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1. In this game 52 cards are used, the C=1
‘W-=1 cards being withdrawn and
“Pauper” cards substituted. = = a8
" 2. Each suit has a distinct value the C suit being
~ highest, R next, then O and W. Thus any C card
willtake any R, O or W cards except when one of these
is trumps, in which case the trump suit is highest, the
values of the other suits remaining relatively as stated
“above.  The “Prince” card always ranks as the highest
‘trump, irrespective of the trump suit. i
Example—Any C card will take
any R, O or W card except of the
trump suit. If, for instance, W is .
turned trump, it is considered the -
highest suit and will of course take
the C cards and any other suit
during that hand. : i

THE “PAUPER”
- 3. The “Pauper” card loses 10 points for the
player who takes it. The player to whom this card is
dealt may get rid of it by playing it third hand or

' NOTE—The *Prince” and " Pauper’” cards ave usedinthis game

only. All other games in this booklet are played with the fuli thivteen
cards of each suit.
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6. The cards should be assorted in the player’sl;‘
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" the dealer turning the last card face upward on the .

p suit.
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For Two or More Players
1. In this game each sui ‘an.

gher_e are no trumps. s:u ;tllhi;an it bt

Prince” and “Pauper”.” St el i

2. Shuffle the cards and deal si : L
th six to each pl L
the player receiving the first card dealt taniiygeli';'

face upward on the table i ins ti

S , where it remains

gf}:l is completed, when he places it in his hand v:lltlhtl?x:

o etx; cards. This determines the Kid-O suit, and the

thg ?‘st_card dealt of that suit is termed
e Kld-O Card”, and coants five points for

same as the others in value, mrnTT e
3. In playing suit must be followed if possible

the highest card qf.‘vthe.s,h';t’ledztvakéng the trick.

4. The scoring is governed by the tricks as fol-
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Whe L seven hands have been played the player
shaving the smallest score against him wins the
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THE GAME OF

CIOAT

: :75‘&;1 ] Great Fun for Children
i * Any Number May Play"

Deal the entire pack although it may give some
players more cards than others,

the trick.- The player who -

Yo e The ob;ect of the game is to obtain 'fourt cam%;atc:}fl
| *“the same number, as four 3's, four 8's, etc. Esch
 pla er picks up his cards and after sorting theréxl, .
play d from his hand and passes it along the table, a;e - its no trumps hav
gcaf ard, to the player at his lett, all playing at f)d e ‘ 'e it .a i g
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. 'For Three to Seven Players

" 1. Shuffle the pack and deal seven cards to each

- player. - The top card of the remaining pack is then

" ‘turned face upwards. This determines the trump and

is called trump card. - If -the trump card be a

; \ rivilege of placing it in

‘card he pleases, placing -
er the pack. Thisis

s

2. If the “Five” is not turned up, and any
yer Holds the *Five™ of the trump suit in his hand,
e must “graft’” the turned-up trump
.. discard the *Five”” tak %2 he trump card

b ve p IS

g donis said.»_to be “killed”’

» SCORING . \
7. “The number of points’ won or lost by each
player is determined by the points bid, as ex-
_plained in Rule 4. Should a player win five tricks
- ormore he also scores 1 point for each tric|
takken over four, in addition to his bid. -
'~ When seven hands in which bids we
been played, the player having the larg,
points to his credit Wins the Game, '/
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wins four tricks, the hand
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6. e player at the left of the dealer begins the
. - game by leading any card he chooses. The other
v plaxers may follow suit or trump as desired,
. butif a player has no card of the suit led he may trump
or throw away a card of some other suit at his- option.
3 ‘I‘-Ilghest trump takes the trick when trumps are led (see -
* “Rank of Cards”), and trumps take all other suits, . ..




s 3. If a player picks up the “cop” hand, he may
- discard any card he chooses and take up the tumed-up
~ trump in its place. Any player who thinks he
cannot take a trick may “resign’” and not
_play his hand. Should all players up to the one at
he nght of the dealer “resign”, the player to the
ealer’s right is forced to either play his
‘own or the ‘“cop” hand, o¢r allow the
dealer to score five points.

PLAYING

4. When all the players have declared their de-
£ Content - Tesigning or playing the “cop,”
aining in the game, at the left of
uit, the others playing
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4. The player at the left of the dealer begms the
game by leading any card desired. The other players
must follow suit if they have it. If a player has no;
card of the suit led, he may trump or “throw away”,
he chooses. The hxghest card of the suit led takes the‘
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of the same or different suits’ whose numbers
total 7, counts 2 points, even _though the




and the winner leads for the next.

in hand till the pack is exhausted.

The game is usually ten points and t}xe

points score as follows: — ‘
High (13 of trumps),
Low (1 of trumps),
Jack=Daw (5 of trumps
Game (see below),

After each trick is played, the players, -
beginning with the one who took the trick,
draw a card from the top of the pach. '
Each player consequently continues to hold sx.x’kcaerds :

1
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In counting for Game the following cards only

qualify:—

A total of 80 points.
- points or over (when two play) makes “Game”.
High is the only sure point. Ll

" Low, Jack-Daw and Game are eac
* by the player who takes or scores the:
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. “’l i< 3 (3

12 (13 ¢
11 (X4 13
lo 3 41
5

(x4 X3

heet of paper 8.
small checkers or buttons are also re:

n the bases.
The e

ot
€
“’

33
13
3

2
10
1

43
43
(33

Thus the player making 41

in play.

 scored.

- has tur eld car
d to the

opponent plays a car center of the table. ,,The

*.'dealer must follow suit if he has it, but otherwise may
trump or throw away; as he chooses. The highest card
of.the suit led takes the trick; trumps take all other . -

uits-. b g 7 b Y

ward on the first card. = The play proceeds in this way
until three are “out.”” lhe “opponent’ then .

* takes the field and the first dealer has his *bats”; the
~game  proceeding ‘as above.: ‘Two  hands' make an

inning, nine innings make a game; extra innings in
case of a tie in the 9th. The score is kept same as in
the regular game of baseball.

: efore the second trick is :'plajed the dealer turns
- the second card of the “field pack”, placing it face up-




VALUE OF THE FIELD CARDS
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d ‘places the combination
He then discards from his hand -
one card for the card drawn, ~ If he does not use the
+. . card drawn, ‘e places it face upward, by the side of
~%  the “reserve pile”; If the dealer can use the
~ card which the first player discarded to
form a combination, he takes it in his hand, and
placing the combination on the table, discards a card
4 irom his hand. If he cannot uselthe discard
e draws a card from the reserve pile.. . . a No. 1 card face uf i ; ying
. The play proceeds in this manner till one of the . If he has a 2 i ;ip:;:;targdm T e Gblsy
~ players succeeds in placing upon the table, his origi= - No. 1 card, th E
nal ten cards 2nd one more, eleven cards to play cards in
> : : hand or from the t

from 13 to 8.
scent” .
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If neither player succeeds in doing this, the game f.‘player_' bniilds;'gp as i,
is adraw, | “‘‘ascension’; the seven cards fr e
- 1 board, scoring 5 points.” The player who ;Téty'lvl:‘ e

the seven takes the ‘““ascension”’ pil L

\ ; : d scores
the 5 points, even though it may h ve been it &
six by some other playe%. i) : av’e e bmlt e




lay for a i“descent’’,
own to 8, before he can

can the next player proceeds in like manner.

player has made an “‘ascension’ and is making a

.*descent’’ he may:draw from his oppon=

ent’s drome pile or reserve cards any num-. -
bers which may assist him in making the “descent” pile, .

providing the opposing player is not also making
‘a ‘“‘descent” R e P

' Explanation :—If “A”.'-thé firat.

player, is making a ‘descent”,

while “B’”, the second player, is
making an “‘ascension” “A’’ may

- draw from B’s reserve or drome’

i pile any top cards numbered be-
tween 13 and 8, providing he can

always play one more card beyond

the last one drawn from his oppon=

. . ent.:*B”:may, in like manner, in
turn, draw from ‘“A’s” reserve or

drome pile any top cards numbered

from 1 to 7, which may assist “B”

in making his ‘ascension”, pro=

vided “A” is making a ‘“‘descent.”

7. No player, however, shall complete
an “ascension” or ‘“descent” with a card
drawn from his opponent. This must be
done with a card played from his hand or

+-+We: believe: "AVIATI
learned and skilfully played,
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