card on it (since the object is to get rid of the Club
C cards) or a card of any other Club.

The highest card of the Club led takes the play,
and the winner leads to the next play, and so on
until the hands are played out, when the polnts
are counted and another deal Is made as before.

The entire object of the game is to avold taking
any Club C cards and to get rid of those held.

A player having a card of the Club led and not
playing it (playing a card of some other Club in-
stead) is fined thres points

In playing, the cards of each Club rank in value
as follows: 1st, Ruler card; 2nd, Ne. 12; 3rd, No. 113
and so on down to No. . (There are no crowned
or allied cards as in game No. L)

After each hand i3 played out, one polnt is
scored by each player for every Club C card he
has taken ln. The player first scoring 20 points
loses the game, and should be made to pay any
reasonable penalty, to be named by the player
having the least number of points. Or,the remaln-
Ing players may continue the game until all except
one have scorsd 20 points. This one player then
wins the game,

As a general rule, during the first part of the
play, each player should get rid of his highest
eards of all Clubs, the object belng to get the hand
in such shape that toward the latter part of the
play .or when the Club O cards begin to be played)
he can avold taking any plays. Club  cards
should never be led unless they are such low ones
that you are sure some one will be compelled to
take thom. Thus, the Club C eard C1 or C2 can be
lod, as the other players must play a bigher Club C
card on it, and thus ko it

FAMOUS PAINTINGS, No. 3

In this game the numbers of the upper left
hand eorner, only, afe used.

Deal four cards o each player, and turn four
faze up on the table. If the player at the left of
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the dealer finds that by adding the number of any
card in his hand to that of a card (or to the sun
of two or more cards) on the table he can secure
the sum of 26, he immediately makes such play,
taking in all the cards In such combination. Or,
it he finds that he can add a card in his hand to
one or more cards on Lhe table, and by letting
them lay until it s his turn again to play, can
then secure the sum of 26 by addivg a second eard
from his hand, he so plays, and announces that he
is “building.” If be cannot make any successful
combination, he must lay one card ¢n the table.
Next player to the left thea plays, and s0o on
around the tabie. Any player can take a “bullded”
1ot of cards if he can complets the combination
and secure the sum of 26 with a card from his hand.

Polints count as follows, for players taking them:
Most cards, 2; most cards of Club A, 1; most cards
of Club B, 1; most cards of Club C, 1; most eards
of Club D, 1; Ruler card of Club A, £; each other
Ltuler card, 1; lowest Club D eard, 1.

Nineteea points constitute a game.

FAMOUS PAINTINGS, No. 4, or
GAME OF “Hoo-Doo,”

After shufMing the pack, the dealer should draw
one card at randoin from it, and lay it tv one side,
B0 that its face cannot be geen by any of the play-
ers. The cards are then all dealt out, one at &
time, around toward the left.

The players then assort all the palrs out of thelr
hands—two I's, two 2%, ete., without regard to
what club they represent) and lay the pairs on the
table, The player at the left of the dealer then
begins the play by drawing a card from the deal-
er's hand. If, with the cards drawn, he has another
palr, e immediately Inys it aside. The next player
to the left then draws aeard from the first players
hand, and §o on around the table, The player hold-
ing the odd card at the end of the play I8 the
*Hoo-doo.”

next, cards of the crowned Club, according to
nuinber, 12 first, 11 pext, otc, then the cards of the
other three Clubs, according Lo number and the
Cluby led, the Huler card of cach ranking first
texcopt of the allied Club, which pow belongs to
the crowned Club); 12 next, 11 next, elc

The player at the left of the dealer begins by
playing a card from bis band, and each player to
the left plays oo it.  If possible, each MUST play a
card of the same Club as the one led; if not, bhe
can play a crowned card to take the play, or may
ihrow an unlmportant card of any other Club on
it. The highest card of the Club led takes the play,
unless crowned cards bave been played on It, in
which case the highest crowned card takes It

The winner of this play then leads a card, and
each player Lo the lefl plays on It as before, 2

When all the cards are piayed from the hands,.
the points are counted and a new deal Is made, the
deal passing to the left.

Each play taken In scores one polnt, apd eleven
polnts constitutes a game.

In leading, a high card of 2an uncroweed Club
should be lad, unless numerous bigh crowned cards
:)ro“l:d.dd' in which case the highest of them should

FAMOUS PAINTINGS, No. 2

In this game the artists in Club C bave incurred
the {ll-will of their brothers of the other tbree
Ciubs, who no langer desire to associate with them
—the object of the play, therefore, belog to get rid
of the cards representing these undesirable artists,
The following rnles roust be strictly observed.

Deal the entire pack, one at a time, to the play-
ers. . If three play, the card Bl should be discarded,
or If five play, Bl and D1 should be discarded, so
that the cards will deal out evenly to the playeys )

The player 1o the dealer's left leads a card of
any Club, and each player to the left plays, in turn,
on it. Each must play a card of the same Club as

led, If he has it not, he may discard a Club C

FAMOUS PAINTINGS, No. 5, or
“SNAP JACK.”

Deal out all of the cards, one at a time, each
player laying his cards on the table in front of
b, in a pile, face down. The player at the deal-
e's left beging Lthe play by taking his top card and
placiog it quickly on the table in front of him, [ace
up, 8o that all can gee it; the next player follows,
and so on around the table. Should two cards of
the saine rank (for instance, Al and Bl be turned
up at the same time the first player who correctly
calls out the nune of the picture illustrated on the
last card turned up, takes all the cards in the two
piles on which these two cards lie, aud adds them
to his played eards to be counted toward winning
the game. The plaver having the ost cards at
the completion of the deal wins the game.

The rules used in the game of “Authors” may
also be applied to this pack. Deal four cards to
each player, and lay the pack on the talle, face
down. Each player, beginning at the dealer’s left,
calls fromn any one of the other players, by name
of artlst and title of painting, for a eard needed
to complete ar help complete a book, part of which
he halds. If heid by the player called upon, it must
be given to the caller, who then calls for ancther
card from any other player s before. If ho fails
to secure the card called for he takes one card
from ihe pack and the eall passes to the leit.  The
player securing the mest books wins the game. A
book consists of four cards of each Club, in numer
tcal rolation -as Al, AZ, A3, A4 The four Huler
cards also constitute & book. I all the cards are
exbhausted froon a players hand, he draws one
from the pack. Shouid the pack become exhausted,
the players call from each others hands only



