have just seen that if the dealer
hold and make his average number of points at
each stage of the game, he traverses the whole of
his side of the board, and attains the end-hole, or
game, in exactly four deals. During this time,
the non-dealer must have had three deals; and it
follows that in each game the average number of
deals is seven. Never forget, recapitulation nat-
withstanding, that although in peculiar cases the
may either run to a dozen deals, or be out
m three, your plan is to go on the assumption
that the average number of seven deals is the most
likely to be observed. From this calculation you
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will see that he who first deals in the game has the
odds of four deals to three in his favour; but in
order to counteract this preponderance, which
otherwise would spoil the game, the bonus of three
holes is allowed at starting to the dealer. The
receipt of these three holes fully equalizes the
chances, according to the nicest observation. Some
ons prefer the deal, and some, on the contrary,
ncy the three holes make the non-dealer the
favourite; but, I believe that of each several
thousand of games, played yearly in this country, it
would be found, that on the average, half would
be won by the dealer, and the other half by the
non-dealer; presuming their skill in the game to
be exactl{aequal. If then the non-dealer, at first
starting, having scored his three holes, gains be-
sides, six more by his hand and play, he is at
home to his deal; and is more than home should
his front peg have passed the ninth hole.

Having acquired a proper knowledge of the dif-
ferent stages of the game, and having determined
always to play according to such state of the reck-
oning, you will watch, at every card you play,
and calculate your relative position in the score,
regulating your conduct accordingly; putting out
of the immediate calculation the winning of the
game itself, so much at the moment, as the attain-
ing the next stage on the board at which you would
be at home; or should you be over home, but not
sufficiently so to warrant your making a push for
game—then, doing all in your power to retard
your adv: , by baulking the crib and *playing
off.” Should you observe your adversary to have
the best of the game, leading you materially on
the board, either from the circumstance of having
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held superior cards, or having made more points
in play than you could. anticipate, you will then
act according as the appearance of the cards gives
you the most prebable chance of redemption. For
example, should you deal five or six holes behind
home, and take up good cards, your game is then
to make as many holes.as possible in play, at all
reasonable risk, because hy doing this, and hold-
ing good cards with it, you may in-all probability
regain thelead, if your schemé be not crossed. On
the other hand, whenever your game is back, and
your cards, on being taken in. hand, present an ap-
pearance the reverse of flattering, you chiem
to A)revent your adversary from getting fo! ,
and thus have a chance of winning the.game,
through his failure in making good his shows. In
similar cases, you must waive, or forego, the seem-
ing advantage of making a pair, sequence, or fifteen,
in play, unless it is matter of certainty that in
doing this, you do not give your antagonist the
opportuniz of scoring also, whizh may very pos—
sibly give him the victory.

ever, 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 you are justified in playing a for-
ward or backward game. I repeat, 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 proportion-
ately 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
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opponent. In playing for this, there is much scope
for judgment. .

at caution is necessary in leading. Recollect
how many tenth cards are in the pack, and the
consequent probability that your adversary at least
holds one. This being the state of things, it must
be a very hpecu]iar case which would justify your
leading a five. Indeed, as regards that
form inlth:imselves a likely o of -fifteen, peculiar
care in leading is necessary. Every beginner must
understand t,;)gx;t if he lead a six, seven, eight, nine,
or ten, the adversary has it in his power, if he hold
the fitting card, to play in answer so as to make
fifteen ; but if, instead, the player had led a one,
two, three, or four, No carbp, in reply, could form
fifteen. Do not infer from this, that I direct you
never to lead a seven, six, &c.—I only intend that
when you do g0, you should do it with your eyes

epen.
Should you 'hold a three and a two, it is fre.

uently the hest play to lead off the three, on the
chance of your adversary’s playing a tenth card, (¢f
which never forget that there are sixteen), maki
thirteen ; when your two ¢‘ drops in” and produces
two points for the fifteen. The same principleapplies
to the leading from a four and an ace, and has this
additiopal advantage, that should you thus suc-
ceed in forming fifteen, your opponent can form
no sequence from your .

Remember, that when your adversary leads a
seven or eight, should you make fifteen, you give
him the chance of commg in with a six or a nine,
and thus gaining three holes against you. Some-
times this would even tend to your advantage, by
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allowing of l¥om' rejoinder with a fourth card in
sequence. Kor 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 setauence ; but having a nine,
or ten, you play it, and score after him. In all
such cases, play to the state of your game; for
what would be at one time correct, would be, at
another, the worst possible play.

To lead from a pair is mostly good ; because,
should your opponent - pair you, you 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, be
correct, to lead from a pair of fives.

When your adversary leads a card which you
can pair, it is mostly better to make fifteen, in pre-
ference, should you be able so to do; as mwill
naturally suspect he wishes you to pair him, in
order to make a Pair-royal himself. But here, as
elsewhere, your chief guide is the relative state of
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.

Shonll;({ou hold a nine and three, it is good
play to the three; because, should it be paired,
you form fifteen by playing the nine. The same
applies to the holding of a four and a seven, in
which case, should your four he paired, you make
fifteen with the seven. Co

The following stﬁle of play facilitates your ob-
taining frequently the end-hole. Should you hold
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two low cards, and one high card, lead from the
former; but should you hold one low card and two
high cards, lead from the latter; like other general
directions, all this being subject to contingencies.

Holding a ten and five, and two holes being at
the moment an object of great importance, lead
the tenth card, in hopes of your adversary’s mak-
ing fifteen ; when you can pair his five.

olding a seven and four, it is good play to lead
the four ; because, if paired, your seven comes in
for fifteen: the same direction applies to your hold-
ing a six and three, and three and nine, or other
cards similarly related.

‘When compelled to lead from a sequence of
three cards, play off the lowest, or highest, in pre-
ference to the middle card.

In critical situations, as, for instance, when each

arty i within one or two holes of game, the
{;ader is in peculiar difficulty on starting. Some
persons, when thus sit , always act on the
maxim of playing a tenth card. Generally speak-
ing, this is erroneous, as you thus give two chances
to the dealer of playing out; viz.—one by making
fifteen, and the other by pairing your card. But
if instead of a ten, you led a card below a five,
the dealer would have but the one immediate chance
of pairing you. In such cases it is frequently ad-
visable to lead, as it is termed, ““ o the pack ;*’ that
is, to pair the turn-up card. When the start-card
is under a five, this is decidedly, if in your power,
the wisest course to adopt ; since the dealer’s chance
of pairing you is diminished by one third, there
being but two similar cards left in the pack. In
cases of equal nicety, proportionate care is re-

1
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quired in discarding. Two-small cards, and one
bigh card, are a good hand for-playin difficult
points.

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

If, in play, you. throw down a feur, 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 risk. These ap-

nt trifles must be studied, and similar points,
if possible, avoided on your part; while you should
be constantly on the watch.to grasp-at them for
yourself, should your antagonist leave an opening.

As the dealer.plays last, his chances are ﬁrmu
than those of; the leader, for making the end-hole,
or other desirable points in play. The dealer has
also in his: favour the chance of gaming the two
goints by lifting -a.Knave. (The Knave is called

y many Cribbage-players ‘‘ the Jaek.”)

The -phrase “ playing off,” is:used to denote
slaying- cards which ‘are wide -apart, in.contra-

istinction to its reverse,. ¢ 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 mahn?
a sequence, should he hold the fitting cand. But if,
in dgnswer 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
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“on,” is half the battle, and depends entirely,
should you hold the option, on the relative state of
% s froquent] allow of

t is ently your game, to w of your
adversary’s fonm{)g a squ:enee, in order to c};)me
in yourself for a longer one. To tempt him to
this, play a card close to his, instead of playing off.
Suppese you hold a three, four, and five, and your
opponent leads a seven :—in this case, ulmnfd 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, marking. three, you play your four, and score
for the sequence accordingly.

Observe that the cards are well shuffied between
every deal, and count the whole pack at intervals,
to ascertain its correctness as to number. Do not
reckon your adversary’s hand or crib, until he has
marked his score ; it being folly to assist him in
this operation, though I have frequently seen it
done by goad-naf souls to their own detriment.
I bave always, however, considered that whatever
game we play at, from Dominos up to Chess, be-
comes the merest drivel unless practised according
to the strict rules. Whethe;fyonr stakes be pence
or pounds, let the integrity of the game be equally
preserved.

12
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REMARKS ON BETTING.

‘Waiwe it will instruct you in the art of betting
to advantage, it must ground you in the study of
the points of the game, to examine the different
odds, which are commonly laid, by persons betting
onthe game of Cribhage.

Should you be inclined to bet at any time, first
examine the state of both games carefully ; and by
no means forget who has to deal, this knowledge
being of at%c‘e&::ate importance in forming your cal-
culation. en you have ascertained these essen-
tial preliminaries, the following tables of situations
will be found sufficient, to guide you to a proper
knowledge of the odds, in every part of the game.
. The pegs being even, and each par? being five
holes going up the outside of the board, it is 6 to 4
in favour of the dealer. Such are, at least, the
usual and received odds ; and 6 to 4 is always con-
sidered a fair bet. It may be so, and probably is,
but I own I had rather take it, than bet it.

The pegs being even, at ten holes each, is 12 to
11 in favour of the dealer.

The being even, at fifteen holes each, is 7
to 'il‘hin avon;e(l)f the dealer. B N

e ing even, at twenty holes each, is 6
to 4 inpf:%:ur o';gthe dealer. y

The pegs being even, at twenty-five holes each,
is 11 to 10 in favour of the dealer.

A comparison of all these odds with the various
stages of the game, previously described as* home,”
ﬁc. will show you the foundation of these calcu-

tions.
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The pegs being even, at thirty holés.each, is 9
to 5 in favour of the dealer.

The pegs being even, at thirty-five holes each, is
7 to 6 m favour of the dealer.

The pegs being even, at forty holes each, is 10
to 9 in favour of the dealer.

The pegs being even, at forty-five holes each, is
12Tto 8in fa;zur of the dealer. b

he. ing even, at fifl les each, is 5 to
2in ﬁf:‘li: of the dealer. v

The pegs being even, at fifty-five holes each, is
21 to 20 in favour of the dealer.—Guineas to
pounds.

The pegs being even, at fifty-six holes each, is
7 to 5 AeaINsT the dealer.

The pegs being even, at fifty-seven holes each,
is 7 to 4 against the dealer.

The pegs being even, at fifty-eight holes each, is
3 to 2 against the dealer.

The pegs being even, at fifty-nine holes each, is
RVEN BETTING.—But mark the difference of a sin-
glel ho}e, and never again say, ““ Oh! its only one

ole !’

The pegs being even, at sixty holes each, is 2 to
1, or even more, in FAVoUR of the dealer.

- In every stage of the game, until you come
within the last twenty holes, if the non-dealer is
three points a-head, it is even betting; but when
you get nearer towards the close, a point or two
makes a material difference. For example, sup-
pose the dealer wants twenty holes of game, and
the non-dealer, seventeen,—in this case the dealer
has nearly 5 to 4 the worst of it; for the non-
dealer being 30 nearly at home for his next deal,
may break bis hand, in order to throw a powerful
13
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baulk into his adversary’s crib; or may play his
cards so as to prevent his opponent’s scoring in

lay.

P 'f'he game becomes again equal, when the dealer
wants fourteen, and the non-dealer nine points ; and
also when the dealer requires eleven, and the non-
dealer but seven of the game. But when the dealer
wants only three points of game, and his adv ;
who of course has the first show, wants four, the
dealer has 5 to 4 the best of it, on account of the
many chances he has of playing out ; in addition
to the more remote contingency of his adversary’s
not holding four points. Here, the dealer will
observe, that it is his play not to hold a single
int in hand, should he in so doing, detract from
is best chance, which is to keep three small cards
for play, to have the greater probability of securing
at least the end hole. It is in cases of delicacy like
this, which frequently turn on the winning or los-
ing of a single hole, that pLaY tells most, and the
importance of that single hole is made the more

fully manifest.

n all parts of the e, until within about fif-
teen holes of our, if the dealer is five Poiuts a-head
of his_opponent, he has the best of the game by
something like 3to 1; and, as his adversary nears
the end-hole, supposing him still to be five points
a-head, the odds increase in his favour, to 8, and
even 10 to 1. It is precisely 10 to 1 on you,
should you have to deal, wanting six points only
of game, and your antagonist wanting eleven.

Should the dealer, again, lead his adversary, at
any time, ten points, there are considerable odds
in his favour. Thus situate, in the earlier stages
of the game, you may venture to bet 8, or even 10
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to 2, according to the position; and if very near
to the ending of the game, the odds increase to 10,
and 12, to 1; for itis FuLL 12 to 1 in your favour,
should you dea), wanting only six points of game,
while your adversary wants 16.

If the dealer is, at any sta%:;f the game, five
points behind his antagonist, before he turns the
top of the board,—the former has the worst of the
game by about 6 to 5. Should he have turned the
top by one point, and his adversary six points, the
dealer has the worst of it by 6 to 4. If he has
turned the top six points, and his adversary eleven
points, it is 7 to ¢ against the dealer ; and should
you deal, wanting sixteen of the end, while your
adversary wants eleven, it is just about 21 to 20,
or ’Fl‘:inm to pounds in your favour.

e preceding table of odds is sanctioned and
confirmed by the experience of the first London
pl?ers, during the last hundred years, and is freely
and universally acted on. I must, however, sug-
gest, that caution and observation should be its
constant accompaniments. The chances of Crib-
bage are 8o many and various, that the most des-
perate situations can hardly be termed irretrievable ;
and proportionate care is necessary to be exercised,
particularly by players of sanguine temperament,
that their zeal in betting the larger description of
odds, is not suffered to outstrip their judgment.
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CURIOUS PROB!:BN AT FIVE CARD CRIBBAGE.

. The following game exemplifies the necessity of
carrying out the ‘nil desperandum” principle in
Cribbage, to its fullest extent, since it proves
that it just comes within the limits of possibility
for one pla{er to win the game, not having yet
made a single hole, against his adversary who has
attained the apparently winning point of fifty-

six.

A and B play Cribbage, and B has scored fifty-
six, wanting on¥y five holes of game, while A has
not made a single point. A bas, however, the deal,
and there is a possibility of his yet winning the
game in three shows, with four points to spare.

It is required to know what cards must be dealt
to each , and in what manner they must be
played, for A to gain the victory ?—the following
18 the solution :—

A deals, and gives B one six, two sevens, one
four, and one three, while he deals himself three
sixes, with a three and a two.

B, if a good player, must lay out his four and
three, and hold his six and two sevens in hand.

A, playing well, must discard his three and two,
and hold his pair-royal of sixes.

The turn-up card is a three. .

B begins by playing one of his sevens, A follows
with a six, making thirteen; then B pairs A’s
six, calling nineteen, and scoring two for the pair,
which makes him within three holes of game. A
then plays another six, making twentl- ve, and a
pair-royal, for which he takes six, and as B is not
able to come in with his remaining seven, A adds
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his other six, making thirty-one, and a double
pair-royal, for all of which he marks fourteen points
more.

B then takes two points for his hand, which
makes him within one of game.

A marks twelve for his hand, which makes him
thirty-two holes, (having played twenty.) A next
marks seventeen points for his crib, which makes
him in all forty-nine points.

B then deals, and gives A the three of hearts,
the four of hearts, and the five of hearts, with any
two tenth cards. B gives himself a seven, eight,
nine, queen and king.

A, playing well, lays out his two tenth cards, and
holds his three, four and five of hearts.

B to play correctly, lays out his king and queen,
and remains with his seven, eight, and nine.

The start card is a three.

A then leads off his four, and B follows with an
eight, making twelve. A replies with his three,
making fifteen, and scores two, while B follows
with his nine, making twenty-four. A then comes
in with his five, forming twenty-nine, and marks
one for the end hole, as B is not able to bring in
his last card.

A then marks thirteen points fer his hand,
which is four points more tgoan he wants, and re-
mains the conqueror.

This study will be found well worth following
out with the cards, presenting one of the most
curious pieces of similar calculation ever devised ;
founded as it is throughout, on the fact of both
parties playing uniformly in the best manner ac-
cording to their cards ; without which, there would
not be balf the interest excited in the result.
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CHAPTER VIIL

ON SIX CARD CRIBBAGE.

T'ue game of Six Card Cribl is played, like
Five Card Cribbage, with the whole pack mards;
by two persons, but bears about the same relation
to the scientific variety on which we have here
treated, as DravenTs do to Curss, It presents less
scope for skill, is- more: liable te be controlled by.
the chances of the cards, and is over in half the
time. To many individuals, however, these dis-
advantages are viewed in an osia:?ht, and I
have heard such persons reject Five Crib

as comparatively dull, while. they have patiently
and eagerly recreated themselves with the eix card
game, during many a long winter’s evening. The
simplicity of Six Card Cribbage, the enormous
smount of points oftentimes yielded by the spor-
tive combinations of its cards, and the readiness
with which a perfect knowledge of its mysteries
mway be attained, together with other concomitant
advantages, make up its attractions. To the inva-
mli:i cafd -alfed, :n‘;hn amnumfo g)l;t is hmthprenmed,
which without calli rcibly upon the energies
of the mind, offers Jsllﬂt mﬂ;ym&o exvitement to
wile av:lay time, and charm dowall“we by its -ootl:f
ing and pleasing ministry. .. ter

what I have written on Fae Card ‘bbagel:.ilt;t ap-
plicable to Six Card Cribbage. The latter is played
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on the same board, and after the same lawa ; sub-
ject, of course, to such slight alterations as arise
from the number of cards dealt.

In Six-Card Cribbage, the dealer deals six cards
to each, instead of .five. Of these six, each party
lays out two to form the Crib; and keeps four in
hand. It:will be now my task to show in what
the six-card.game varies :from Five-Card Crib-

€. :
e deal passes, and the start-card is cut up, as
in Five-Card Cribbage. The mode in which . the
cards count is strictly the same. Pairs, Sequences,
Fifteens, &c., are made ona similar plan, and sixty-
ane holes equally constitute the game.

No holes are allowed to the non-dealer at start-
ing ; it baving been fairly deeided by experience,
that-he who has the first deal, has no advantage at
this game. Some may be of a different-opinion
and prefer the deal ; I consider both parties to start
on astrict equality.

In playing the cards, the grand point of. differ-
ence is, that, whereas at Five-Card Cribbage you
only play until the amount of points is thirty-one,
and then drop the remaining cards-—at Six-Card
Cﬁbhﬁ you play them all out to the very last
card. ere are thus considerably more points
made ‘;1zdphy, but it is precisely for this reason,
that good players prefer the other gamie, in which

the whole sometimes turns on the wmnn‘:_gior los-
ing.of a single point ; while at Six-Card Cribbage,
a hole or two are of minor consequence.

At Six-Card Cribbage a point is taken for the
last card p s some writers have considered this
as differing from Five-Card Cribbage, but this. is
more in appearance than reality, since at the latter
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there is equally one poini taken for the last card,
layed according to the laws; that is, the card
orming, or the nearest approaching to thirty-one ;

and as the law commands, that at Six- Crib-
bage every card should be played, the last card
scores for a point accordingly.

Let us suppose A and B sitting down to Elay Six-
Card Cribbage, and by following out their first
hand, you will learn at once the mode of playing
the game :—

A, being dealer, deals six cards to each, one at a
time, the Cribbage-board being placed for counting
in the usual way between them, and B not being
allowed the threefligiles (l;:rdwocu}gbl);:e on com-
mencing a of Five- ril .

Having mz the deal, each player discards two
for the crib, in which he calculates on the princi-
ples already laid down, as to whose crib it may be,
and the start card being cut, the play begins; the
hand of each consisting obviously of four cards.

B leads (suppose) a King.

A answers with a five, and marks two for fif-
teen.

B rejoins with another King :

A plays a six, and marks two points for making
thirty-one.

Here, at Five-Card Cribbage the hand would
end, and the remaining cards would be thrown
down unplayed, but not 0 in the present game.

B continues the play by throwing off a nine.

A replies with an eight. .

B answers with a ten, and marks three points
for the sequence of three cards, composed of the
eight, nine, and ten. He calls at the same time,
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“twenty-seven,” as being the aggregate of the
three cards played.

A’s last card being a five, he can’t come in under
thirty-one, and therefore declares it to he ‘“ a go,”
on which B takes another point for ¢ the go.”

The cards are now all played out, with the ex-
ception of A’s solitary five, which he throws down,
and marks one for “ the last card.”

The hands and erib are then reckoned, and
scored, as in Five-Card Cribbage; each party
making similar use of the start card, or turn-up.
Another deal is made, and passes alternately, until
victory is proclaimed by the conqueror’s attaining
the sixty-first, or game hole.

When the last card played makes up the even
number of thirty-one, you must not take one for
such last card in addition to the two points deriv-
able from the thirty-one; but should the last card
perfect a sequence, or fifteen, to be marked by you
accordingly, you also take ¢ one more” for the
last card.

Asall the cards must be played out, should one
ﬁ:rty have exhausted his hand, and his adversary

ve yet two cards, the latter are to be played, and
should they yield any advantage, it must be taken.
For instance, C has played out his four cards, and
D having two left (an eight and seven), calls fif-
teen 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 point for the last card. Speculat-
ing on this, and other probabilities, you will always
endeavour when you are last player, to retain as

K
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close cards as possible, for this will frequently
enable you to make three or four points, by play-
ing your last two cards, when you would otherwise
make but a single point. But this demands further
illustration, as it is of paramount importance. For
example :—

Suppose .you to hold for the last two cards a
seven and eight, and that your advenar{ has only
one card remaining in his hand, the probable chance
of its being either a six or a nine (in either of which
cases you come in for four points), is eleven to
two; therefore it is only eleven to two, but you
gnin three points by this play, exclusivé of the end-

ole ;—whereas, were you to retain as your last
two cards, a_seven, with a ten, or any two cards
similarly wide apart, you have no chance to score
more for them than the end-hole, as there is no
probability of their coming in for any sequence ;
or if you can retain a pair of any kind for the last
two cards (your. adversary having only one card,
and he being the first player), you by this means
make a certainty of two points, exclusive of the
end-hole. By the same rule you ought always to
retain such cards, as will (supposing your adver-
sary to have -none left) make a pair, fifteen, &c.,
for by this means you gain many points which you
etherwise could not possibly get.

The rules and calculations laid down to assist
you in discarding at Five-Card, are generally ap-
Ehuble'to this game. You have not, however,

ere quite the same temptation to favour your
Crib at the cost of your hand, since the and
Crib comprise an equal number of cards ; indeed,
at Six-Card Cribbage the hands yield more points
than the cribs, from the circumstance of there being
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always one party interested in ing the latter,
while the opportunities of ing points
in play hold out-an additional motive for keeping
tog:,:het good cards in hand.
playing out the hand, after makinga-thirty-
one, or the number nearest approaching to that
point, the cards must be turned down, in order that
Bo confusion may arise from- their being mixed
with the succeeding cards.
- When your adversary declares that he cannot
Kl:y under thirty-one, by wssring “ go,” if you
ve any small cards that wi come in, you must
plalg them :—Example.-
leads a nine.
F answers with a six, marking two for the fifteen.
E plays off a Knave, and calls ¢‘ twenty-five.”
F, sitting with three tenth cards (or other high
amounts), says ‘“ go,” and
E, whose two remaining cards are an ace and
two, or similar low cards, must play them off, though
h: gets nothing by them, beyong the one hole for
the go.
F%ms the remaining play thenall to himself; plays
off his three cards in which order he chooses, and
marks any points they may yield, in addition to
°"r}£‘;‘ tmgf r numbers to be gained at S
re er numbers to ined at Six-
Card Cribbage, makes more countig:;, and con-
sequently more practice in that respect for the
novice. This being the case, I recommend all
learners to play it occasionally, since high num-
bers so uently occur that it forms the best
school of ¢ Cribbage Arithmetic.” Tens, twelves,
sixteens, and twenty-fours here commonly arise, in
lieu of the twos, threes, and fours, frequently marked
K2
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for the hand at the Five-Card game; and unless a
¥erson is quick at counting, he will often lose points

rom not taking his full complement. These very
large hands, however, are what the scientific player
justly considers the weak point of the game, since
they bear down every thing before them, and skill
tells little against them. Science gives place to
crude force, and the engagement rather resembles
a pitched battle of a hundred thousand men drawn
up in close array on a small space, than the excit-
ing manceuvres of one-sixth of the number, ranged
against each other, withan unliwmited space of moun-
tainous country around them.

There used to be a practice in vogue, in some
circles, both at Five and Six-Card Cribbage, which
I mention in order to show that it is not the law at
either game, and is therefore not to be sanctioned.
Flushes in play were permitted to be reckoned
when three or more cards of the same suit fell
continuously. Thus, suppose G led a heart, and
H answered with a card of the same suit, G then
plagring a third heart marked three for the flush ;
and should H play a fourth heart, without the
line’s being broken by any other suit, he marked
four, and so on. The custom must have been, in
my opinion, detrimental to the beauty of the game,
for several reasons, which as it is discontinued, it
is hardly worth while to dwell over.

The most difficult point, in counting, at Six-
Card Cribbage, arises from the falling of long se-
quences frequent(liy in the course of play. Young
and inexperienced players are often in considerable
difficulty to know whether cards run in sequence
or not. Remember, that as in Five-Card Cs:i%bage,
the cards must be counted together, unless the se-
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quence lb:.. brokenpos;‘;:o mwm number the
‘¢ run’’ be com o .
K leads a four,
L plays an eight,
answers with a six,
L rejoins with a seven, and marks three for the
ence, composed of the six, seven, and eight.
replies with a five, and mmarks five points for
the sequence of five cards, made up of the four,
five, six, seven, and eight.

L plays an ace, makes thirty-one, and scores two
points accordingly.

This is a case of very simple sequence to those
which sometimes arise ; I proceed te give you one
of greater difficulty.

leads off a four,
N plays a two,
M answers with a three, and marks three for the
nenl;:le of three cardz. . e for th
s an ace, and scores four pomts, for the
cxl’:ez of four cards.
rejoins with a two, and correctly marks three -
points for the sequence thus formed, by the last
three cards played; viz. the one, two, and three.

N, not yet exhausted, comes in with a four, and
is thus entitled to score, afresh, four points for the
four last cards, which run in a sequence of one,
two, three, and four. In this case you will observe
the four and two originally played are altogétheés

ed, and put out of the question. The
number of pips form an aggregate of sixteen only
in the whole.

M has now to play, and throws down a five,
which forming a new sequence of five cards, yields

‘K3
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him accordingly five points. Place the cards be-
fore you, and you will see that the last five * run”
in sequence, though they have not fallen in regular
order. The aggregate of pips is now twenty-one.

N holds the last card, which being luckily a
three, allows him to mark five more points for the
sequence of five cards, formed by the ace, two,
three, four, and five, which you will find were the
last five played; the three first cards are not in-
cluded, having been thrown out of the connection
by the two which followed them. N marks in ad-
dition one for the last card.

I could give many similar cases of even greater
difficulty, arising from the manner in which cards
sometimes cross each other, and yet are good for
counting in sequence. What I have said, how-
ever, on this part of my subject, appears to be suf-
ficient for the purpose in view. PI‘he longest se-
quence that can arise in play is one of seven cards,
as the aggre%te number of pips falls under thirty-
one, formed by the ace, two, three, four, five, six,
" and seven. If the eight were superadded, the num-
ber would exceed thirty-one.

DIRECTIONS FOR PLAYING SIX-CARD CRIBBAGE
SCIENTIFICALLY.

As I have before explained in speaking of Five-
Card Cribbage, your mode of conduct must be
overned uniformly by the state of your game.
y to your score, and put the final result par-
tially out of view. Whether it is your policy to
play ““ on” or “off,” must be ever the question in
making up your judgment. To calculate this cor-
rectly, it is necessary to teach you the different
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stages of the game, when it may be presumed you
are at home, and have a preference over your anta-
gonist, and when otherwise.

Many professed players hold that the first deal
is an advantage. I d{ﬁ'er from this opinion, and
believe that if the dealer gave only a single point
at starting, he would be beaten to shivers, in along
series of games, by an even player with average
cards. If, then, the pretend a({van e is much
less than one hole, of what value can it be ?—or is
it not truly ridiculous to broach such doctrine ?
When you hear any person asserting the advantage
of the deal, offer to play a match with him of a
hundred games; giving him the first deal every
time, if he in return will allow you a single point
as non-dealer.

Onu an average, a hand, the moderns say, ought
to yield about seven, and a crib five points. It is
useful to remember this in laying out, and to note
the difference between the odds of seven to five
in favour of the hand here, and the superiority of
the crib to the hand 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 here, because he plays last. Pasquin
considered that you were only entitled to twenty-
five points 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 t{e third time, within eleven holes of
game. The present system of calculation is to al-
low twenty-nine instead of twenty-five holes for the
three shows, and to consider that at the end of the
secondround each player is at home at twenty-nine
holes. Of the two systems, this is, perhaps, the
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nearer to truth, thogl; it must not be admitted
with the same confidence as the calculations on
which the playing Five-Card Cribbage is founded.
Let your own experience decide whether our con-
temporaries may not be too sanguine.

Many good players hold that the non-dealer on
starting, can only be considered home if he obtain
twelve holes ; viz. seven for hand and five for play.
This seems to me a little too strong, as I should
judge him to be well home, if his front peg be in
the eleventh hole ; and I consider the dealer home
at sixteen, instead of seventeen, as laid down by
many good judges of the¢ game. Again, Pasquin
calculates that the elder hand is at home, if when
he takes his second deal, his front peg is in the
thirty-sixth hole, from whence he has a probable
right of running home in his néxt three shows,—
while, on the other hand, many players of the pre«
sent day pronounce the elder player to be at home
only at forty-one holes under similar circutnstances.
Truth probably lies mid-way between these compu-
tations ; there {»eing a clear difference of something
like five points, between the calculations of players
of thie old and new schools.

As you are, then, on a parity at starting, being
both at home, Jou will play with moderate caution
your first hand ; making fair risks, but not run-
ning into too wide specuit‘mns. On taking up your
second hand, you will adapt your play to the rela-
tive 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
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should you be more than home, both cases 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 adversary be better planted
than you, and should you take up bad cards, it
will be the best play to keep off, and only endeavour
to stop {onr 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 so many points are to be gained in play, by
the formation of long sequences, you will fre-
uently find it advantageous, having eligible cards
or the purpose in view, to lead, or play, so as to
tempt your adversary to form a short sequence, in
order that you may come in for a longer. And this
op?ortunity is particularly to he 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 answer with the ace, and
your adversary’s second card may not form a fifteen.
In dismissing Six-Card Cribbage, I will just al-
lude to a variety of the game, termed Eicar-
Carwv CriBBace, played on exactly the same prin-
ciples and rules, by two persons, t{nete being eight
cards dealt instead of five or six. Each party lays
out three for the Crib, and holds five for play. The
pumbers yielded are so heavy, that it is not unfre-
quent to make the game 121 instead of 61; play-
ing thus twice round the board. But, in truth,
this species of Cribbage is rarely played at all, and
it is therefore merely necessary to notice the fact
of so silly a sport’s being in existence.
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CHAPTER VIIIL.

ON THREE-HANDED CRIBBAGE.

Tre game of Three-handed Cribbage is not often
practised. It is pla{ed, as its name imports, by
three persons; the board being of a triangular
shape, to contain three sets of holes of sixty each,
with the sixty-first or game hole. Each of the
three players is furnished separately with pegs, and
scores his game in the usual manner. -

Three-handed Cribbage is subject to the same
laws as the other species of the game. The calcu-
lations as to discarding and playing are simi-
lar, but it must be remembered that as three
are independent, and fight for themselves alone,
you have two antagonists instead of one.

Five cards compose the deal. They are delivered
separately, and after dealing the fifteenth, another, or
sixteenth card 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 re-
mains with four cards in hand. The deal and crib
are lorigimxlly cut for, and afterwards pass alter-
nately.

It 18 obvious, that you will be still even, if you
gain only one game out of three, since the winner
receives a double stake ; which is farnished by the
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two losers to him who first attains the sixty-first
hole. It has been computed that he who has the
second deal has rather the best chance of victory,
but I own I see very little difference.

Occasionally, at this game, some amusement
arises from the complicated sequences formed in
plsr, but ordinarily it is a poor-enough affair. It
will frequently happen that one of the three players
runs a-head of the two others so fast, that it be-
comes their interest fo form a temporary league of
union against him. .In this case they will strive
all they can to favour.each .other, and regain the
lost ground ; and in general, players will do well
not to lose sight of this principle, but to prefer
favouring the more backward of the adversaries, to
gx g the chance of a single point to the other.

uch leagues, however, are a good deal resembling

those between higher authorities; in the making
of which, each enters a mental caveat to break it
the first moment it suits his convenience.

The game of Three-handed Cribbage is rarely
played, but it may be safely said that it is practised
quite as much as it deserves.
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CHAPTER IX.

ON FOUR-HANDED CRIBBAGE.

Tre game of Four-handed Cribbage is played
by four 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 de-
cided 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 irre-
gularities he may discover in the computation.
The laws which govern Five-Card Cribbage are
equally applicable here, as to the mode of marking
holes; deficiencies in the counting, the taking too
many points, &. He who marks has a trouble-
some task, arising from the constant vigilance re-
quisite to be ;xt;:ci;ed, in order ll‘IOt to omit sc«;:-
ing points made by his partner ; his own gains he
seldom forgets to take. He who does not mark
should acquire the habit of seeing that his partner
marks the full number he requires. Partners may
assist each other in counting their hands or cribs;
their interests being so completely identified. ’



CRIBBAGE MADE BASY. 109

It is most usual to pla{‘hrubben,and to cut for
E:mm every rubber. e two highest and two
west play together. The ace is always lowest. In
some circles they consider all tenth cards equal in
cutting for partners; in others they allow of pre-
ference, according to rank, as at Whist. is
would, however, be only applicable to cutting for
ers. Also, in some ecases, it is the practice
or the deal to go to the two who cat the lowest
cards for partnership ; but in general, the deal is
decided by a subsequent cut between the two par-
ties 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 the e or
rubber, there must be a fresh cut still for the deal.
Each may shuffle the cards in turn, according to
the laws which regulate this operation at Whist.
The deal and crib pass alternately round the
table as at Whist, from ri?t to left. The usual
Iaws 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 ordi-
m;y way by your right hand antagonist.
he er delivers five cards to each, in the
usual mode, from ﬂght to left, one card at a time.
The remainder of the pack he places on his left
band. Each person then lays out one card for the
crib, which is of course the proﬂerty of the dealer.
The left-hand adv must di first, and so
round the table ; the dealer laying out last. There
is no advantage in this, but such 18 the custom. It
is hardly necessary to say that the crib always be-
longs to the dealer.
As there is but one card to be laid out from the
L
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five received by each player, there is seldom much
difficulty in making up your choice. Fives are the
best cards to give your own cribs, and you will
never therefore give them to your antagonists. Low
cards are generally best for the crib, and Kings or
Aces the worst. Aces sometimes tell to great ad-
vantage in the dplay at this game. When your
partner has to deal, the crib being equally your
own, as if you had it in your proper Bt;ssession,
must he favoured in the same way. fore dis-
carding, always consider with whom the deal
stands.

‘When all have laid out for the Crib, the pack is
cut for the start-card. This cut is made by your
left-hand adve *g lifting the pack, when you,
as dealer, take off the top card, as at Five-Card
Cribbage. Observe that it is the.left-hand adver-
sary who cuts this time, whereas, in cutting the
cards to you at the commencement of the deal, it
is your right-hand adversary who performs the
operation.

- Having thus cut the tume:lp card, the player on
the left-hand of the dealer leads off first, the player
to his left following, and so on round the table, till
the whole of the sixteen cards are played out ac-
cording to the laws. Fifteens, sequences, pairs,
&c., reckon in the usual way for those 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 neigh-
bour. No small cards must be kept up, which
would come in, under a penalty. us should A
play an ace, making the number twenty-eight, and
should each of the other three pass it without play-
ing, not having cards low enough to come in,—on
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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 other three can come in, and on the turn to
play coming round again to B, he plays another
ace, and marks four points; two for the pair of
aces, and two for the thirty-one.

Many similar examples might be adduced, and
there frequently arise difficult and complicated
cases of sequences made this way out of low cards.
Indeed, the playing out ‘of the {md requires con-
stant watchf,m)llness on all sides; much more so,
than in Six-Card Cribbage, for instance. So many
points are made by play in Four-handed Cribbage,
that it is essential to play as much as possible to
the points, or stages, of the game ; sufficient data
resf)ectindg which will be presently given.

n leading off, great care is necessary ; not only
.at first starting, but after every ¢ rest,” or thirty-
one. A five is a bad lead, because the chances of
a ten succeeding it, are so numerous ; aud an ace
is seldom a good lead, since should the second
player pitch what is highly probable, a tenth card,
your partner cannot pair him without making the
ominous number of twenty-one ; a number equally
bad at every description of Cribbage, since the
next player has thus so good a chance of con-
verting it, by another tenth card, into thirty-one.
A nine, again, is a bad lead, for should your left-
hand adversary make fifteen with a six, he cannot
be paired by your partner, without making twenty-
one. Bear this constantly in mind, and when pos-
sible to avoid it by equally good play, never either
make the number twenty-one yourself, nor lead so

L2
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as to compel your parfner to do’ so. Threes or
fours form safe leads. )

The second player will observe caution in pair-
ing a card, so as not to give away the chance of
six for a paltry couple, unless partictﬂarlvaantix:lg 5
or, from some collateral reasons, he may consider
it a safe pair; as in the case of the turn-up’s being
a similar card,—his holding a third of the same in
his hand—the having seen one of the same already
dropped, and 86 on. The same care must be shown
in not playing closely on, unless compelled by the
cards. Suppose your right-hand adv eads
a three, it is obvious, that if you reply with a two
or four, you give your left-hand antagonist a good
chance o¥ forming a sequence, which he could not
do, bad you played off. On the other hand, there
frequent{y arise cases in which you feel justified in
playing ‘‘ on,”” purposely to tempt your adversary
to form the sequence ; in order to give your partner
the chance of coming in for a still longer sequence.
In many situations, a few holes may be ol
mount value, gained at any risk. If the second
player can make fifteen, it is generally better play
than pairing the card led. Towards the end of the
game it is sometimes important to retain cards all
wide apart, when the object is rerely to prevent
your antageonist from making points in play ; but
as you only lay out one card, you have little chance
of assorting your hand as you could wish.

The third player should aim at making the num-
ber below 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.

e dealer knowing he will have to play last
the first round, will sometimes find it advantageous



CRIBBAGE MADE EASY. 113

to hold aces, ar low cards, for the purpose ; parti-
cularly when it is. essential to score a few holes in
play, or when the only chance of game arises from
the possibility of playing out. Holding aces, it is
frequently better play, when you have the option,
to make twenty-seven or twenty-eight, than thirty,
in ordér to have a chance of bringing in your
aces, which sometimes yield a heavy amount of
points at that stage of the computation. When it
18 ‘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
forvsl:ying at all hazards.

en the hand is played out, the different
amounts are pegged, the crib being taken last. He
who led off must score first, and so on round to
the dealer. Each calls the number, to which he
considers himself entitled, and watches to see that
they are scored properly ; whileat the same time he
does not fail to scan his adversaries’ cards with an
observant eye, to see that, through mistake, they do
not take more than their due.

The amount of points to be expected, on an
avern%:; from each hand, is seven, and from the
crib about four to five. From the play, it is com-
puted that each of the four players should make
five points every time. Reasoning on these data,
the non-dealers are at home, at the close of the
first round, should they have obtained nineteen or
twenty points, and the dealers are at home at the
end of the first round, should they have acquired
twenty-three or twenty-four. At the finish of the
second round, with their average number, each set
of players would be forty-two to forty-three. At
the close of the third round, the non-dealers should

L3
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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 calculation, 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, { they can keep it, by holding
average cards throughout the game. Should they
fail in making this g , 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 ob-
serve moderate caution in the first hand, but under
this head it is needless to say more to either party,
than to impress it upon them again and aguain, to
become thoroughly actg:ainted 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
gnme, and when well conducted yields considera-

le amusement. Good Cribbage, before bad Whist,
it will be agreed is universally preferable.
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PROBLEM AT FOUR-HANDED CRIBBAGE.

I proceed to state a curious imaginary case at
Four-handed Cribbage, the occurrence of which is
within the limits of possibility, if not of probability.
Much instruction is to be gleaned from similir
examples.

Four persons, say A, B, C, and D, sit down to
play a game of Four-handed Cribbage, to consist
of sixty-one points. Under what circumstances is
it possible for the dealers to win the game the first
show, though neither one of the four players hold
a single point in hand or crib?—The following is
the answer :—

A and B are dealers against C and D. A deals.

A gives each person a three, four, six, and seven,
with any indifferent tenth card, and being all good
pl;ag'ers, every man discards the tenth card to the
crib.

The turn-up is a Knave, for which A marks two
points, and thus commences the score.

C having to lead, plays off a four, which B pairs
and thereby gains two points.

D then plays his four, and marks six points for
the Pair-roynr.

A comes in with his four, forms a Double-prial,
and scores twelve points. (In trying this over, use
your Cribbage-board, and mark each amount as
made, in order to a perfect understanding of the
merits of the case.)

C now plays his three, not having chosen in
either case to lead his six or seven, lest fifteen
should be made.
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B pairs the three, and calls for two more points.

D drops the third three, and scores six for the
prial, but,—

A comes in with the fourth three, and marks
thirteen points ; being twelve for the Double pair-
royal, and one for the ¢ go,’” since neither one of
the remaining cards will come in under thirty-
one.

C having to lead for the third time begins with
his seven, which B pairs, and so obtains two points.
D plays his seven, and in like manner marks six
points for the Pair-royal ; while fortunate A closes
proceedings with thefourth seven, and again scores
thirteen points; being as before, twelve for the
Double-prial, and one for the end-hole.

The last round produces results exactly similar.
C must play off his six, which is paired by B, and
although D gains as before, six points by playing
the third six, A makes tbirteen points, as in the
former round, by playing the fourth six; for the
Double pair-royal yields twelve, in addition to the
““go.” If you will now add together the number
of points gained in play by A and B, you will find
they just amount to sixty-one, which gives them
the game b Ela{ only. The following are the
amounts made by both parties on each round.

C and D score in the first round 6
— in thesecond round . 6

—_ in the third round 6

in the fourthround . 6

Total . 24
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A and B(the winners) score in the first

round . . . . . . 14
and Knave turned up 2
—_ second round 15
—_ third round 15

fourth round 15
Total . 61

CHAPTER X.

ON VARIOUS DISPUTED POINTS AT CRIBBAGE.

CriBBaar differs from Chess, and certain other
games, in respect of there being no one fixed code
of rules universally observed in its practice. Alter-
ations creep in from time to time, and different
customs prevail in different circles of players. The
law of London may not always be acknowledged
as the law of Launceston or Liverpool, and the
code of regulations used at Whitehall, is perhaps
considered as heterodoxy in Whitechapel. The
best authorities differ on many points of law, as
well in Cribbage as Chancery. Throughout the
compilation of these pages, I have studied to ob-
serve such customs of play as were most in vogue,
and have omitted in my digest of the laws, such
practices as I have found to be either partial, or in-
consistent with the spirit of the game. It appears
now best to recapitulate some of these already
named, and to complete the catalogue by addu;f
such others as I consider to be equally apocryphal,
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but which are sometimes sanctioned by the approval
of g(e:od players, too long accustomed to bits
to be able to forego them. The tyro will thus be
made aware of the existence, partially, of similar
regulations, and will do well, should he play with
strangers, to arrange beforehand as to the admis-
sion or rejection of such laws. I consider them to
be all bad, and some of them ridiculous to boot,
and would never consent to their observance in
any shape.

DEALING AT SIX-CARD CRIBBAGE.

Many persons insist upon the dealer’s deliver-
ing the cards in threes, instead of one at a time.
They githily say, that by giving them in threes the
E:(c)ba ility of flushes, sequences, &c., isincreased,

ause their position in the pack is slightly influ-
enced by the playing of the last hand. But the
scientific player will prefer hands less likely to give
points, as making the game longer and affording
more scope for skill. There are persons, perbaps,
who would like the pack to consist wholly of fives,
sevens, and eights!

ON SHUFFLING THE CARDS.

It is ruled by some sets of Cribbage-players, and
good players too, that the cards be only shuffled
once at the beginning of each game, and that dur-
ing the game the cards used should be placed at
the bottom, merely, of the pack. This is worse
than ridiculous, and I should suspect persons very
tenacious of the point wanted to derive some un-
fair advantage from it. The cards should be shuf-
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fled every hand, the dealer having the right of last
shuffle.

RETURNING CARDS AFTER DEALING.

One of the improprieties, in accasional use, is
the custom of being allowed to return a card to the
pack, and receive another, on payment to the dealer
of one point; having a second exchanged, on
forfeiture of two points, and so on as long ds
the dealer likes to agree to such absurdity. Wh
not each player turn up the whole pack, and pic!
out such cards as he would like to honour by
holding!

FLUSH IN CRIB.

Many Cribbage players allow a Flush in Crib to
be reckoned in Five-Card Cribbage, when the four
cards of which the Crib is formed, tally in suit;
although the same parties would not allow it at
Six-Card. Instead of throwing increased facilities
in the way of making points, it seems to me advi-
sable to act on a contrary plan ; and I consider it
to be most consistent with the spirit of the game,
as the law is generally indeed recognized,—that in
Five-Card Cribbage, as well as every other species
of the game, the Crib is not flushed unless it
agrees with the turn-up in suit.

SHOWING KNAVE FOR GAME.

A practice, highly objectionable, exists in certain
circles; I mean that of allowing any player at the
point of sixty, to have the power, should he hold
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the Knave of the same suit as the turn-up, to throw
it down, before a card is played, whether dealer or
leader, and claim the game. Itis true that if fair
for one, it is fair for the other,-but such doi
are not the less improg:r and unlawful. Better
agree that both parties being sixty, should at once
toss up for game, and thus save the trouble of deal-
ing, and perhaps it were better still, not to play at
all! One party may be sixty, holding Knave, and
the other only fifty-six; yet the latter by scientific
planning may play out, or the former may throw
the game away by bad play.

SHOWING CARDS.

Some people only consider a card shown when
quitted on the table, and other wiseacres carry this
even to the point of allowing cards to be taken u;
again and changed, unless ‘‘ covered,” as they
it, by the adverse card. A card is shown, not only
at Cribbage, but at every other game, if you pur-
posely expose it, having to plal{, 8o that your ad-
versary can call it by name, or if you quit it on the
table, even though the face be downward.

FLUSHES IN PLAY.

As I have already remarked (see p. 100.) there
once existed a custom among certain players, which
islnot nlow in 1vo e, ur::ulative to Flusges formed: in}

ay. It appli to ev escription o
%n{bage gf threee‘(l)r m{ms eardesr{f the gme suit
followed each other in play, points were thereby
derived and scored by the owners. The practice is
now almost totally in disuse.
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SEPARATE START CARDS.

Another improper and illegal rule to which we
need only allude, was the permitting each party to
cut a separate start-card, instead of the card di-
rected by the laws to be cut for their mutual
benefit. It is also improper to propose cutting
again, which is sometimes done by the innocent
novice, should he be dissatisfied with the turn-

up.

CHAPTER XI.
ON FALSE PLAY.

In Anthony Pasquin’s book, which forms the
oundwork of this little volume, he devotes a
hened space to the exposure of certain mal-
practices, introduced and carried to a considerable
extent by the sharpers of the past generation. The
game of Cribbage was pla eX frequently for very
large sums of money, and professors of manual
dexterity were not wanting to take advantage of the
young and sanguine. Not only at Cribbage, but
at Hazard and other games, similar arts have been
exercised. Years were bestowed in learning how
to change a die, or slip a card. With the intro-
duction of improved manners and refinement, many
of these horrors have vanished; and Cribbage is
now played for stakes too low to tempt the prac-
tised swindler often into the arena. Still, it is right
we should know of the existence of such iniqui-
ties, in order to their recurrence being thereby
M
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more fully prevented ; and I proceed to avail my-
self of Pasquin’s full and satisfactory exposz’
of the virtuous practices of our forefathers, as far
at least as the development of a rapid sketch,
taken almost exclusively from his work, of the
chief modes in which the Greeks of the eighteenth
century wove their ““secret black and midnight”
artifices. The learner will gather from this, that
even in our own times he should be cautious with
whom he sits down to play Cribbage for money ;
however specious the manners may be, of his new
and polite acquaintance. Indeed, he who under
any circumstances, plays Cribbage or any other
game, with a stranger, for aught beyond the
merest trifle, must be such a ““ born fool”’ that he
is hardly to be pitied for the robbery he will in all
probability be made subject to. The same remark
may be applied to the bets made so indiscrimi-
nately by the thoughﬂess, with persons whose
uniform rule of conduct is to receive wHEN THRY
WIN, AND NOT TO PAY WHEN THEY LOSE,

The first ies of UNFAIR PLAY, deserving of
notice, is thatsptee?rmed by the ad ¢ QANDING THR
carps.” Suppose A and B to play, and the former
to be in every sense of the word the * sharper” of
the two. He takes two fives, with any other two
indifferent cards ; placing one of the ordi cards
at the top,—next to it, one five, then the other in-
different card, and under it the second five. These
four cards, so placed, A secures in the palm of his
hand, while he desires his adve; to shuffle the
pack ; and, being very generous, bids B cut
them. When this is done, A puts his haad, con-
taining the four arranged , upon the top of
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the pack, and there leaves the cards, he being the
dealer. Consequently, when he deals, the two
fives fall to his own hand of cards, as a matter of
certainty. Anyrg)erson who has seen clever tricks
on the cards, performed by slei%ht of band, will im-
mediately recognize the simplicity of the above

rocess. It is certain that Ey long practice, the
ﬁand may be trained to move much quicker than
the eye of the spectator.

Cards may be also improperly secured upon the
knee, by pressure against the table; and a person
practising this art, may thus obtain the choice of
exchanging bad cards taken up, for good picked
cards, previously secreted from the pack. In like
manner, cards have been found secured says Pas-
quin ““under the hat, or behind your head,” but as
most persons in these degenerate times play cards
with their hats off, the former part, at least, of this
mode of cheating must, I presume, be nearly im-
practicable. That it was done, when Pasquin
wrote, is certain. I quote his very words :—

¢ The method of doing this is, to select out three
or four extraordinary good cards, while your ad-
versary is marking his hand or crib, and placing
the same behind your head. This being done
and the cards properly dealt, you take up your
own cards, which you take care to examine prett
quick, and after laying out any two you thinl{
groper, for the crib, you immediately with one

and put your other remaining cards upon the
pack, and with your other hand take down the
cards which have been secured; then in lieu of

M2
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very bad cards which you possibly might have had,
you have the best wh:’éh can be gyot.”

The simple mode of frustrating these and similar
tricks, is to count the pack frequently, to make
sure of there being fifty-two cards. :

¢* SL1PPING THE CARDS” is performed in various
ways, all of which unite in replmn%ed;ose cards
at the top of the pack, which baving been cut off,
ought to go underneath. When this is ised,
the pack has been previously arranged, in such
manner, as will best square with the base designs
of the party performing the operation. Our police
reports show that there are men ‘about town”
always prepared with new cards in their pockets,
properly ““doctored.” Such persons oun sitting
down to play with a stranger, call of course for
unopened packs, but take an early opportunity of
exchanging the cards for those previously initiated.
This is less frequently tised, since the exten-
sive introdl:lcltﬁi_on of cards with the bacl:r::iolg:red
in so many different patterns; prepared s bei
generally Zf the common form with white backx;.mg

A mode of shifting by sleight of hand, the posi
tion of the pegs on the Cribbage-board has
detected. In performing this operation, imagine
A has to score six : he takes out both his pegs
together, and advances them, say ten points on the
board ; but replaces both simultaneously, with the
correct interval ;)f six holel:: bl:toarmd bthem. B, his
opponent, just glances at the , but seeing that
A’s front peg only precedes his back peg gy i
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holes, is quite satisfied as to the integrity of the
proceeding. A similar device is executed, occasion-
ally, as follows ;—The sharper being about to lay
out for the crib, takes the two cards he intends
discarding, and fixes them with his third finger on
their baclgs, while his other fingers are in front of
the cards. Then, holding the cards fast in his hand,
he covers the pegs on the board momentarily from
the view of his adversary ; and, with the dexterity
arising from much practice, takes out, with his
thumb and forefinger, any one peg he likes, and
places it where he chooses.

To mark the four fives on the backs, so as to
kngw them at a glance, is another method of swind-
ling to be added to the catalogue of crime. Pasquin
says, that a practitioner thus acquainted with
the fives, can, in dealing, avoid giving one to his
adversary; slipping it elsewhere, and dealing him
instead, the next card. Placing the fives at the
bottom of the pack, and thence dealing them into
the fellow’s own hand, is also a *‘ruse,” against
which the inexperienced should be on their guard,

Another plan for cheating is concocted by taking
two or three cards (generally small ones) out of
the pack, and putting them away altogether, or
drogping them on the floor, which not being known
to the unsuspecting dupe, makes him play, through-
out the game, at an immense disadvantage.

In prepared packs of cards, the fives, sevens,
eights, &c., are sometimes marked on the corners
of the backs, with spots of different numbers, and
placed in a different order, according to the cards

M3
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they are intended to denote. This is done either
with clear water, or else water tinged with Indian
ink, 8o as to be distinguished only by such persons
as are in-the secret. For Whist, Aces are marked
with single spots on the two opposite diagonal
corners ; Kings, in the same way, with two spots;;
Knaves, with the same number transversed, &c.
By way of variation, such marks are frequently
made with the point of a penknife; showing
merely a slight abrasion of the polish, but as legi-
ble to the *professor,” as if the characters were
written in letters a foot long. Moreover, in pre-
pared packs of cards for Cribbage, certain cards are
cut of different lengths, called LoNGs and smORTS;
the s1xEs, sEVENS, EIGHTS, and NINES being all cut
somewhat shorter, and the fives, together with the
. tenth cards, cut narrower than they were when fresh
from the card-maker. Aware of this, the adept,
when requiring the start of a particular card, can
cut accordingly. Example :—

A, having prepared the cards properly, and want-
ing a six, seven, eight, or nine to be the turn-up,
lifts the cards by taking hold of them at each end,
by which means the sixes, sevens, eights, and
nines being shorter that way than the others,
the probability is very great that one of these will
be uppermost, and will present, consequentl{, the
card required by A. On the other hand, should
A wish for a tenth card, or five, to start, he lifts
the cards by taking hold of the pack on each side,
which makes it matter of mora.{) (or immoral) cer-
tainty, that some one of the cards desired will tarn
up. Cards thus cut down are termed “brief cards,””
and are generally pared at the edges with a sharp



CRIBBAGE MADE RASY. 127

knife. The difference of size is quite impercepti-
ble to those unacquainted with the trick.

One card is sometimes introduced into the pack,
rather larger than any of the others. Such cards
are surre})titiously procured from persons in the
employ of card manufacturers, and are termed “ old
gentlemen.” The followi:g will exemplify the use
to which they are appli .—B{ fixing any card
under it, which may be thought eligible, A can
always have the card so placed for a start, should
his adversary have the deal; or by selecting two
fives, with any other one card between them, and
placing the three cards together under the said
““old gentlemen,” A is enabled to make his adver-
sary give him, in dealing, the pair of fives, by cut-
ting the cards where he feels the “‘old gentlemen.”

Benpine THE cARDS.—A fruitful source of viL-
LAINY arises from preparing the cards by bending
them. Three or four s will be turned down
finely at one corner, to serve as signals to cut by,
and sometimes the cards arehent twodifferentways,
to cause an openingorarch in the middle. This is
done when the swindler wishes for any particular
card to start, and can by any means ﬁnx such card,
and place it at the top of the pack. Suppose A to
.have done this with impunity, he proceeds to bend
the upper part of the cards up 3, and the lower
part of the cards downwards; then, dividing the
cards, and placing those which were under, at the
top, the two cards which have been bent opposite
ways will be found together, and will form a cavity
like the arch of a bridge ; by which means A per-
ceives where to cut for the card he wants.
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Another method of bending the cards is recorded
by Anthony Pasquin, as having been in his day
extensively %ractmed at Cribhage. This consists
in bending the sixes, sevens, eights, and nines in
the middle long ways, with the sides downwards ;
by which means it 1s extremely easy for A to have
one of those cards for a start, by cutting where he
perceives a card bent in that manner; taking pro-

care to leave the card so bent uppermost, that
it may rise to his wish.

The last point worthy of notice, before we quit
this odious part of our subject, is one e%ually
deserving of attention by players both at Cribbage
and Ecarté; as there is little doubt of it still being
occasionally adopted at both games. Under pre-
tence of taking an interest in your success, and
perhaps, under cover of some trifling bet on your

lay, A looks over your hand, and by means of his

oot, or fingers, makes B (your adversary, and A’s
confederate), fully ac(luainted with every card you
lay out ; which knowledge enables him to manage
his hand accordingly.

Many other tricks might be mentioned, of a
similar nature, descending to the very remotest
depths of rascarLiTY, and making the philesopher
shudder with di t at the viLLAINY of his species;
but it is presumed enough has been heresaid toplace
the tyro on his guard,—at least against the snares
‘of strangers. From the artifices of his friends, he
inust learn to protect himself.

THE END.

GILBERT & Rivixaron, Pri , 8t. John’s 8q
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CHESS MADE EASY ; BEING A NEW INTRO-
DUCTION TO THE RUDIMENTS OF THAT
SCIENTIFIC AND POPULAR GAME; WRITTEN
EXCLUSIVELY FOR BEGINNERS. By GEORGE
WALKER. Lonpon, 1836, 16mo., WITH NUMEROUS
DIAGRAMS. PRICE 3s. 6d.

Eztract from Bell's Life in London, of June 27, 1836.

‘CaEss MADE EAsy.—A most useful little work under this
title, being an introduction to Chess, from the pen of Mr. George
‘Walker, has just been published, which in addition to its other

dations, p that of cheap The principles
and laws of the game are laid down in a clear and intelligible
manner, so that those “ who run may read;” and as all doubts
and difficulties are met by imaginary cases, the elucidation be-
comes clear to the most inexperienced. We think it one of Mr.
‘Walker’s best efforts, and we have no doubt it will be so consi-
dered by all lovers of the game. It should be in the hands of
all who wish to lay a solid foundation for b i depts at a
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&gam;, the study of which is becoming more extensive every day.”
c. &c.
Eziract from the Bristo} Mirror, of July 3, 1836,

“This elegant little volume is written exclusively for beginners,
and is intended by the author as an introduction to his ¢ Treatise
on Chess.” It is strictly adapted to serve as a first book for per-
sons who know nothing whatever of the game, and is illustrated
with numerous d . The lovers of Chess owe large obliga-
tions to Mr. G. Walker. His publications are all valuable, and
are all equally distinguished by clearness and brevity.”

Extract from the Gentleman's Magasine, of July, 1836.

¢ The author of several works on this prince of games, has pro-
duced this little volume in the most captivating form, to attract
the ion and he the difficuities of incipient players.
‘We are informed that in the great match by correspondence, be-
tween the Paris and Westminster Clubs, it was agreed that the
games should be played according to the rules laid down in Mr.
G. Walker’s larger treatise. Beginners and domestic players
may I::nle}',efore rely with full confidence on the authority of this
manual.

Extract from the Liverpool Merexry, of July 8, 1836.

““We have looked through this little work, and having some
little knowledge of this noble game, to which it is an introduc-
tion, we can confidently recommend it to the attention of
ners. The leading principles of the game, and the best manner of
opening, are laid down in a clear and intelligible manner, and
the mists of seeming mystery which perplex and dishearten the
tyro, are dispelled with an able hand. Mr. G. Walker has at-
tained considerable fame both as a player and an author, and we
think this Chess primer likely to add to his laurels. We are
sure that one effect of this cheap and intelligible Treatise will
be to extend the knowledge and practice of this fascinati
game much beyond its present limits.”

Eztract from the Atlas, of July 17, 1836.

“An elementary book, that may fairly be called ¢ The Chess-
player’s first book.” It developes the principles of the e in a
very clear and llm&le way, and those who apply themselves zeal-
o im it, until they have mastered its contents, will be in a
condition to enjoy the more erudite treatises, amongst which Mr.
G. Walker’s larger work may fairly be admitted to a place.”

Exztract from the New Sporting Magazine, of July, 1836.
* A little volume, truly designated as the Chess-player’s first

-
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book, in which the elementsof that dal.l‘;html game areso clearly
and simply explained, that with a te share of attenti
the dullest capacities soon acquire them. Itis an excellent
introduction to Mr. G. Walker’s more elaborate Treatises on the
same game.

Eatract from the Metropolitan Magasine, of July, 1836.

¢ Chess made easy ! we beg Mr. Walker’s pardon—he has done
as much, nay, more for Chess, than any other man now living,
but easy he will never make it. Were it so, it would not be the
noble it is, nor deserving the ronage and attention of a
man so nted as our erudite author. Certainly these pages
are the best leading strings in which to put grown gentlemen,
who are ambitious of some time becoming a Waiker on Chess.
Nothing could be better arranged, or more lucidly explained, than
is the matter of this little Treatise. We play Chess ourselves,
and do not speak ignorantly. It is the best book to ask for, for
persons wishing to learn the game.”

Eztract form the Scoteman, of July 27, 1836.

“The scientific and finely complicated game of Chess is not.
we believe, very generally pursued in this country (Scotland),
principally owing, no doubt, to the difficulty of exploring its deep
mysteries ;—a difficulty greatly obviated by the plain and easy
instructions laid down by Mr. George Walker in this neat little
volume. The author seems himself to be an enthusiastic devotee
of the , and he is ally reckoned, we und d, agood
authority in regard to it. Numerous wood cuts are introduced,
to show the moves of the various figures; the laws adopted by
the first Chess societies are given, and the elements of the game
are developed in 8 masterly manner.”

IL
The Second Edition of

A NEW TREATISE ON CHESS; CONTAINING
THE RUDIMENTS OF THE GAME, EXPLAINED
ON SCIENTIFIC PRINCIPLES; WITH THE
BEST METHODS OF PLAYING THE MOST
BRILLIANT OPENINGS, AND DIFFICULT ENDS
OF GAMES ; INCLUDING NUMEROUS ORIGINAL
POSITIONS, AND A SELECTION OF FIFTY NEW
CHESS PROBLEMS. By GEORGE WALKER,
Lonpon, 1833. Pocker size. PricE 6s. 6d. BOUND
IN CLOTH.
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Eziract from the Monthly Magazine, for June, 1833,

“ Some twelvemonths since, considerable excitement was pro-
duced in the Chess-playing world, by the appearance of a little
work, at the very low price of three shillings, professing to teach
the science of Chess. The high-priced aut! ors were scandalized
at this innovation in Chess literature, and of course predicted
the failure of the cx?rlment :~but the matter at issue was in
the hands of an enlightened public; and before the expiration of

, the call for a second edition has dissipated for ever the
go en 'visions of the writers of guinea octavos in large type. The
price of the volume has now been raised to ﬁveshlllingﬂ and six-
renee, but the additional matter, apart from its intrinsic worth,

in bulk to the original. That beautiful opening, knowa
by the name of its inventor, Captain Evans, upon which very
little has hitherto been written, occupies many pages of the work.
The analysis has been most carefully made, and the best modes
of attack arelaid down with an air of decision, that at once gains
the student’s confidence, and shows the authoar to be thoroughly
acquainted with his subject. * ¢ ® ¢ ¢ ®* When all is good it
is difficult to particularize, but we may t attention to the
chapters on the Muzio and Bishop’s Gaml as being particu-
larly worthy of commendation. e ends of games with Pawr ~
are hlghly instructive, -nd the problems ingenious and ente.
taining. We have no h in p ing this to be not
ly the best book on Chess that has ever been written, but one
h, with alittle addition, would en supersede the neces-
lityofotherworh, noﬁrunhmwmipneﬁulu tility.”

Exiract from the Liverpool Mercury, June, 1833,
¢ Every admirer of the noble game of Cheu :hould possess thi-
work, and if he be desi of b he
study it attentively. We claim to know lomothing of Chess-play-
ing ourselves; and having looked into-Mx. Walker's book care-
, have no hesitation in giving it the prdmee over all
others. There is some fine plnydovdopodinthc Ends of Games
with both Pieces and Pawns’ (p. 139), as well as in the ¢ Ends
of Games with Pawns (p. 127). The student on Chess will
find his advantage in closely considering the effect of many of the
moves in these two portions of the volume.”

Eaziract fm' Le Palamede, Monikly Chess Magazine, pudlished
in Paris, by M. De La Bmdoumic,ap?? 229,
¢ Cet ouvrage offre un excellent résumé de tout ce qui a été
écrit de mellleur sur le jeu, et quelques nouveaux débuts ingé-
nieux, dont plusieurs sont de I’invention de M. M‘Donnell.”
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II1.

A SELECTION OF GAMES AT CHESS, AC-
TUALLY PLAYED BY PHILIDOR, AND HIS
CONTEMPORARIES. NOW FIRST PUBLISHED
FROM THE ORIGINAL MANUSCRIPTS; WITH
NOTES AND ADDITIONS. DEDICATED TO THE
MEeuxsEeRs or THE EDINBURGH CHESS CLUB. By
GEORGE WALKER. LoNDON, 18356. POCKET SIZE.
PRICE 65. BOUND IN CLOTH.

This volume includes games played by Lord Har-
rowby, Count Bruhl, Dr. Bowdler, Mr. Atwood, Mr.
Wilson, Signor Verdoni, The Hon. H. Conway (after-
wards Lord Henry Seymour), Mr. Leycester, and M. de
Beaurevoir. Fifty of these games were played by Phili-
dor himself, and none of them have ever been before
published.

at Extract from the Metropolitan Magazine, for June, 1835,

7 ¢ Who has not heard of PHILIDOR, the phenomenon, the
-PAGANINTI of Chess:—in a word, the greatest dglayer who ever
lived. If his fame only rested on the extraordinary faculty he
P d, in 8o emi a degree, in the art of conducting one,
two, or three games of CHEsS at once, without seeing either of
the boards, little chance would there be of its suffering obscura-
tion; but when, in addition, we know that he could give odds to'
every player of his day, and was the author of the then best trea-
tise on the subject,—when we know that his fame was greater
than that attained by any other Chess-professor in any country,
orat any time,—when we read that kings were glad to hail him as
their guest, and nobles felt honour at being invited to witness his
wonderful performance,—then we say the conviction becomes
certain, that his Chess-laurels will never fade, and that the bright
light of his glory shall shine to the end of time, upon his liege
followers and subjects.

“‘ The book before us is a selection of games actually played by
PrILIDOR and his contemporaries; and this publication adds
another obligation to those already incurred by the Chess world,
to Mr. GEorGE WALKER, the well-known Chess-player, for his
uniformly persevering exertions to extend the knowledge of Chess
in England. We have gone through some of the games, and
fully upﬂpreclau the exquisite skill and genius frequently elicited.
About fifty of them were played by Philidor himself, and are all

N




6 Works by George Walker, .

well worthy of his fame. In this work he may be said to live
over Again. ‘We see him as he took up his daily position in
Parsloe’s Coffee House, ‘ his soul in arms, and eager for the fray,’
while BowpLER, BRUHL, Lord Harrowsy, and others of
equal note, stand reverently around, and hang upon their master,
to catch some 3, of his inspiration. ¢Peace to the souls of
the heroes—their deeds were great in fight.” Let no one smile at
this enthusiasm, until they have won a game of Chess of one
worthy of the great contention.

‘““Mr. WALKER'S notes are voluminous, and always to the pur-
pose. He breaks new ground in CHEss, by dismissing in some

the formal le in which previous Chess
authors wrote, and udopts a more 1:{ nt mmner of communi-
cating instructi As n the country, or

by the hearth of a rocd-side inn, on a peltin, wet day, his book
would be a real treasure ; and in packing the portmanteau for
our annual run in July, deeply do we vow to remember its me-
rits,” &c. &c.

Eziract from Le Palamede, p. 299.

¢ Ce volume curieux est extrait d’'un manuscrit original dé-
couvert depuis u, et dont nous devons 1a publication & M. G.
‘Walker; il con nlg;md nombre de parties jouées par Phi-
lidor et ses oontempo Grace A cette publ on intéres-
sante, nous pouvons juger de la force du plus grand joueur connu.”

Iv.
New Edition of

STURGES’ GUIDE TO THE GAME OF
DRAUGHTS; IN WHICH THE WHOLE THEORY
AND PRACTICE OF THAT SCIENTIFIC
RECREATION ARE CLEARLY ILLUSTRATED;
INCLUDING THE CELEBRATED HUNDRED-
AND-FIFTY CRITICAL AND BRILLIANT POSI-
TIONS BY JOSHUA STURGES, DISPLAYED ON
SEPARATE DIAGRAMS. REVISED AND IMPROVED
BY GEORGE WALKER. LoxpoN, 1835. Pocker
sIZE. PRICE 4s. 6d.

JosHUA STURGES holds the same rank among writers
on Draughts, that GIAMBATISTA LoLLI fills in Chess;
and his work is by far the most complete ever published.
It has heen many years out of print, and the Publishers
believe they have done Draught-players * good service,”
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in thus giving them a new and cheap edition. The book
is printed in a very small type, so as to comprise more
matter than many volumes of larger external pretensions.
A new Introduction to the Rudiments of the Game is pre-
fixed, as well as the Laws of Draughts.

Exziract from the Atlas of April, 19, 1885,

“Stunrers was an enthusiast. He spent his whole leisure in
the cultivation of his favourite pursuit. The game of Draughts
was to him all in all, like the first book in JacoTor’s S8ystem of
Education. He unravelled all its difficulties, and traced its in-
tricacies tol;l:eir l:;t nmiﬂll:ulom. . ;“'ﬁ: . byl{l. WaLxER
has greatly improved upon the original n, arranging its
contents in more 1 order, and in enlarging and improving
the Introduction. The book is a charming book of its kind,
although, as Chess-players, we have less o) of the attractions
of ts; but we are certain there is more beauty in the game
than Chess-players generally care to explore. Those who are
curious in the matter cannot do better than try some of the cri-
tical ¢ Positions’ elucidated in these pages. We promise them
abundance of sport, even should they reap no further advantage
from the e: ent.”

Extract from the Metropolitan Magaszine, of June, 1885.

¢ We love all games which depend on fine skill for their con-
duct, and in devoting ourselves, ‘imprimis’ to Chess, leave a
nook in our llection for the simpl ! of Draughts; at
which many a desperate battle have we sustained ‘in our young
days,’ before we were compelled to fight those battles in real life,
in which, too often, both parties lose. Draughts contain quite
enough of difficulty for simple minds, and may be acquired in
one-tenth the time it takes to obtain even a slight mastery of
that finely complicated rt—Chess. Mz. STURGES was the
best writer on Draughts eve:’:lfpenred. He was frequently
sent for, to exhibit his wonde: skill in the game, before
Gzorek IV., when Prince of Wales, and his companions, Lorp
YARMOUTH, SHERIDAN, and Fox. We have here a reprint, in
a portable form, of Mz. 8TURGES’ work, with a clear, clever
introduction to the game by M=. WALKER, and considerable
impr in the of giving the critical positions of
S8rureEs, which are here displayed on diagrams, to the number
of one hundred and ; and thus afford a pleasing source of
amusement in their y, without the essential accompaniment
of board or men. ®* ®* ¢ ¢ ® ¢ Once more we say, the com-
munity is indebted to MR. WALKXR, for his energy in the cause
of scientific disport.”
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A New and Original Work, entitled,

THE SPORTSMAN’S CYCLOPZADIA ; COMPRE-
HENDING THE SCIENTIFIC OPERATIONS OF
THE CHASE, THE COURSE, ANDOF ALL THOSE
DIVERSIONS AND AMUSEMENTS WHICH HAVE
UNIFORMLY MARKED THE BRITISH CHARAC-
TER, AND WHICH ARE SO EXTENSIVELY PUR-
SUED BY THE PRESENT GENERATION; IN-
CLUDING THE NATURAL HISTORY OF ALL
THOSE ANIMALS WHICH ARE THE OBJECTS
OF PURSUIT, WITH ILLUSTRATIVE ANEC-
DOTES. By T. B. JOHNSON, AUTHOR OF THE
¢ SHOOTER'S CoMPANION,” &c. &c. In One large
Volume, Octavo, illustrated with numerous highly fi-
nished and emblematical Engravings. Price 1L 1ls. 6d.
BOUND IN CLOTH.

THE Alphabetical Arrangement of this Work will
afford every facility to the Reader, and its leading fea-
tures will be found to contain the Whole Art of HORSE-
MANSHIP, or the SCIENCE OF RIDING. The DOG
in all his Varieties, with his Diseases, Manner of Cure,
and the Mode of Breeding and Training him for the dif-
ferent Pursuits; Directions for entering Hounds, and
HUNTING the Fox, Hare, Stag, &. THE SCIENCE
AND PRACTICE OF SHOOTING FLYING, as well
as every Information relative to the Use of the Fowling-
Piece. COURSING, with Notices of celebrated Grey-
hounds. THE RACE-COURSE, with its Operations,
in all their Varieties; of Breeding and Training the
Racer, with particular Notices of the most distinguished
Running Horses. THE COCK-PIT, and Management
of Game Cocks. THE WHOLE ART OF ANGLING
AND FISHING, in all their different forms, &c.

N.B. THESE WORKS MAY BE ORDERED SEPA-
RATELY, THROUGH THE MEDIUM OF ANY COUNTRY
BOOKXSELLER.
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