COULRT. 5

other players on a round, he ean count only two of
that number should he be dealer, in fuct, tie dealcr
can never count out. If, when the first player roes
out, it should be his turn to deal next, e must do
0, else the lead would Le reversed for the other two
players.
METHOD OF PLAYING FOUR HANDED COULT.

Iiote.—Don't t-y to play the four handed uatil you have
tlioroughly mastered the two handed game.

Add the Retainers and Serf cards to the talon,
making thirty-two cards in all. SBelect your part-
ners who seat themselves opposite each other with

an opponent between each. One card is givenat a-

time to each player till the talon is exhausted, the
last eard being laid on the table, fyce up, and belong-
inT to the dealer and taken in his hand when all
Love well observed the color.

The player to the left of the dealer now commen-
ces by leadinz any card he may choose, and the
other players must follow the color so led if they
heve iy, Luas ki they mave none of the eolor led, they
mzy =4 their option take the double couplet with a
card of the court color or throw on any card they
choose.

The last couplet counts ten to the taker of it
The score i3 seven points 23 in-two handed, the
value of the cards beinz the same, but is counted
as follows : if at the end of the round, the winning

ners count sixty or more, but not over one hun-
dred, they gain one point; if over one hundred, but
less than one hundred and thirty, two points; if
every couplet, three points. "W hichever party cap-
tures the court color Standard takes a point and wins
the rame, if they have already gix points scored.

A tie is the same as in two handed court.  When
court color is lad each player must play to take the
couplet if possible, and must in all cases follow
court co.or when led, if they have it

In four handed court, the Standard counts one
point to whichever party captures.

Nore.—Perforata the bottom of Drawer with a common pin to
ksep conns.
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AviLuvpe or Game oF Birps.
78,000,copies sold in three

instructive game ever published.
months. Post paid 75 cents.

AviLvpe or Game orF Birps. Popular edition, so cents
post paid. -

Autzors IrLusTrRATED. Thirty-two fine engravings of
prominent and popular authors, and 32 auto-biographical
sketches of the same. Post paid 5o cents.

Torem. A beautiful game. Pictures of Birds and Ani-
mals. Post paid 30 cents. % .

Swar. Lively, humorous and productive of fun. Post
paid 25 cents. y -

CourT. An elegant and most absorbing game, none
better. Elegant engravings taken from life in the middle
ages. Post paid so cents.

Socterv. No Christian family should be without thi
amusement It Shows the value of virtue, and the evii
effects of vice and intemperance. Post paid 50 cents.

ReAL Swar Improven. Many additional features of real

excellence. Post paid 5o cents.

SeerLa. A tablet game for a number of players, very-

interesting and instructive. Post paid so cents.

Two Hunorep Osject Puzzies. Just the game to
amuse the little ones. Pest paid 25 cents.

RounpeL. A novel board game, with top and marbles.
Price $1.00.

MarTEL.  An ingenious illusionary toy and game com-
bined, ten pins and marbles. Price $2.50.

Trio. A three handed game ; large folding board, 6 dice,
3 cups and 13 men. An admirable game. Price $2.00

Lucky TraveLLEr. Two styles. Not as intricate as
chess, it still equals it in interest.  Popular edition, 50 cents.

Lucky Traverier. Fine folding edition, $1.00.
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COURT. -

This beautiful and intensely interesting game is
deservedly gaining favor wherever introduced; be-
ing well classed in the first rank of parlor amuse-
ments for two, three or four players.

1o ; 1
. DESCRIPTION OF CARDS,

Coart for two persons is flaged with twenty-four
cards, viz: Crown, Royal, Knight, Esquire, Stand-
ard and Jester, of each of the following colors,
Gold, Blue, Black and Red; the cards ranking in
value and importance as above (the crown highest, )
and counting as follows to any one obtaining them:

Gmwr:, PR ST -,«.?933?-’-%-:*-
Knizht, . 9 " i " o R,

- Esquire, » ey A % Ao

« Btandard, . A 4 E-F. g

Jester has no value,

In addition to the above thers are two extra eards
in each color used-only in playing by four %mersons,
and that have no valoe in themselves, They are
called Retainers and Serfs. : ;

TECHNICAL TERMS.

Court Color Clard : The thirteenth card turned u
from the talon after the players have been supplied,
and laid upon the table, being the court card for
that round. :

Couplet: A pair or two cards taken by a player.

Closing : If at any time a player thinks he can
make gixty without further drawing, he may, when
it is his turn to liad, tdrn down the Court. Card;
and the game will be continued without further

* drawing; this is called closing, z
. ¥al = g



i COURT.

Drawing: The act of taking a card from the to
of the talon after a couplet has been played an
taken.

Discarding: The player having the jester of
(ourt eolor in his hand may exchange 1t for the
court color card at any time after he has formed a
couplet,—this is called discarding.

FEound: So much of a game as intervenes be-
tween one distribution and the next.

Talon.: The cards remaining in the pack after
distribution.

METHODS OF PLAYING FOR TWO PERSONS.

First, reject the Retainers and Serfs, and with the
remaining twenty-four cards the dealer commences
by giving to himself and opponent six cards each,
three at o time, commencing with the opposing
player. After these are given out the next or thir-
teenth card is turned up and laid upon the table,
beinz called the court color card. The ot)zlponent
leads first, after which the leads belong to the win-
ner of the successive couplets: —Ztfter a couplet is
taken each player draws a card from the top of the
talon.— the winner of the previous couplet first and
the loser next,—continuing this until all the cards
are exhausted or one of the players close.

METHOD OF COUNTING.

The game consists of seven points and the player
who first gains that number wins the game. The
points are made in the following manner. The

layer whose couplets sum sixty jirst, (the sum of
gcu:es on the cards taken being the count,) gains
one point towards game,  If he malkes sixty before
his opponent makes thirty, he counts two points,
if before his opponent gains a couplet, three points.
When a player has at any time in his cards a
Crown and Royal of the same color, he may on his
turn to lead, play the one and showinsz the other
announce twenty for count, which holds good al-
though he may lose the couplet; he can not how-
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ever, count this twenty unless he has taken or until
he takes a couplet. The Crown and Royal of ecourt
color counts thirty.

COURT RULES,

1st. The player havinz the Jester of the same
color as the court card may exchange it for such, at
any time afier he has taken a couplet,—not before.

2d. After the act of closing, no more cards ecan be
drawn from the talon and if the player who turns
down the court card, fails to make sixty, the oppo-
nent scores two points.

3d. If a player turns down the court card before
his opponent has won a couplet and then fails to
score sixty, the latter scores three points,

IMPORTANT RULE.

4th. Defore the game is closed or the talon ex-
hausted, neither player is compelled to follow an
color card led, even though it be a court color
but may play any eard they sce fit, but after the
court ca.rdp is turned down or the cards all drawn, a
player must not only follow the color, but mus$
take the couplet if he can, and if he cannot follow
color must take the couplet with a court card; any
failure in this respect forfeits the count on that
hand and adds two dpoints to his opponent's game.

5th. 1fa Pl:xyo.r eclares gixty, and on examina-
tion his eards will not count as much, his opponent
scores two points and the round is ended.

6th. Either player may examine the last couplet
made, but no other.

7th. When a player declares sixty, all cards un-
employed are voud and the round is ended.

sth.” In case at the end of a round each player’'s
counts are the same, neither gains but the winner
of the next round scores ono point in addition to
what he may then make.

oth, If a playver has the Crown, Royal, Knizht
and Bsquire-of the court card color given him, he

_ may at once lay them down and count three points,

4 COURT.

as these cards count in themselves, over sixty, and
the opponent cannot win a couplet.

10th. In discarding, the exchange must be made
if at all, before the last card in the talon is drawn.

11th. If the color or court card is turned down
the exchange must be made, if at all, before another
card is led.

12th. Discarding does not involve the necessity
of closing as the discarded jester is merely ex-
chanzed for and assumes the place of the court
color card. .

13th. After the talon has been exhausted, the
winner of the last, that is the twelfth couplet, adds
ten to his counts. The last couplet in a round
in which the court card has been turned down does
not count anything as itis not the twelfth couplet.

14th. If a player fails to draw when he ought,
and it be discovered before either player has drawn
another card, the erring player must draw a card at
once to reetify the mistake, but if the error be not
noticed until after another eard has been drawn by
either player, the opponent has thé ¢livice of order-
ing the defaulter to draw, and proceeding with the
game or of throwing down his hand and scoring
one point towards his game, ending the round.

Note.—If the opponent fecls sure of making two or thres
points he will of course order a draw;—under other cireum-
stances he would end the round and take & point.

METHOD OF PLAYING THREE HANDED COURT.

The same number of cards are used as for two
persons, The dealer gives two of the players six
cards each but mone to himself, and when the
round is finished counts the same number of points
as are made by the winner of the round; but he
cannot count his seventh or last point with any
hand he may deal himself. For example, if the
dealer has already six points he cannot count the
one or more points made in that hand, but must
wait till the deal passes from him and Elny the
game out with his own hand. Or if he has four
points, and three should be made by either of the
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