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A SHORT

TREATISE

WHIST

HE Author of this Treatife did
promife, if it met with Appro-
bation, to make an Addition

to it by way of AppENDIX, which he
has done accordingly.

He has alfo fram’d an Artificial Me-
mory, which does not take off your At-
tention from your Game ; and if requir-
ed, he is ready to communicate it, upon
Payment of one Guinea.

And alfo, He will explain any Cafes
in the Book, upon Payment of one Gui-
nea-more,

It is neceffary to premife, that thofe,
who intend to read this Treatife, are de-
fired to perufe the following Calculations
and they need only charge their Memories

A 3 with
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with thofe that are mark’d with a N. B.
upon which the whole Reafoning of this
Treatife depends.

Calculations, diresting with moral Certain-
1y, bow to playwell, any Hand or G ame,
by fhewing the Chances of your Parinsr’s
ba Ving one, two, or three certain Caids.

For ExampLE,

1. WOU’D know what is the Chance
‘4 of his having one certain Card ?
againft for
him. him.
Anfwer. Fhat he has it notis N. B. 2 to 1
IL. I would know-what are the Chances
of his having two certain Cards ?

Anfwer,
' againft  for
him., him,
. That he has One of i 6
them only, is 1§ gtto26
That he has not both ‘
of them } f7to 2
But that he has 1 or
both is about 5 to 4, or} NB.25 to 32

1II. T would alfo know, what are the
‘Chances of his having three certain Cards?
Anfwer. for againft
Thatheholds 1 of them'}  him. him.
only, is 325 for him, to 6 to 7
%78 againft him, or about §
~ : That
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That he has not 2 ofy
them only, is 156 for him,}, ato 7
t0 547 againft him or about J,

That he has notall 3 ofy
them, is 22 for him,to 681 } 1
againft him or about—— 3

But that he has 1 or 2
of them is 481 for him to} 13
222 againft him, or about
- And that he has 1, 2,;

5

to 31

to 6

or all three of them, is a-
bout N, B,

vl R R R R v

An Explanation and @plz’mtion of the
Calculations necefJary to be ynderftood by
thofe who are to read this Treatife. -

Firft CALCULATION,

T is 2 to 1 that my Partner has not

one certain Card,

To apply this Calculation, let us fup-
‘pofe the right hand Adverfary leads a Suit,
of which you have the King, and one
fmall Card only, you may obferve that it
is 2 to 1 by putting on your King, that
the left-hand Adverfary cannot win it.

Again, let us fuppofe, that you have
the King, and three fmall Cards of any
Suit, likewife the Q.een, and three fmall
Cards of any Suit, I would know which

A4 is
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is the beft Suit to lead from ; Anfwer,
from the King, becaufe it'is 2 to 1 that
the Ace does not lye behind you ; buc it
is 5 to 4 that the Ace or King of any
- Suit, lyes behind you, and confequently,
by leading from your Queen-{uit you play
to a Difadvantage.

2d. CarLcurLaTiIoN, It is 5 to 4 at
leaft that your Partner has 1 Card out of
any 2 certain Cards ; the like Odds is in
favour of your right Hand and left Hand
Adverfaries 3. therefore fuppofe you have
2 Honours in any Suit, and knowing it is
5 to 4 that your Partner holds one of the
~other 2 Honours, you do by this Know-
ledge, play your Game to a greater De-
gree of Certainty,

Again, let us fuppofe thdt you have the

ueen and 1 fmall Card in any Suit only,
and that your right Hand Adverfary leads
that Suit, if you put on your Queen, it
is 5 to 4 that your left Hand Adverfary
can win it, and thercfore you play 5 to 4
to your Difadvantage.

3d. CarcuraTion, Itis 5to 2 that
your Partner has 1 Card out of any 3
cértain Cards. '

Therefore, fuppofe you have the Knave
and 1 fmall Card dealt you, and that your
right Hand Adverfary leads from that
Suit, if you put on the Knave, it is 5 to
2 that your left Hand Adverfary has ei-

- ther
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ther Ace, King, or Queen of the Suit led,
and therefore you play 5 to 2 againft your
felf ; befides, there is a further Confide-
ration, by making a Difcovery to your
right Hand Adverfary, he finefles upon
your Partner throughout the whole
Suit, ,

And in order to explain the Neceflity
there is, of putting the loweft of Se-
quences in all the Suits led, let us fup-
pofe that your Adverfary led a Suit, of
which you have King, Queen, and Knave,
or Queen, Knave, and Ten, by put-
- ting on your Knave of the Suit of
which you have King, Queen and Knave,
it gives your Partner an Opportunity
of Calculating the Odds for and againft
him in that Suit, and alfo in all infe-
rior Suits of which you have Se«
- quences, ‘

A further Ufe to be made of the fore-
going Calculation, let us fuppofe, that
you have the Ace, King, and 2 fmall
Trumps, with a Quint major or 5 other
winning Cards ‘in your Hand in any
Suit, and that you have played Frumps
two Rounds, and that each Perfon fol-
fowed Trumps s in this Cafe, there are §
Trumps out, and 2 Trumps remaining
in your Hand, which make ro, and 3
Trumps which are divided between the
remaining 3 Players, of which 3 Trumps

the
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the odds is 5 to 2 in your Favour that
your Partner has r; and therefore out
of # Cards in your Hand you are intitled

to win 5 Tricks.

HHRHHESFTHSEBHEBBHOE

Some Computations for the Laying of your
Money at the Game of WHIST,

With the Deal.

The Deal — — is 2
1 Love — — — 11
2 —_— — —_

3.’ — —— —

s e

1 of the Lurch
& — —

7 —

—
s

g is about

4 -
5is 2 to 1 of theGame, and}

1y

1118

O B NUwh

b1l

Withy
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‘With the Deal.

2t01 — @— — is 9 to3
301 =—— = ~— gtoy
4 t0 1 9 to 6
5 to I g to 5
6 to 1. —_— —— — g t0 4
710 I o e == — 310X
§tor — —_ — 9 to2
¢ 0o 1 isabout — = . 41O %
With the Deal. -

3 t0 2 — — is 8 to ¥
to 2 — e~ == 4103
5t 2 — —_— — 8 to s
6 to 2 —_— = = 2 to g
7 to 2 — — = 3to3
8to02 - — — 4 t0 X
9 to 2 is about — == 7 to2
With the Deal.

4103 = — o— i57t06
5t 3 == m——— - 715
6 to 3 — — —_— 7 0 4
yto3 —  — — 7103
8§t03 =—— — 8- 7 to 2
g to 3isabout == — 301

With
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‘With the Deal,

504 =— — — is6to
6 to 4 —_ — = 6t
704 — - — 2 to
8tog4 — - — 3 to
9 to 4 isabout —~  ~— 5 tO
- 'With the Deal.
6 to 5 — = —— IS 5 tO 4
7105 == = 51t 3
8 to 5 _— — — 5to2
9 to 5 is about — = 210 %

| With the Deal.

yto 6 — — — is4tog

86 —— — e 2101
9 to 6 is about — = 710 4

With the Deal.

8 toyisabove — —~ gto2
9 to 7 isabout  ~— ~= 12 tOo 8§

8 to g, upon the beft Computation made
at Prefent, is about three and half in the
- Haundred,
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Hundred, in Favour of eight thh the
Deal ;-againft the Deal, the odds is fill,
tho® fmall in Favour of cight.

The Laws of the Game of WHIST.

F any Perfon plays out of his Turn,
it is in the Option of the adverfe
Party cither to call the Card then play-
ed at any time in that Deal (in cafe he
does not make him revoke)or to call the
Suit which he would have him play from;
which done, it fhall then be in the Option
of the Perfon called upon, either to name
the Suit he chufes to have led, or to defire
his Partner to lead as he pleafes; but in
cafe he names a Suit his Partner muft
play it.

2. No Revoke to be claim’d till the
Trick is turied and quitted, or the Party
- who revoked, or his Partner, have play-
ed again,

. If a Revoke happens to be.made,
the adverfe Party may add three to his
Score, and the revoking Party, provided
they are up, notwithftanding the Penalty,
muft remain at g; the Revoke takes
Place of any other Score of the Game.

4. If
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. If any Perfon calls at any Point of
the Game, except 8, either of the adverfe
Parties may call a new Deal, and they
are at liberty to confult each other whe-
ther they will have a new Deal.

5. After the Trump-Card is {een, no
Body ought to remind his Partner to call.

6. If the Trump-Card is feen, no Ho-
nours in the preceding Deal can be fet
up, unlefs they were before claimed.

7. If any Perfon feparates a Card from
the reft, either of the adverfe Parties may
call it, provided he names it, and proves
the Separation. '

8. Each Perfon ought to lay his Card
before him ; after he has done {o, if either
of the adverfe Parties mix their Card with
his, his Partner is intitled to demand each
Perfon to lay his Card before him; but
not to enquire who played any particular
Card 5 and in cafe he callsawreng Card,
either of the adverfe Parties, may once
call the higheft or loweft Card 1n any
Suit led during that Deal.

9. If any Perfon revokes, and before the
Cards are turned, difcovers it, the adverfe
Party may call cither the Higheft or Low-
eft Card of the Suit led, or have their Op-
tion, to call the Card then played at any o-
therTime, when it does not caufc a Revoke.
. 1o. Ifa Card in Dealing is turn’d up,
1t is in the Option of the adverfe Party

to
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to call a new Deal, unlefs they, or either
of them have been the Caufe of turning
wp fuch Card, in which Cafe the Dealer
kas the Optlon

11. If the Ace, or any other Card of
any Suit is led, and it fhould {o happen
that the laft Player plays out of his
Turn, whether his Partner has any of
the Suit led or not (provided you do not
make him revoke) he is neither intitled
to Trump it, nor to win that Trick.

12, If a Card is faced in the Pack,’
they muft deal again, except it is the laft
Card.

13. None of the Players are to take
up, or look at their Cards, while any
Perfon is dealing, and if the Dealer thould
happen to mifs Deal, in, that Cafe he
fhall deal again, and if a Card is turn
ed up in Dealing, no new Deal is to be
called.

14. When a Card is led, if one of the
Adverfaries plays out of his Turn, his
Partner is not to win the Trick, if he -
can avoid it without revoking,

15. Every Perfon ought to fee that he
has 13 Cards dealt him; therefore if any
one fhould happen to have only 12 Cards,
and does not find it out till feveral Tricks
are played, and that the reft of the Players
have their right Number, the Deal ftands
" good and alfo the Perfon who plays
with
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with 12 Cards is to be punifhed for each
Revoke in Cafe he has made any, but if
any of the reft of the Players fhould
happen to have 14 Cards, in that Cafe
the Deal is void.

16. If any Perfon throws his Cards
upon the Table, with their Faces upwards
upon Suppofition that he has loft the
Game, if his Partner does not give up
the Game, the Adverfaries have itin their
Power to call any of thofe Cards, when
they thick proper, provided they do not
make the Party revoke.

17. Aand B are Partners againft C and
D. A leads a Club, his Partner B plays
before the Adverfary C; in this Cafe D
has a Right to play before his Partner C,
becaufe B played out of his Turn.

18. If any Perfon is fure of winning
every Trick in his Hand, he may thew
his Cards upon the Table, but thould 1t
{o happen that he has any lofing Card in
his Hand, he is then lyable to have all his
Cards called.

19. No Perfon ought to afk his Part-
ner whether he had played an Honour,
while the Cards are playing: '

20. Aand B are Partners againft C and
D. Aleadsa Club, C plays a Spade, B
plays the King of Clubs, and D plays a
Club, C difcovers he has revoked before
the Trick is turned, :

%zeiy;
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Query, what is the Penalty ?

B may take up his Card again, and fo
may D, and either /£ or B have itin their
Ogtion to oblige C to play the hlgheﬁ: or
loweft Card of the Suit led.

21. If any Body calls at the Point of
8, without having two Honours, the ad-
verfe Party may confult with one another
about it, and are at Liberty to ftand the
Deal or not.

22, And if any Body anfwers when he
has not an Honour, he is to incur the
like Penalty.

- 23.If any Perfon calls at the Point of

8, and his Partner anfwers, and both the
oppoﬁte Parties have thrown up theit
€ards, and it appears that the other Side
had not 2 by Honours, in this Cafe, they
may confultwith one another about it, and
are at Liberty to ftand the Deal or not,

24. No Perfon may take new Cards in
the middle of a Game without the Con-
fent of all Parties,

25. The Dealer ought to leave to View
upon the Table his trump Card, till it is
his Turn to play, and after he has mixed
it with his other Cards, no Body is en-
titled to demand what Card is turned upy
but may afk what is Trumps ; this Con«
fequence attends fuch a Law, that the
Dealer cannot Name a wrong Card, which:

' othermfe he might have done. -
B CHAP
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CHAP L

Some general Rules to be obferved Gy
Beginners.
I ,
HEN you lead, begin with the beft
Suit in your Hand; if you have
a Sequence of King, Queen and Knave,
or Queen, Knave and Fen, they are fure
Leads, and never fail gaining the Tenace
to yourfelf or Partner in other Suits 3
and begin with the higheft of the Se-
quence, unlefs you have five in Number,
in that cafe play the loweft (except in
Trumps, when you muft always play the
higheft) in order to get the Ace or King,
out of your Partner’s, or Adverfary’s
Hands, by which Means you make Room
for your Suit.
' L

If you have five of the fmalleft Trumps,
and not one good Card in the other Suits,
trump out, which will have this good
Confequence at leaft, to make your Part-
ner the laft Player, and by that Means
give him the Tenace.

IL. ‘

If you have two fmall Trumps only,
-~ with Ace and King of two other Suits,
and a Deficiency of the fourth Suit, make

as



L 15 1
as many T'ricks as you can immediately 5
and if your Partner refufes either of your
Suits, do not force him, becaufe that mag
weaken his Game too much.
V.

You need feldom return your Partner’s
Lead, if you have good Suits of your
own to play, unlefs it be to endeavour to
fave or win a Game : What is meant by
good Suits is, in Cafe you fhould have
Sequences of King, Queen and Knave,
or Queen, Knave and Ten.

If you have each five Tricks, and you
are affured of getting two Tricks in your
own Hand, do not fail winning them, in
Expectation of fcoring 2 that Deal, be-
caufe if you lofe the odd Trick, it makes
2 Difference, and you play 2 to 1 againit
yourfelf. ‘

An Exception to the foregoing Rule is,
when you fee a Probability either of fav-
ing your Lurch, or winning the Game,
in either of which Cafes you are to rifk
the odd Trick.

Vli -

When you have a Probability of win-
ning, the Game, always rifk a Trick or
two, becaufe the Share of the Stake,
which your Adverfary has by a new
Deal will amount to more than the

B2 Point
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Point or two which you rifk by that

Deal.
The foregoing Cafe refers to Chap. VL

Cale 1, 2, 35 4, 5, 6
VII.

It your Adverfary is 6 or 7 Love, and
you are to lead, your' Bufinefs in that
Cafe is to rifk a Trick or two, in hopes
of putting your Game upon an Equality 3
therefore, admitting you have the Queen
or Knave, and 1 other Trump, and no
good Cards in other Suits, play out your
Qeen or Knave of Trumps, by which
means you will ftrengthen your Partner’s
* Game, if he is ftrong in Trumps ; if he is
weak you do him no Injury.

VIIL

If you are four of the Game you muft
play for an odd Trick, becaufe it faves
one half of the Stake which you play
for ; and, in order to win the odd Trick,.
tho® you are pretty ftrong in Trumps,
be cautious how you trump out. What
is meant by Strength in Trurhps, is,
in cafe you fhould have 1 Honour and

3 Trumps.: ‘
. IX. '

If you are ¢ of the Game, and tho®
very ftrong in Trumps, if you obferve
your Partner to have a Chance of tramp-
ingy any of your Adverfary’s Suits, in
that Cafe do not trump out, but give him

an
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an Opportunity of trumping thofe Suits.
If your Game is {cored 1, 2, or 3, youw
muft play the Reverfe 3 and alfo at 3, 6,
or 7, becaufe in thefe two laft recited
Cafes you play for more than 1 Point.
X

If you are laft Player, and find that
the third Hand ¢annot put up a good
~Card to his Partner’s Lead, admitting;
~ you have no good Game of your own to
play, return the Lead upon the Adver-
fary, which gives your Partner the Te-
nace in that Suit, and often obliges the
. Adverfary to change Suits, and confe- -
quently gains the Tenace in that new
-Suit alfo, ;

XL

If you have Ace, King, and four
fmall Trumps, begin with a {mall ones.
becaufe it is an equal Wager that your
Partner has a better Trump than the laft
Player : If fo, you have three Rounds
of Trumps : If not, you cannot fetch
out all the Trumps. ' ‘

XIL

i you have Ace, King, Knave, and
three {mall Trumps, begin with the King,
and then play the Ace (except one of the
Adverfary’s refufe Trumps) becaufe the |
Odds is in your Favour that the Queen

falls.
‘ X111, If
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, XII1.

If you have King, Queen, and four
fmall Trumps, begin with a fmall one,
becaufe the Odds is of your Side that
your Partner has an Honous.

' XIV.

If you have King, Queen, Ten, and
three fmall Trumps, begin with the
King, becaufe you have a fair Chance
that the Knave falls in the fecond Round ;
or you may wait to finefs your Ten up-
on the Return of Trumps from your
Partner.

Refers to Chap. VII, Cafe 1, 2, 3.
. XV.

If you have Queen, Knave, and four
fmall Trumps, begin with a fmall one,
becaufe the Odds 1s in your Favour that
your Partner has an Honour. ,

XVI.

If you have Queen, Knave, Nine,
and three fmall Trumps, begin with the

ueen, becaufe you have a fair Chance
that the Ten falls in the fecond Round
or you may wait to finefs the Nine,

Refers to Chap. VII. Cafe s, 2, 3,

XVIIL.

If you have Knave, Ten, and four
{mall Trumps, begin with a fmall one,
for the Reafons affign’d in No. 5.

XVIIL If
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_ XVIIL

If you have Knave, Ten, Eight, and
three fmall Trumps, begin with the
Knave, in order to prevent the Nine
from making a Trick, and the Odds is
in your Favour that the three Honouss
fall in two Rounds.

XIX.

If you have fix Trumps of a lower
Denomination, you are to begin with the
toweft, unlefs you thould have Ten, Nine,
and Eight, and an Honour turns up a-
gainft you ; in that Cafe, if you are to
play thro’ the Honour, begin with the
Ten, which obliges the Adverfary to
play his Honour to his Difadvantage, or
leaves it in your Partner’s Option whe-
ther he will pafs it or not.

XX,

If you have Ace, King, and three
fmall Trumps, begin with a {mall one,
for the Reafons afligned in No. 15.

- XXIL

If you have ‘Ace, King, Knave, and
two {fmall Trumps, begin with the King,
which, next to a moral Certainty, fhews
to your Partner that you have Ace
and Knave remaining ; and by putting
the Lead into your Partner’s Hand, he
plays you a Trump, upon which you are
to finefs the Knave, and no ill Confe-

' ’ quence
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quence can attend fuch Play, except the
Queen lies behind you fingle.
Refers to Chap. VIIL €Cafe, 1, 2, 3.
XXIL

If you have King, Queen, and three
fmall Trumps, begin with a fmall one,
for the Reafons affigned in No. 15.

o XXIII.

If you have King, Queen, Ten, and
two {mall Trumps, begin with the King,
for the Reafons afligned in No. 21,

XXIV. ’

If you have Queen, Knave, and three
fmall’ Trumps, begin with a {mall one,
for the Reafons afligned in No. 15.

XXV.

If you have Queen, Knave, Nine, and
two fmall Trumps, begin with the Queen,
for the Reafons affigned in No. 16,

‘ XXVI.

If you have Knave, Ten, and three
fmall Trumps, begin with a {mail one,
for the Reafons affigned in No. 15.

XXVIL

If you have Knave, Ten, Eight, and
two fmall Trumps, begin with the Knave,
becaufe in two Rounds of Trumps it is
Odds but that the Nine falls ; or upon the
Return of Trumps from your Partner;
you may finefs the Eight.

XXVIIIL
If you have five Trumps of a lower
Denomination
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Denomination, it is the beft Play to be.
gin with the loweft, unlefs you have a
Sequence of Ten, Nine, and Eight; in
that Cafe, begin with the higheft of the
Sequence.

XXIX.

If you have Ace, King, and two {mall
Trumps, begin with a fmall one, for the

Reafons afligned in No. 15.

1f you have Ace, King, Knave, and
one {mall Trump, begin with the King,
for the Reafons aﬁigned in No, 21,

XXXI. .

If you have King, Queen, and two
fmall Trumps, begin with a {fmall one,
for the Reafons afligned in No. 15.

: XXXII. - :

If you have King, Queen, Ten, and
one fmall Trump, becm with the ng,
and wait for Return of Trumps from your
Partner, when you are to finefs your
Ten, in order to win the Knave,

XXXIL

If you have Queen, Knave, Nine, and
one fmall Trump, begm with the Queen,
in order to prevent the Ten from mak-
1ng a.Trick.

XXXIV.

If you have Knave, Ten, and two fmall
Trumps, begin with a fimall One, f01 the
Reafons afligned in No. 15,

C XXXV. If
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XXXV. ‘

If you have Knave, Ten, Eight, and
one fmall Trump, begin with the Knave,
in order to prevent the Nine from mak-
ing a Trick. -

, XXXVI.

If you have Ten, Nine, Eight 'anc} I
{mall Trump, begin with the Ten, which
leaves it in your Partner’s Difcretion,
whether he will pafs it or not,

XXXVII.

If you have Ten and three fmall

Trumps, begin with a fmall one,

CHAP I

SomeParRTICULAR RULES 70 be 0bferved,

I.
¥ F you have Ace, King, and four {mall
Trumps, with a good Suit, you muft
play three Rounds of Trumps, otherwife
'you may have your ftrong Suit trumped.

If you have Kiné, Queen, and four
fmall Trumps, with a good Suit, trump
out with the King, becaufe when you have

“the Lead again, you will have 3 Rounds
of Trumps. '
IIL

If you have King, Queen, Ten, and
three
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three fmall Trumps, with a good Suit,
trump out with the King, in Expeftation
of the Knave's fallmg at the fecond Round;
and do not wait to finefs the Ten, for fear
your ftrong Suit th\l;ld be trumped

If you have Queen, Knave, and three
fmall Trumps, with a good Suit, trump
out with a fmall one.

v

If you have Queen, Knave, Nine, and
two {mall Trumps, with a good Suit,
trump out with the Queen, in Expectation
of the Ten’s fallmg at the fecond Round;
and do not wait to finefs the Nine, bu..
trump out a fecond time, for the Rea-
fons affigned in Cafe III. in this Chapter,

" VL

I you have Knave, Ten, and three
{mall Trumps, with a good Suit, trump
out w1th a {mall one.

VII. _

If you have Knave, Ten, Eight, and
two fmall Trumps, with a good Suit,
trump out with the Knave, in Expecta-
tion of the Nine’s falling at the fecond
Round.

VIIIL

If you have Ten, Nine, Eight, and
one imall Trump, with a good Suit,
trump out with the Ten.

C2 Pag-
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CHAP L

ParticuLAR GaMEs and the Man-
mer in which they are to be . played,
after a Learner bas made fome Progrefs
in the Game. -

o L

@ YUPPOSE you are Elder Hand,

and that your Game confifts of King,
Queen, and Knave of one Suit, Ace,
King, Queen, and two fmall Cards, of
another Suit, King and Queen of the
third Suit, and three fmall" Trumps.

- Query, how is this Hand to be played ?

You are to begin with the Ace of your
beft Suit (or a Trump) which informs
your Partner that you have the Com-
mand of that Suit; but you are not to
“proceed with the King of the fame Suit,
but you muft play a Trump next; and if
you find your Partner has no Strength
to {upport you in Trumps, and that your
Adverfary plays to your weak Suit, . viz.
the King and Queen only, in that Cafe
Play the King of the Suit which belongs
to the beft Suit; and if you obfervea

‘Probability of either your Adverfaries

being likely to trump that Suit, proceed
then and play the King of the Suit, of
which yeu have King, Queen and Knave:
If it fhould fo happen, that your Ad-
verfaries do not play to your weakeft

Suit,
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Suit, in that Cafe, though apparently your
Partner can give you no -Afliftance in
Trumps, purfue your Scheme of trump-
ing out as often as the Liead comes into
your Hand, by which Means, fuppofing
your Partner to have but two Trumps,
and that your Adverfaries have four
each, by three Rounds of Trumps, there
remains only two Trumps againft you,

Elder Hand.

Suppofe you have Ace, King, Queen,
and one {mall Trump, with a Sequence
from the King of five in another Suit,
with four other Cards of no Value. Be-
gin with the Queen of Trumps, and
 purfue the Lead with the Ace, which
demonftrates to your Partner that you
have the King: And as it would be bad
Play to purfue Trumps the third Round,
’till you have firft gained the Command
of your great Suit, by ftopping thus, it
likewife informs your Partner that you
have the King and one Trump only re-
maining, becaufe, if you had Ace, King,
Queen,and twoT rumps more, and Trumps.
went round twice, you could receive no Da.
mage by playing theKing the thirdRound.
‘When you lead your Sequence, begin with
the loweft, becaufe if your Partner has the
Ace, he plays it, which makes Room
for your Suit, .And fince you have let

C3 your
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syour Partner into the State of your Game,
as foon as he has the Lead, if he hasa
TFrump or two remaining, he will play
Trumps to you, with a moral Certainty
that your King clears your Adverfaries
Hands of all their Trumps.
Il
Second Player.

Suppofe you have Ace, King, and
two {fmall Trumps, with a Quint-Major
of another Suit; in the third Suit you
have three fmall Cards, and in the fourth
Suit one. Your Adverfary on your
Right-hand begins with playing the Ace
of your weak Suit, and then proceeds to
play the King: In that Cafe, do not
trump it, but throw away a lofing Card's
and if he proceeds to play the Queen,
throw away another loofing Card ; and
do the like the fourth Time, in hopes
your Partner may trump it, who will in
that Cafe play a Trump, or will play
to your ftrong Suit; if Trumps are play-
ed, go on with them two Rounds, and
then proceed to play your ftrong Suit,
by which-Means, if there happens to be
four Trumps in one of the Adverfary’s
Hands, and two in the other, which is
nearly the Cafe, your Partner being en-
- titled to have three Trumps out of the
nine, confequently there remains only
fix Trumps between the Adverfariess

: * your
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your ftrong Suit forces their beft Trumps;
and you have a Probability of making
the odd Trick in your own Hand only ;
whereas if you had trumped one of your
Adverfaries beft Cards, you had fo weak-
ned your Hand, as probably not to make
more than five Tricks without your Part-
ner’s. Help. :

Iv.

Suppofe you have Ace, Queen, and
three fmall Trumps; Ace, Knave, Ten,
and Nine of another Suit; with two
fmall Cards of each of the other Suits:
Your Partner leads to your Ace, Knave
Ten, and Nine3 and as this Game re-
quires rather to deceive your Adverfaries,
than to inform your Partner, put up the
Nine, which naturally leads the Adver-
fary to play Trumps, if he wins that
Card. As foon as Trumps are played to
you, return them upon vour Adverfary,
keeping the Command in your own
Hand. If your Adverfary who led
‘Trumps to you, puts up.a Trump which
your Partner cannot win, if he has no
good Suit of his own to play he will re-
turn your Partner’s Lead, imagining
~ that Suit lies between his Partner and
yourss if this Finefs of yours fhould
fucceed, you wijll be a great Gainer by
it, but fcarcely pofiible to be a Loofer.

C4 V. Sup-
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V.

Suppofe you have Ace, King, and
three fmall Trumps, with a Q:arc from
a King, and two {mall Cards of another
Smt, and ene fmall Card to each of the
other Suits ; your Adverfary leads a Suit
of which your Partner has a Quint-
Major 3 your Partner puts up the Knave,
and then proceeds to p]ay the Ace: You
refufe to that Suit by playing your loofe
Card ; when your Partner plays the King,
vour right-hand Adverfary trumps . it,
mppufe “with the Knave or Ten, do not
over-trump him, which may probably
lofe you two or three Tricks by weaken-
ing of your Hand : But if he leads to the
Suit of which you have none, trump it,
and then play the loweft of your Se-
quence, in order to get the Ace either out
of your Partner’s or Adverfaries Hand ;
which accomplifhed, as foon as you get
the Lead, play two Rounds of Trumps,
and then proceed to play your ftrong
Suit.  Inftead of your Adverfaries play-
ing to your weak Suit, if he fhould play
Trumps, do you go on with them two
Rounds, and then proceed to get the
Command of your ftrong Suit. But you
will feldom find this laft Method prac-
tifed, except by moderate Players.

CHAP.
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CHAP. 1IV.

Games #0 be played with certain Obferva-
tions, whereby you are ajfured that your
Partner bas no more of the Suit played
either by your[elf or him.

1. Firft Example.

UPPOSE you lead from Queen
. 1en, Nine, and two {mall Cards of
any Suit; the fecond Hand puts on the
Knave, your Partner plays the Eight
in this Cafe, you having Queen, Ten and
Nine, it is a Demonttration, if he plays
well, that he can have no more of that
Suit. Therefore, by that Difcovery, you
‘may play your Game accordingly, either
by forcing him to trump that Suit if you
are ftrong in Trumps, or by playing
fome other Suit.

. Second Example.

Suppofe you have King, Queen, and
Ten of a Suit, and you lead your King,
your Partner plays the Knave, this de-
monftrates he has no more of that Suit.

1L Third
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111, Third Example, which waries from
the two former.

Suppofe you have King, Queen, and
many more of a Suit, and you begin with
the King, in fome Cafes 1t is good Play
in a Partner, when he has the Ace and
one fmall Card in that Suit only, to win
his Partrer’s King with the Ace ; for fup-
pofe he is very ftrong in Trumps, by ta-
king his Partner’s King with the Ace, he
trumps out, and after he has clear’d the
Board of Trumps he returns his Partner’s
Lead, and ‘having parted with the Ace of
that Suit, he has made Room for his
Partner to make that whole Suit, which
poflibly could not have been done if he
had kept the Command in his Hand.

And fuppofing his Partner has no other
good Card in his Hand befides that Suit,
he lofes nothing by the Ace’s taking of
his King ; but if it thould fo happen that
he has a good Card to bring in that Suit,
he gains all the Tricks which he makes in
that Suit, by this Method of Play ; and
as your Partner has taken your King with
the Ace, and trumps out upon it, you
have Reafon to judge he has one of that
Suit to return you, therefore do not throw
away any of that Suit, even to keepaKing
or Queen guarded.

CHAPR
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CHAP V.

Particular Games both to endeavonr to de-
- ceive and difive(s your Adverfaries, and
to demonfirate your Game to your Part-
ner. ~

1. Firft Example.

U P P OSE Iplay the Ace of a Suit
S of which I have Ace, King, and
three fmall ones 3 the laft Player does not
chufe to trurmp it, having none of the
Suit; if I am not ftrong enough in
Trumps, I muft not play out the King,
but keep the Command of that Suitin my
Hand by playing of a fmiall one, which
I muft do in order to weaken his Game.

I1. Second Example.

If a Suit is led of which I have none,
and a moral Certainty that my Partner has
not the beft of that Suit, in order to de-
ceive the Adverfary I throw away my
ftrong Suit; but, to clear up Doubts to
my Partner, when he has the Lead I
throw away my weak Suit. This Me-
thed of Play will generally fucceed, un-
lefs you play with very good Players, and
even with them you will oftener gain than
lofe by this Method of Play. :
‘ ' ~ CHAP.
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CHAP VI

Particular Games to be played, by which
you run the Risk of lofing one Trick only
to gain three.

1. Firft Example.

UPPOSE Clubs to be Trumps, a
Heart is played by your Adveriary 3
your Partner having none of that Suit,
throwsaway.a Spade; youare then to judge
his Hand is compofed of T rumps and Dia-
monds; and fuppofe you win that Trick,
and being too weak inTrumps you darc nog
force him 3 and fuppofe you thould have
King, Knave, and one fmall Diamond 3
and further fuppofe your Partner to have
Queen and five Diamonds ; in that Cafe,
by throwing aut your King in your firft
Lead, and your Knave in your fecond 3
your Partner and you may win five
Tricks in that Suit ; whereas if you had
led a fmall Diamond, and your Partner’s
aeen having been won with the Ace,
the King and Knave remaining in your
Hand, obftructs his Suit: And tho® he
may have the long Trump, yet, by play-
ing a {fmall Diamond, and his long Trump
having been forced out of his Hand, you
lofe by this Method of Play three Tricks
in that Deal.
- 11, Second
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11. Second Example.

Suppofe in the like Cafe of the former,
you fhould have Queen, Ten, and one
{mall Card in your Partner’s firong Suit 3
which is to be difcovered by the former
Example; and fuppofe your Parmer to
have Knave and five fmall (ixds in his
ftrong Suit ; you having the Lﬁad are to
play your Queen, and when ycu play a-
gain you are to play your Ten ; and fup-
pofe him to have the long Trun by
this Method he makes four Tricks in that
Suit ; but fhould you play a fmall one
in that Suit, his Knave being gone, and
the Queen remaining in your Hand in the
fecond Round of playing that Suir, and
the long Trump being forzed out of his
Hand, the Queen remaining in your Hand
obftruéts the Suit, by which Method of
Play you lofe three Tricis in that Deal.

1L, Third Tucmple.

In the former Examples you have been
fuppof=d to have had the Lead, and by
that Means have had an Opporrunity of
throwing out the beft Cards i your Hand
of your Partner’s ftrong Suit, in order 10
make roomm for the whole Suit ; 3 we will
now fuppole your Partner is to lead, and
in the courle of Play it appears to you

- that
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that your Partner has one great Suit;
fuppofe Ace, King, and four Imall ones,
and that you have Queen, Ten, Nine,
and a very fmall one of that Suit ; when
your Partner plays the Ace, you are to
play the Nine ; when he plays the King,
you are to play the Ten ; by which means
you fee, in the third Round, you make
your Queen, and having a {mall one re-
maining, you do not obftruét your Part-
ner’s great Suit, whereas if you had kept
your Queen and Ten, and the Knave
have fallen from the Adverfaries, you
had loft two Tricks in that Deal.

IV. Fourth Example.

Suppofe in the courfe of Play, as in
the former Cafe, you find your Partner
to have one great Suit, and that you
have King, Ten, and a fmall one of that
Suit, your Partner leads the Ace, in that
Cafe play your Ten, and in the fecond
Round your King; this Method is to
prevent a Poflibility of obftruting your
Partner’s great Suit.

V. Fifth Example.

Suppofe your Partner has Ace, King,
"and four fmall Cards in his great Suit,
and that you have Queen, Ten, and a
: {mall
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fmall Card in that Suit ; when he plays
his Ace do you play your Ten, and when
e plays his King, do you play your
Queen, by which Method of Play you
only rifk one Trick to get four,

VI Sixth Esample. |

We will .now fuppofe you to have five
Cards of your Partner’s ftrong Suit, viz.
Queen, Ten, Nine, Eight, and a{mall
one ; and that your Partner has Ace,
King and four {mall oness ‘when your
Partner plays the ‘Ace, do you play your
Eight ; when he plays the King, do you
‘play your Wine 3 and in the third Round,
no body having any of that Suit, except
your Partner and you, proceed then to
play the Queen, and then the Ten; and
having a fmall one remaining, and your
Partner two, you thereby gain a Trick,
which you could not have done but by
playing the high Cards, and by keeping
a {mall one to play to your Parther.

‘CHAP.
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CHAP. VIL

Particular Games to be play’d when your
Adverfary turns up an Honour on your
right Hand, with Direftions bow 7o
play when an Honour is turned up on
your left Hand. -

1. Firft Example.

U P P OSE the Knave s turned up

on your right Hand, and that you
‘have King, Queen and Ten, in order to
win the Knave, begin to play with your
King, by which Method of Play your
Partner may fuppofe you to have Queen
and Ten remaining, efpecially if you
have a fecond Lead, and that you do not
proceed to play your Queen. -

IL. Second Example.

The Knave being turn’d up as before,
and that you have Ace, Queen and Ten,
by playing of your Queen, it anfwers the
like Purpofe of the former Rule,

L. Third Example.

If the Queen is turned up on your right

- Hand, and that you have Ace, Kingand

Knave, by playing your King, it anfwers
the like Purpofe of the former Rule.

IV. Fourth



[ 37 1
v, Fouﬂb.Emmplcf.

Suppofe an Honour is turned up on your
left Hand, and fuppofe you fhould hold no
Honour, in that Cafe you are to play
Trumps thro’ that Honour 3 but in cafe
you fhould hold an Honour (except the
Ace) you muft be cautious how you play
Trumps, becaufe, in cafe your Partner
holds no Honour, your Adverfary will
play your own Game upon you.

CHAP VIL

A Cass to demonfirate the Danger of
Jorcing your Partner.

I ‘
UPPOSE A4 and B Partners, and
that 4 has a Quint-major in Trumps,
with a Quint-major and three fmall Cards
of another Suit, and that A4 has the Lead 3
and let us fuppofe the Adverfaries € and
D to have only five Trumps in either
Hand ; in this Cafe, /£ having the Lead,
wins every Trick. [ ' ’
IL.

Suppofe, on.the contrary, C has five
fmall Tramps, with a Quint-major and
three fmall Cards of another Suit, and that
€ has a Lead, who forces 4 to trump firft,
oy which means £ wins only five Tricks.

: UL 4
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IIL

ACASE 20 démhﬁmz‘e the Adwmtage by
4 Saw,

Suppofe 4 and B Partners, and that
‘A has a Quart-major in Clubs, they be-
ing Trumps, another Quart-major in
I—]earts, another Quart-major in Dia-
~monds, and the Ace of Spades. And
let us fuppofe the Adverfaries C and D
to have the following Cards, viz. C has
Your Trumps, eight Hearts, and one
Spade ; D has five Trumps, and eight
Diamonds, C being to lead, plays an
Heart, D trumps it; D plays a Dia-
‘mond, C trumps it; and thus purfuing
the Saw, each Partner trumps a Qlartl
major of A’ ; and C being to play at the
ninth Trxck Plays a Spade, which D
grumps ; thus C and D have won the
nine firft Tricks, and leave 4 with his
Quart-major in Trumps only.

The foregoing Cafe thews, that when-
.ever you gain the Advantage of efta-
blithing a Saw, it is your Intereft to em-
brace it.

{What follows in this T rmtzfe 15 the Addi-
tion promifed.)

CHAP
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CHAP IX.

Containing Variety of Cafes, intermixed
with Calculations, demonfirating when it
is propery at fecond Hand, to- put up
the King, Queen, Knave, or Ten, with
one [mall Card of any Suit, &c.

I

UPPOSE you have four fmalk
Trumps ; in the three other Suits.
.you have one Trick fecure in each of
them ; and fuppofe your Partner has no
Trump, in that Cafe the remaining nine
Trumps muft be divided between your
Adverfaries 5 {uppofe five in one Hand,
and four in the other ; as often as you
have the Lead, play Trumps, and fup-
pofe you fhould have four Leads, in that
cafe, you fee, your Adverfaries make on-
Iy five Tricks out of nine Trumps;:
whereas if you had fuffered them to make
their Trumps. fingle, they might poffibly

have made nine Tricks.

By this Example you fee the Neceflity
there is of taking out two Trumps for
. one upon moit Qccafions.

Yet there is an Exception to-the fore-
going Rule, becaufe if you find in the
courfe of Play that your Adverfaries are
very ftrong in any particular Suit, and’
that your Partner can give youno Affift..

b2 ances,
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ance, in fuch a Cafe you are to examine
your own,and alfo your Adverfaries Scores,
becaufe by keeping one Trump in your
Hand to trump {uch Suit, it may be ei-
ther a Means to fave or win a Game.
1L
Suppofe you have Ace, Queen, and two
fmall Cards of any Suit 3 your right-hand
Adverfary leads that Suvit; in that Cafe,
do not put up your Queen, becaufe itisan
equal Wager that your Partner has a better
Card in that Suit than the third Hand if
fo, you have the Command of that Suit,
-An Exception to the foregoing Rule
is, in cafe you want the Lead, then you -
are to put up your Queen.
IL
- Never chufe to lead from King, Knave,
and one {mall Card in any Suit, becaufe it
is 2 to 1 that your Partner has not the Ace,
and alfo 32 to 25, or about 5 to 4 that he
has Ace or Queen; and thercfore as you
have only about 5 to 4 in your Favour,
and as you muft have four Cards in fome
other Suit, fuppofe the Tem to be the
higheft, lead chat Suit, becaufe it is an
equal Wager that your Partner has a bet-
ter Card in that Suit than the laft Player;
and if the Ace of the firft-mentioned Suit
lies behind you, which is an equal Wager
it fhould fo happen, in cafe your Partner

has it not, in this Cafe, on your Adverfa-
: Eles
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ries leading this Suit, you probably make
two Tricks in it by this Method of Play.
Iv.

Suppofe in the Courfe of Play it ap-
pears to you, that your Partner and you
have four or five Trumps remaining, when
~ your Adverfaries have none, and that you
have no winning Card in your Hand, but
that you have Reafon to judge your Part-
_ner has a thirteenth Card, or fome other
winning Card in his Hand ; in that Cafe
play a fmall Trump, to put the Lead into
his Hand, in order to throw away any
lofing Card in your Hand, upon fuch
thirteenth or other good Card.

CHAP X

Some Direltions for putting up at Sfecond
Hond, King, Queen, Knave or Ten of
any Suit, &c.

I.

UPPOSE you have the King and one
fmall Card of any Suit, and that your
right-hand Adverfary plays that Suit; if
- he is a good Player do not put up the
King, unlefs you want the Lead, becaufe
a good Player feldom leads from a Suit of
which he has the Ace, but keeps it in his
Hand (after the Trumps are played out)

to bring in his ftrong Suit,
IL. Sup-
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Suppofe you have a Queen and one fmall
Card of any Suit, and that your right.
hand Adverfary leads that Suit 3 do not
put on your Queen, becaufe, fuppofe the
Adverfary has led from the Ace and
Knave, in that Cafe, upon the Returnof -
that Suit, your Adverfary fineffes the
Knave, which is generally good Play, ef-
pecially if his Partner has played the
King, you thereby make your Queen;
but by putting on the Queen, it fhews
your Adverfary that you have no Strength
in that Suit, and confequently puts him
upon fineflingupon your Partner through-
out that whole Suit. '

III.

In the former Examples you have
been informed when it is thought pro-
per to put up the King or Queen at fe-
cond Hand ; you are likewife to cbferve,
in cafe you thould have the Knave or Ten
of any Suit, with a fmall Card of the fame
Suit, it is generally bad Play to put
up either of them at fecond Hand, be-
caufe it is 5 to 2 that the third Hand has
either Ace, King or Queen of the Suit
led ;5 it therefore follows, that as the Odds
againft you is 5 to 2, and tho” you fhould
{ucceed fometimes by this Method of Play,
yet, in the Main, you muft be a Lofer,
becanfe it demonftrates to your Adverfa-

ries,.
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ries, that you are weak in that Suit, and,
confequently, they finefs upon your Part-
per throughout that whole Suit.

Iv. '

Suppofe you have Ace, King, and three
fmall Cards of a Suit, your right hand
Adverfary leads that Suit; upon which
you play your Ace, and your Partner plays
the Knave. In cafe you are ftrong in
Trumps, you are to returna {mall one in
that Suit, in order to let your Partner
trump it: And this Confequence attends.
fuch Play, viz. You keep the Command
of that Suit in your own Hand, and, at
the fame Time it gives your Partner an
Intimation that you are ftrong inTrumps;
and therefore he may play his Game ac-
cordingly, either in attempting to efta-
blith a"Saw, or by trumping out to you,
if he has either Strength in Trumps, or
the Command of the other Suits,

B V.

Suppofe 4 and B*s Game is fcored 63
the Adverfaries C and D is fcored 7, and
that g Cards are played out, of which 4
and B have won 7 Tricks; and fuppofe
no Honours are reckoned in that Deal 5 in
this Cafe £ and B have wen the edd Trick,
which puts their Game upon an Equality 3
and f{uppofe 4 to have the Lead, and that
A has two of the fmalleft Trumps remain-
ing, with two winning Cards of other

' Suits 2
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Suits: And fuppofe C and D have the
two beft Trumps between them, with
two other winning Cards in their Hands;
Query, How are you to play this Game?
It is 11 to 3 that C has not the ‘two
Trumps, and likewife 11 to 3 that D
has them not: The Odds being fo much
in A’s Favour to win the whole Stake,
it is his Intereft to play a Trump'; for
fuppofe the Stake to be 70 /. depending,
A wins the whole Stake, if he fucceeds
by this Method of Play ; but fhould he
play the clofe Game, by forcing € or D
to trump firft, he having won the odd
Trick already, and being fure of winning
two more in his own Hand ; by this Me-
thod his Game will be fcored g to 4,
which is about 3 to 2 ; and therefore A’s
Share of the 7o/, will amount only to
42 /. and, by this Method, 4 only fe-
cures 7 I Profit; but, in the other Cafe,
upon Suppofitien that 4 and B have 11
to 3 of the Stake depending, as aforefaid,
by playing his Trump he is intitled to
55 1. out of the 70/, depending.

The foregoing Cafe being duly attend-
ed to, may be applied to the like Purpofe
in other Parts of the Game,

CHAP
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CHAP. XI

Some Directions how to play when an Ace,
King or Queen are turned up on your
Right Hand, &c. :

.

UPPOSE the Ace is turned up on
S your Right-hand, and that you have
the Ten and Nine of Trumps only, with
Ace, King and Queen of another Suit,
and eight Cards of no Value, Query, How
muft this Game be played ? Begin with™
the Ace of the Suit of ‘which you have
Ace, King and Queen, which is an Infor-
‘mation to your Partner that you havethe
Command of that Suits then play your
Ten of ‘Trumps, becaufe it is five to two
that your Partner has King, Queen or
Knave of Trumps; and tho’ it is about
feven to two that your Partner has not
two Honours, yet thould he chance to
have them, and they prove to be the King
and Koave, in that Cafe, as your Partner .
will pafs your Ten of Trumps, and as i
is thirteen to twelve againft the laft Player
for holding the Queen of Trumps, upon
Suppofition your Partner has it not; in that
Cafe, when your Partner has the Lead,
he plays to your ftrong Suir, and upon
- your having the Lead, you are to play the

Nine of Trumps, which puts it in your
Partner’s
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Partner’s Power to be almoft certain of
winning the Queen, if he lies behind it.
The foregoing Cafe thews, that turn-
ing up of an Ace againft you, may be
made lefs beneficial to your Adverfaries,
provided you playI})y this Rule.

If the King or Queen are turned up on
your Right-hand, the like Method of
Play may be made ufe of ; but you are al-
ways to diftinguifh the Difference of your
Partner’s Capacity, becaufe 2 good Player
will make a proper Ufe of fuch Play, but
a bad one feldom, if ever, '

L.

Suppofe the Adverfary on your Right-
hand leads the King of Trumps, and that
- you fhow’d have the Ace and four fmall
Trumps, with a good Suit; in this Cafe
it is your Intereft to pafs the King; and
tho” he fhou’d have King, Queen, and
Knave of Trumps, with one more, if he
is a moderate Player, he will play the
fmall one, imagining that his-Partner has
the Ace; when he plays the {fmall one,
you are to pafs it, becaufe it is an equal
Wager that your Partner has a better
Trump than the laft Player, if fo, and
that he happens to be a tolerable Player,
he will judge you havea good Reafon for
this Method of Play, and confequently if
he has a third Trump, remaining, he

will
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will play it, if not, he will play his beft
Suit. :
Iv. :

A Critical Cafe to win an odd Trick. -

Suppofe A and B Partners againft Cand
D, and fuppofe the Game to be Nine all, -
and fuppofe all the Trumps are played
out, A being the laft Player, has the Ace,
and four other fmall Cards of a Suit in his
Hand, and one thirteenth Card remain-
ing; B has only two fmall Cards of 4’s
Suit 3. € has Queen and two other fmall
Cards of that Suit : D has King, Knave,
and one fmall Card of the fame Suit, A
. and B have won three Tricks, C and D
have won four Tricks; it therefore fol-
lows that A is to win four Tricks out of
the fix Cards in his Hand, in order to win
the Game. C leads this Suit, and D puts
up the King; A gives him that Trick,
D returns that Suity A paffes it, and €
puts up his Queen ; thus C and D have
won fix Tricks, and C imagining the Ace
.of that Suit to be in his Partner’s Hand,
returns it, by which means 4 wins the four
- laft Tricks, and confequently the Game.

Suppofe you fhou’d have the King and
five fmall Trumps, and that your right-
hand Adverfary plays the Queen; In that
Cafe do not put on your King, becaufe it
is an equal Wager that your Partner has

E 2 the
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the Aces and fuppofe your Adverfary
ifhould have Queen, Knave, Ten, and one
tmall Trump, it is-alfo an equal Wager
hat the Ace lies fingle, either 1n your Ad-
verfaries Hand or Partner’s, in either of
which Calfes it is bad Play to put on your
King; but if the Queen of Trumps is
led, and that you fhouw’d happen to have
_the King, with two or three Trumps, it is
the beft Play to put on the King, becaufe
“iris good Play to lead from the Queen and
one fmall Trump onlys; and, in that
-Cafe, fhouw’d your Partner have the Knave
.of Trumps, and your left-hand Adver-
fary hold the Ace, your neglecting to put
on the King is the Lofs of a T'rick.

CH AP, XIL

The Ten or Nine being turn’d up on your
: Right-band, &c.

1.

EXUPPOSE the Ten is turned up on
&) vour Right-hand, and that you thou’d.
have King, Knave, Nine, and two f{mall
Trumps ; with cight other Cards of no
Value, and that it is proper for you to
lead Trumpss in that Cafe, begin with
the Knave, in order to prevent the Ten
from making of a Trick ; and tho® it is

’ . about
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about five to four that your Partner holds:
an Honour, yet if that fhou’d fail, by
finefling your Nine on the Return of
Trumps from your Partner, you have
the Ten in your waer
I

The Nme being turned up on your
Right-hand, and that you fhou’d have
Knave, Ten,Eight,and twofmall Trumps,
by leading the Knave it anfwers the like
Purpole of the former Cafe, .

: I

You are to make a wide Difference be-
tweena Lead of Choice and a forced Lead:
of your Partner’s, becaufe in the firft
Cafe he is fuppofed to lead from his beft
Suit, and finding you deficient in that
Suit; and not being ftrong enough in:
Trumps, and not daring to force you,.
he then plays his next beft Suit, by which.
Alteration of play itis next to a Demona
ftration that he is weak in Trumps, but
thould he perfevere, by playing of his-
firft Lead, 1f he is a good Player you are.
to-judge him ftrong.in Trumps, and it
is a Dire&tion for you to play your Game
accordingly. -

: v.

There is nothing more pernicious at the
Game of Whift, than to change Suits of-
ten, becaufe in every new Suit you run the
Rifk of giving your Adverfaiy the Te-

E 3 naces;
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nace 3 and therefore tho’ you lead froma
Suit of which you have Queen, Ten, and
three fmall ones, and your Partner puts
up the Nine only, in that Cafe, if you
thouw’d happen to be weak in Trumps,
and that you have no tolerable Suit to
lead from, it is your beft Play to purfue
the Lead of that Suit, by playing your
Queen, which leaves it in your Partner’s
Optlon whether he will Trump it or pot,
in cafe he has no more of that Suit; but
in your fecond Lead, in cafe you fhould
happen to have the Queen or Knave of
any other Suit, with one Card only of
the fame Suit, it would be better Play to
lead from your Queen or Knave of ei-
encr of thofe Suits, it being 5 to 2 that
your. Partner has one Honour at leaft in
cither of thofe Suits.
V. ‘

If you have Ace, King, and one fmall
Card of any Suit, with four Trumps 3 if
your right-hand Adverfary leads that
Suit, pafs it, becaufe it-is an equal Wa-
ger that your Partner has a better Card
~in that Suit than the third Hand ; if fo
you gain a Trick by it; if otherwife, as
you have four Trumps, you need. not
fear to lofe by it, becaufe when Trumps
are played, you may be fuppofed to havc
the Long Trump.

CHAP.
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CHA P XIIL

ACAvuTION 70t to part with the Command
of your Adverfaries great Suit, &c.

I.
N cafe you are weak in Trumps, and
that it does not appear that your Part-
ner is very ftrong in them, be very cautious
how you part with the Command of your
Adverfary’s great Suit : For fuppofe your
Adverfary plays a Suit of which you have
King, Queen, and one Tmall Card only,
the Adverfary leads the Ace, and upon
playing the fame Suit, you play
. Queen, which makes it almoft certaiy
your Partner that you have the King :
and fuppofe your Partner refufes to that
Suit, do not play the King, becaufd if
the Leader of that Suit, or hxs Partner,
have the Long Trump, you rifk the lo-
fing of three Tricks to get one.
IL.

Suppofe your Partner has ten Cards re-
maining in his Hand, and that it appears
to you, that they conf{ift of Trumpsand
one Suit only; and fuppofe you fhould
have King, Ten, and one {mall Card of
his ftrong Suit, with Queen and two fmall
Trumps ; in this Cafe, you are to judge

E 4 he
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he has five Cards of each Suit, and there-.
fore you ought to play out the King of
his ftrong Suit, and if you win that Trick,
your next beft Play is, to throw out the
Queen of Trumps ; if thatlikewife comes
home, proceed to play Trumps 3 this Me-
thod of Play may be made ufe of at any
Score of the Game except at 4 and g.

I1I.
The TruMP turned up to be rememé&:’mﬁ,

It is fo neceffary that the Trump turn-
ed up fhou’d be known and remembered,
both by the Dealer and his Partner, that
we think it proper to obferve, That the
Dealer thou’d alwdys {o place that Card, °
as to be certain of having Recourfe to it s
For, fuppofe it to be only a 5, and that
the Dealer has two more, viz. the 6 and
" g, if his Partner Trumps out with Aceand
King, he ought to play his 6 and o,
becaufe let us fuppole, your Partner to
have Ace, King, and four fmall Trumps,
in this Cafe, by your Partner’s knowing
you have the 5 remaining, you may win
many Tricks.

IV. Your
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v,

Your right-hand  Adverfary leads a
Suit, of which you have the Ten, and
two {mall ones ; the third Hand puts up
the Knave, your Partner wins it with
the King ; when your Right-hand leads
that Suit again, and plays a {mall one,
do you put on your Ten, becaufe it may
fave your Partner’s Ace, upon Suppofi-
tion that your right-hand Adverfary led
from the Queen; you will feldom fail
of Succefs by this Method of Play.

V.

© Suppofe you have the beft Trump, and -
that the Adverfary 4 has one Trump only
remaining,and that it appears to you that
your Adverfary B has a great Suit; in
this Cafe, tho’ you permit 4 to. make his
Trump, yet by keeping the Trump in
your Hand, you prevent the Adverfary
B from making his great Suit; whereas,
if you had taken out 4’ Trump, it had
made only one Trick difference, but by
this Method you probably fave three or
four Tricks. -

The
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VL

The following CasE bappens frequently.

That you have two Trumps remaining
when your Adverfaries have only one,
* and itappears to you that your Partner has
one great Suit, in this Cafe always play a
Trump ; tho’ you have the worft, becaufe
by removing the Trump out of your Ad-
verfary’s Hands, there *can be no Ob-
ftruction to your Partner’s great Suit,

VIIL

Suppofe you fhou’d have three Trumps
when no body elfe haveany,and that you
fhould have only four Cards of any cer-
tain Suit remaining 3 .in this Cafe play a
Trump, which thews your Partner that
you have all the Trumps, and alfo gives
you a fair Chance for one of your Adver-
faries to throwaway one Card of the afore-
faid Suit ;3 by which means, fuppofing that
Suit to have been once led, and one thrown
away makes Five, and four remaining in
your Hand makes Nine, there being only
four remaining between three Hands, and
your Partner having an equal Wager to
hold a better Card in that Suit than the
latt Player, it therefore follows that you

have
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have an equal Chance to make three T'ricks
in that Suit, which probably could not
have begn done but by this Method of
Play. -

VIIL

Suppofe you have five Trumps and fix
fmall Cards of any Suit, and you are to
lead 5 the beft Play is to lead from the
Suit of which you have {ix, becaufe, as
you are deficient in two Suits, your Ad-
verfaries will probably trump out, which
is playing your own Game for you;
whereas, had you begun with playing
Trumps, they would force you, and
confequently deftroy your Game.

CHAUP XIV,

Some Purchafers of the TREATISE in
Manufeript, difpofed of the lafp Winter,
baving defired a further Explanation
concerning the playing of Sequences, they
are explained in the following manner.

L.
N Trumps you are to play the higheft
of your Sequences, unlefs you fhould
have Ace, King, and Queen, in that
Cafe play the loweft, in order to let your
Partner into the State of your Game. !
' n
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In Suits which are not Trumps, if you
have a Sequence of King, Queen, dnd
Knave, and two {mall ones ; whether you
are ftrong in Trumps or not, it is the -
beft Play to begin with the Knave, be-
caufe, by getting the Ace out of any Hand,
you make room for the whole.Suit.,

1.

And in cafe you are ftrong in Trumps,
fuppofing you fhould have a Sequence of
Queen, Knave, Ten, and two fmall
Cards of any Suit; in that Cafe, you
ought to play the higheft of your Se.
quence, becaufe, if either of the Adver-
faries thould trump that Suit in the fe-
cond Round, by being ftrong in Trumps,
you fetch out their Trumps, and confe-
quently make the Remainder of that Suit.

The like Method may be taken, if you
thould happen to have a Sequence, by
Knave, Ten, Nine, and two {fmall Cards
of any Suit.

Iv.
~ Ifyou have aSequence of King, Queen,

Knave, and one fmall Card of any Suit,’
whether
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whether you are ftrong in Trumps, or
otherwife, play your King; and do the
like by any inferior Sequences, if you
have only four in Number.

V.

Butif you fhould happen to be weak in
Trumps, you muft always begin with the
lowett -of the Sequence, in cafe you fhou’d
have five in Number ; for, fuppofe your
Partner to have the Ace of that Suit, he
then makes it; and where lies the Dif:
ference whether you or your Partner win
a Trick ? For if you had the Ace and
four {mall Cards of any Suit, and are
weak in Trumps, and led from that Suit;
if you play well, you ought to play the
Ace; if you are very ftrong in Trumps,
you may play your Game as backward as
you pleafe; but if you are weak in
Trumps, you muft play the Reverfe.

VIL:

“Let us explain what is meant by being.
Strong or Weak in ‘Trumps.

If you have Ace, King, and three
fmall Trumps.
~ King, Queen and 3 {mall Trumps
Queen, Knave, and 3 {mall Trumps

Queen,



[ s8]
Queen, Ten, and 3 fmall Trumps
Knave, Ten, and 3 fmall Trumps
Queen, and four {fmall Trumps
Knave, and four fmall Trumps.

In any of the aforefaid Cafes, you may
beunderftood to be very ftrong in Trumps,
and therefore you may play by the fore-
going Rules, being morally affured of
having the Command in Trumps.

If you have two or three fmall Trumps
only, we underftand you to be weak in
them,
: VII.

‘What Strength in Trumps intitles you
to force your Partner at any Point of the
Game. ’ ’

Ace, and three fmall Trumps.

King, and three fmall Trumps.

Queen, and three {mall Trumps,

Knave, and three fmall Trumps,
VIII

If, by Accident, either you or the Ad.
verfaries have forced your Partner (tho’
you are weak in Trumps) if he has had
the Lead, and does not choofe to trump
out, force him on as often as the Lead
comes into your Hand, unlefS you have
good Suits of your own to play,

If you thould happén to have only‘two
or three fmall Trumps, and that your
right-hand Adverfary leadsa Suit of which

you
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you have none, trump it, which is an In.
formation to your Partner that you are
weak in Trumps.
, X.

Suppofe you have Ace, Knave, and one
{mall Trump, and that your Partner
trumps to you, fuppofe from the King
and three fmall Trumps, Query, Whether
it is the beft Play to put on the Ace or
Knave ? And fuppofe your right-hand
Adverfary has three Trumps, and that
your left-hand Adverfary has the like
Number s in this Cafe, by finefling of
your Knave, and playing your Ace, if
the Queen is on your Right-hand, you
win a Trick by it; but if the Queen is
‘on your Left-hand, and you fhould play
the Ace, and then return the Knave, ad.
mitting your left-hand Adverfary puts on
the Queen, which he ought to do, it is
above 2 to 1 that one of the Adverfaries
have the Ten, and confequently you gain
no Trick by playing thus,

' - T XI

If your Partner has led from the Ace
of Trumps, and fuppofe you fhould have
King, Knave, and one fmall Trump, by
putting on your Knave, and returning the
King, it anfwers exaétly the like Pur-
pofe of the former Rule. o

In other Suits you may practife the like
Method.

XIIL, If
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XI1I. a
It you are ftrong in Trumps, and that
you have King, Queen, and two or three
fmall Cards in any other Suit, you may
lead 2 {mall one, it being 5 to 4 that
-your Partner has an Honour in that Suit:
but if you areweak in Trumps, you ought
to begin with the King.
XIIL~
If your right-hand Adverfary leadsa
Suit, of which you have King, Queen,
and two or three {mall Cards of the fame
Suit, you being ftrong in Trumps, may
pafs it, becaufe it is an equal Wager that
your Partner has a better Card in that
Suit than the third Hand; if not, by
your Strength of Trumps, you need not
fear making that Suit.
XIV. ~ :
If your right-hand Adverfary leads a
Suit of which you haveKing, Queen, and
one {mall Card, whether in Trumps or
not, put on the Queen : Alfo if you have
Queen, Knave, and one fmall Card, put-
on the Knave; and if you have Knave,
Ten, and one {fmall Card, put on the Ten.
By putting up the fecond beft, as afore-
faid, your Partner has an Expeé&tation of
your having a better Card, or Cards, in
the fame Suit3 and, by Recourfe to the
Calculations annexed to this Treatife, he
may
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may be able to judge what are the Odds
for and againft him.
XV.

If you thould have Ace, ng, and two -
{mall Cards in any Suit, being ftrong in
Trumps ; if your right-hand Adverfany
leads that Suit, you may pafs it, becaule
it is an equal Wager that your Partner
has a better Card in that Suit.than the
third Hand ; if fo, you gain a T'rick by
ity if otherwife, you need not fear to
make your Ace and King, by your
Strength in. Trumps.

XVI.

-If you fhiould have the Ace, Nine,
Eight, and one {mall Trump, and that
your Partner leads the Ten, in that Cafe
_ pafs it, becaufe, unlefs the three Honours
lie behind you, you are fure of making
two Tricks ;-do the- like if you hould
have the King,. Nine, Eight, and one.
{mall Trump; or the Queen, Nine,.
Eight, and one fmall Trump..

XVII. . :

In order to deceive your Adverfaries,
if your right-hand Adverfary leads from
a Suit, of which you have Ace, King and
Queen, or Ace, King and Knave, put on
the Ace 3 becaufe that encourages the Ad-
verfaries to play that Suit again and tho’
you deceive your Partner by this Method

of Play, you alfo deceive your Adverfa-
1 ries,
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ries, which is of greater Confequence in
this Cafe, becaufe if you had put on the
loweft of the Terce-major, or the Knave
in the other Suit, your right-hand Ad-
verfary had made a Difcovery, that the
Strength of that Suit was againft him, and
confequently would have changed Suits,

XVIII.

Suppofe you have Ace, Ten, and one

fmall Card of any Suit; alfo the Ace,
Nine, and one fmall Card in any Suit,
Query, Which of thefe Suits ought you to
lead from? Anfwer, From the Suit of
which you have the Ace, Nme, and one
{mall Card; for this Reafon, it being an .
equal Wager that your Partner has a bet--
ter Card in that Suit than the laft Player 5
if not, let us then fuppofe that your right-
" hand Adverfary leads from the King or
Queen of the Suit, of which you have the
Ace, Ten, and one fmall Card; in that
Cafe, it is an equal Wager that your Part-
ner has a better Card in that Suit than the
third Hand ; if that happens to be the
Cafe, upon the Return of the Suit you lie
tenace, and confequently ftand a fair
. Chance for three Tricks in that Suit,

XIX. ,
A Cafe to demonfirate the Tenace.

Let us fuppofe A and B to play at two-

handed Whift, and let us fuppofe f to
ave
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have the Ace, Queen, Ten, Eight, Six,
and Four of Clubs, which, in cafe B al-
ways leads, are fix fure Tricks., Let us
fuppofe he has the fame Hand in Spades,
which, in cafe B always leads, are fix
more fure Tricks. We fuppofe B has
the Remainder of thefe two Suits.

Let us fuppofe B to have the fame
Hand in Hearts and Diamonds, as .4 has
in Spades and Clubs, and that 4 has. the
Remainder of the Hearts and Diamonds,
which, in cafe A always leads, are twclve
fure T'ricks alfo to B.

The foregoing Cafe fhews that both
Hands are exatly equal ; and therefore
let one of them name his Trumps, and
lead, he wins thirteen Tricks only.

But if one names the Trumps, and the
other leads, he that names the Trumps,
ought to win fourteen TFricks,

Thofe who would attain to the play-
ing of Whift to Perfection, muft not be
content only with being a Mafter of the
Calculations contained in this Treatife,
and alfo an exa& Judge of all the gene-
ral and particular Cafes in the fame, hut
bea very punctual Obferver of fuch Carle
as are thrown away, both by his Parcrs o
and Adverfaries, and at what Fim.
Whoever attends clofely to thefe Par
culars, is the moft likely to attaia ..
End,
' F 2
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An Explanation. for the Ufe of Beginners,
of fome of the Terms and TEcHNI-
cAL WoRrDSs made ufe of in this Trea-

tife.
FINESSING.

EANS the endeavouring to gain

an Advantage by Art and Skill,
which confifts in this; when a Card is
led, and you have the beft and third beft
Card of that Suit, you judge it. beft to
put your third beft Card upon that Lead,
and run the rifk of your Adverfary’s
having the fecond beft of i, that if he
has it not, which is 2 to 1 againft him,
you are then fure of gaining a Trick.

FORCING.

Means the obliging your Partner or
your Adverfary to trump a Suit of which
he has none. The Cafes mentioned in
this Treatife. will thew when it is proper
“to force either of them.

LONG TRUMP.

Means the having one or more Trumps
in your Hand when all the reft are out.

LOOSE-CARD.

Means a Card in a2 Hand thatis of no
Value, and confequently the properelt to

throw away. T
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POINTS.

Ten of them make a Game ; as many
as.are gained by Tricks or Honours, fo
many Points" are- fet up to the Score of
the Game, ‘

QUART.

In general, is a Sequence of any four
Cardsimmediately following one another,
‘in the fame Suit: Quars-major is there-
fore a Sequence of Ace, King, Queen and
Knave, in any Suit.

QUINT.

In general, is a Sequence of any five
Cards immediately following one another -
in the fame Suit: Quint-major is there-
fore a Sequence of Ace, King, Queen,
Knave and Ten, in any Suit.

REVERSE.

Playing at any time the Rever/e, means
only the playing your Hand in a different
Manner ; that is to fay, if you are ftrong
in Trumps you play one Way, but if
weak in Trumps you play the Rewverfe,
viz, another Way.

S E E' S A WQ

Is when each Partner trumps a Suit,
and they play thofe Suits to one another

1o trump. SCORE
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$CORE.
Score of the Game, is the Number of
Points fet up, ten of which make a Game.

TENACE.

Having the Tenace in any Suit, fup.
pofes the having the firft and third beft
Cards, and being the laft Player, and
confequently you catch the Adverfary
when thatSuit is played : As for Inftance,
in cafe you have the Ace and Queen
of any Suit, and ‘that your Adverfary
leads that Suit, you muft win thofe two
Tricks, and {o of any other Zenace in
inferior Cards.

TERCE.

In general, is a Sequence of any three
Cards, immediately following one ano-
ther in the fame Suit: Terce-major is
therefore a Sequence of Ace, King and
Qgeen in any Suit,

F I N I s
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A Treatife on the GamEe of

QUADRILLE.
CHAP 1

’ ECAUSE a Learner may beat a

, lofs to know the Rank or Order of
’ the Cards, when Trumps or not,
the two following Tables fhew them.

The Rank or Order of the Cards when not

Trumps.

Clubs and Spades. Hearts and Diamonds.
King, King,
Queen, ‘ Queen,
Knave, Knave,
Seven, Ace,
Six, Duce,
Five, Three,
Four, Four,
Three, Five,
Duce, Six,

Seven,

“Inall g :

Inall 10
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The. Rcmk or Order

A jhort Treatife on the

of the Cards when

Trumps.

Clubs and Spades.

Spadille, the Ace of
Spades,

Manille, zbe Duce of
Spades or of Clubs,

Bafto, the Ace of
Clubs,

King,
Queen,

Knave,

Inall 11

Hearts and Diamonds.

Spadille, the. Ace of
Spades,

Manille, zhe Seven of
Hearts or of Dia-
monds,

Bafto, the Ace. of
Clubs, »
Punto, the Ace of
_ Hearts or of Dia-

nionds, '

King,

Queen,

Knave,.

Duce,

"Three,

Four,

Five,

Six,

Inall 12

“You may obferve by the foregoing Tables,
that Spadille and Bafto are always Trumps,
-therefore the red Suits have one Trump

nore than.the Black.

‘There are three Matadores, viz. Spadille,

Manille, and Bafto.

Thc‘r&
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"Therefore, if an ordinary Trump is led,
you are not obliged to play a Matadore up-
on it ; but if Spadille is led, and you fhould
have Manille or Bafto unguarded, you muft
play it 3 alfo if Manille is led, and you fhou’d
have Bafto unguarded, it muft be played.

The Order of the Falfe Matadores.

Clubs and Spades.

Manille, #he - Duce
of Clubs or of
Spades,

Bafto, the Ace of
Clubs,

Hearts or  Dia~

monds,
King, King,
Queen, Queen,
Knave, Knave,
Seven,’ Duce,
Six, Three,
Five, Four,
Four, - Five,
Three, SiX,
In all 10 Inall 11

Hearts and Diamonds.

Manille, #he Seven
of Hearts or of
Digmronds, -

Bafto, the dce of
Clubs,

Punto, the Ace of

You fee by the foregoing Table the Ot-
der or Rank of the Falfe Matadores.

A3

We'
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_ We generally call them falfe Matadores,
if we begin at Bafto and fo proceed by Se-
quences to any Number.

« CHAP IL
I.T HE firft thing to be done after you

have feen your Cards, is, to afk
Leave, to pafs, or play fans prendre 3 and if
%fou name a wrong Trump, you muftabide
Yy it
I1. If all the Players pafs, he who has
“Spadilleis obliged to play, but if he does not
make three Tricks, he is not beafted.

IT1. The Player ought to have a fair Pro-
bability of winning three T'ricks when he calls
2 King, to prevent his being beafted.

IV. Therefore we will fet down fuch
Games only,. as give a fair Chance to win
the Game by calling a King, with Directi-
ons at the End of each Cafe what Trump
you are to lead.

Calculations necefJary to be underftood by thofe
who bave made [ome Progrefs in the Game.

1. I would know what is the Odds that
my Partner holds one Card out of any two
certain Cards,

Anfaer,
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Anfwer, That he holds one Card out of
any two certain Cards is about 5 to 4 in his
favour.

II. T'would alfo know what is the Odds
that my Partner holds one Card out of any
three certain Cards, _

Anfwer, That he holds one Card out of

any three certain Cards is about 5 to 2in
his favour.

An Explanation and Application of fbe fore-
going Calculm‘zam

I. That your Partner holds one Card out
- of any two certain Cards.

Suppofe you thould hold one Matadore,
it is by this Calculation evident, that it is 5
to 4 in your favour that your Partner holds
one of the other two, and confequently you
may play your Game accordingly.

Again, Suppofe you call aKing, and bav-
ing a Knave and one. {mall Card of a Suit in
your Hand, by the aforegoing Calculation,
it is plain that you have 5to4 in your fa-
vour that your Partner holds either the King
or Queen of that Suit, and confequently you
have the Odds in your favour to win a
Trick inthat Suit.

I1. That your Partner holds one Card out
of any three certain Cards.

Suppofe you have no Matadore, but with
the Afiftance of one of them you have great

A 4 Odds
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Odds of winning the Game; you may ob-
ferve, by the foregoing Calculation, that it is
about 5 to 2 that your Partner holds one of
themn, you ‘having noue:

- This Calculation may be apphed to ma-
ny other Cafes, very ufeful to the Player.

Games in Red which may be played,
calling a King.

‘1. Spadille, Mamlle, two imall Hearts or
Diamonds, the Queen of Clubs and one fmall
one, and four {fmall Cards of the other Suits.
Lead a {mall Trump.

II. Spadille, Manille, two fmall Hearts
or Diamonds, with the Knave and two {mall
Clubs, and three fmall Cards of the other
Suvits, Lead a fmall Trump.

111. paﬁ Ueg Manille, two fmall Hearts or
Diamonds, three imall Clubs, and three {mall
Cards of the other Suits, ILead a fmall
Trump. '

v upadxlle, Punto, King, Queen, and

one fmall Heart or Diamond, - three {mall
Clubs, the Queen, and one Spade. Lead
Punto.
- V. Spadille, Punto, King, Knave, and
one fmall Heart or Diamond, the Knave
and two fmall Clubs, and two {mall Spades.
Lead Punto.

VI. Spadille, King, Queen, Knave, and
'onefmall Heartor Dxemond with the Queen,

Knave,
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Knave, and one fmall Club, and two {mall
Spades. Lead the Kingof Trumps.

VII. Spadille, Three, Four, Five, and
Six of Hearts or Diamonds, King of Clubs
and one more, Queen and two fmall Spades 5
whether elder, or any other Hand, when.

- you have the Lead play a fmall Trump, in
the fecond Lead play Spadille.

VIII. Manille, Bafto, Punto, and two
fmall Hearts or Dlamonds, three fmall Clubs,
and the Knave and one Spade. Lead Ma-.
nille. '-

IX. N. B. Manille, Bafto, King, and
two {mall Hearts or Dzamonds, deen and
one fmall Club, and three fmall Spades.
Lead Manille. ]

X. N. B. Manille, Bafto, Queen, and
two {mall Hearts or Diamonds, Queen and
two Imall Clubs, Knave and one Spade.
Lead Manille. :

X1. Manille, Bafto, with the three fmalle{t
Hearts or Dlamonds, Queen and one {mall
Club, Knave and two fmall Spades. Play a
fmall Trump. ,

XII. N. B. Manille, Punto, King, and
two fmall Hearts or Diamonds, Queen,
Knave, and one fmall Club, King and one¢
fmall Spade. Lead Manille.

X11I. Manille, Punto, Queenand two {mall
Hearts or Diamonds, Queen and one {mall
Club, King and two fmall Spades. Play a
finall Trump.

XIV.
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XIV. Manille, Punto, and three fmall
Hearts or Diamonds, Knave and one {mall
Club, King, Queen, and one fmall Spade.
Play a {mall Trump. :

+ XV. Manille, and the four {malleft
Hearts or Diamonds, Queen, and one {mall
Club, King, Queen, and one {mall Spade..
Play a {mall Trumno.

. XVI. N. B. Bafto, Punto, King, and
two {mall Hearts or Diamonds ; King, and
Queen of Clubs, Queen, and two {mall
Spades. Lead Bafto.

XVII. N. B. Bafto, Punto, Queen, and
two f{mall Hearts or Diamonds, Queen,
Knave, and one {mall Club, King and Queen
of Spades. Lead Bafto.

XVIII. N. B. Bafto, Punto, and three of

the {malleft Hearts or Diamonds, King and
Queen of Clubs, Queen, Knave, and one
fmall Spade. Play a fmall Trump.
- XIX. Bafto, and the four {malleft Hearts
or Diamonds, King and Queen of Clubs,
Queen, Knave, and one {mall Spade. Play
a {fmall Trump.

XX. N. B. Punto, King, Queen, and
two {mall Hearts or Diamonds, King, and
Queen of Clubs, Queen, Knave, and one
fmall Spade. I.ead Punto.

XXI. Punto, King, and three fmall
Hearts or Diamonds ; King, and Queen of
Clubs, Queen, Knave, and one fmall Spade.
Play a fmall Trump.

You

®
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You are to obferve that thofe Cafes which
are mark’d thus, (N. B.) are very good
Games to play, and that you have the odds
of your fide, to win thofe which are not
marked.

CHAP I

G aMEsin Black, which may be playedy call-
. ing a King.

1. Paprrre, Manille, and two fimall

Clubs or Spades, the Knave, and
two Tmall Hearts, and three {mall Diamonds.
Lead a fmall Trump.

II. N. B. Spadille, Manille, and two {mall
Clubs or Spades,Queen,and two fmall Hearts,
three {fmall Diamonds. Lead a fmall Trump.

ITII. Spadille, Manille, and two fmall
Clubs or Spades, three fmall Hearts, three
fmall Diamonds. ILead a {fmall Trump.

IV. N. B. Spadille, King, Queen, and
two fmall Clubs or Spades, with the Queen
and one {mall Heart, three {mall Diamonds.
- Lead the King of Trumps.

V. Spadille, King, Knave, and two {mall
Clubs ; Queen and two Diamonds, two {mall
Heaits. Play a {fmall Trump.

VI. Spadille, Queen, and three {mall
Clubs or Spades, Queen and two {mall

Hearts,
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Hearts, two fmall Diamonds. Play a fmall
Trump. , ‘

VII. Spadille, and the four fmalleft Clubs
or Spades, Kingand one finall Heart, Queen
and two fmall Diamonds. Play a fmall
Trump. .

VITI. Manille, Bafto, King, and two
fmall Clubs or Spades, three fmall Hearts,
and two fmall Diamonds. I.ead Manille.

- IX. Manille, Bafto, Queen, and two {mall
Clubs or Spades, three fmall Hearts, Queen,
and one {mall Diamond. Lead Manille.

X. Manille, Bafto, Knave, and two {mall
Clubs or Spades, Knave, and one Heart,
three fmall Diamonds. IL.ead Manille.

X1. Manille, Bafto, and three {mall Clubs
or Spades, Queen, and two -{mall Hearts,
Knave, and one fmall Diamond. ILead
Manille. '

“XII. N. B. Manille, King, Queen, and
two {mall Clubs or Spades, King, and one
{mall ' Heart, Queen, Knave, and one {mall
“Diamond. Lead Manille.

XIII. N. B. Manille, King, Knave, and
two {mall Clubs or Spades, King, and one
fmall Heart, Queen, and two {mall Dia-
monds. ILead Manille.

X1IV. Manille,King, and three fmall Clubs.
or Spades, Queen, and two f{mall Hearts,
King, and one fmall Diamond. Playa {mall
Trump. '

XV.
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- XV. Manille, and the four fmalleft Clubs
or Spades, King, Queen, and one {mall
Heart, two {mall Diamonds. Play a {fmall
Trump. :

XVI. N. B. Bafto, King, Queen, and
two fmall Clubs or Spades, QQueen, and two
{mall Hearts, King and one fmall Dlamond
Lead Bafto.

XVIL N. B. Bafto, King, Knave,and two
{fmall Clubs or Spades, Knaveand one Heart,
King, and two {mall Diamonds. Lead Bafto.

XVIII. N. B. Bafto, King, and three
fmall Clubs or Spades, King and Queen of
Hearts, Queen, and two fmall Diamonds.
Play a fmall Trump. -

“XIX. Bafto, and four of the fmalleft
Clubs or Spades, King and Queen of Hearts,
Queen, Knave, and one {mall Dlamond
Play a fmall Trump.

XX. N. B. Xing, Queen, Xnave, and
two- fmall Clubs or Spades, King and
Queen of Hearts, Knave, and two {mall
Diamonds. Iead the King of Trumps.

XXI. King, Queen, Seven, Six, and
Five of Clubs or Spades, Kingand Queen
of Hearts, Queen, Knave, and' one {mall
Diamond. Lead the King of Trumps.

You are to obferve that thofe Cafes which
are marked thus, (N. B.) are very good
Games to play, and you have the Odds of
your fide, to win thofe which are not mark-
ed. - :

N. B. You
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N. B. You are to Call to your ftrongeft
Suit, except, you have a Queen guarded.
And, if you are elder Hand, you havea
fairer Chance to win the Game than if mid-
dle Hand, becaufe you have an Opportuni-
ty of leading a Trump, which frequently
makes your Adverfaries play againft each
other.

CH A P IV,

Cafes calculated, fhewing the Players the
Odds of winning the following Games at
Quadnille, fans prendre; and alfo fuch
Games as ought not to be played fans
prendre.

Gawmes in Black, Elder Hand.

I HREE Matadores in Clubs, King
and Six of Diamonds, King and
Six of Hearts, King, Five, and Six of
Spades. Play Trumps to all the elder-hand
Games. The above Game wins 27 to 4.
II. Three Matadores and the Three of
Clubs, King and Six of Diamonds, King
and Six of Hearts, and two fmall Spades.
The above Game wins 215 to 162, or about

to 2.

- 11, Three Matadores, Three and Four

of Clubs, King and Six of Diamonds,
and
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and three fmall Hearts. Wins 291 to 86,
or above 10 to 3.

IV.. Three Matadores with the Three,
Four, and Five of Clubs, two fmall Dia-
monds and two fmall Hearts. Wins near
ioto 1. )

V. Spadille, Manille, King, Knave,
Three and Four of Clubs, two fmall Dia-
monds, and two fmall Hearts. Wins 4895
to 3022, orabout § to 5.

VI. Spadille, Manille, King, Three,
Four, and Five of Clubs, two {mall Dia-
monds, two fmall Hearts. Wins about 8
to 5. :

VII. Spadille, Manille, King, Three
-and Four of Clubs, King and Six of Dia-
monds, and three {mall Hearts. Lofes 1514
to 1125, or about-4 to 3.

VIII. Spadille, Manille, Three, Four,
Five,and Six of Clubs, two {inall Diamonds,
and two {mall Hearts, Lofes 1514 to 1125,
or about 4 to 3.

IX. Spadille, Manille, Three, Four, and
Five of Clubs, King and one fmall Diamond,
and three fmall Hearts. Lofes 2234 to 405
or above 11 to 2.

X. Three falfe Matadores and Three of
Clubs, King and Six of Diamonds, King
and Six of Hearts, King and Six of Spades.
Wins 215 to 162, or about 4 to 3.

X1. Three falfe Matadores, Three and

"Four of Clubs, King and Six of Diar. s,

rm vbﬂv
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King, Six, and Five of Hearts. Wins 291

to 86, or above 10 to 3.

. XII. Three falfe Matadores, Three,
Four, and Five of Clubs, King and Six of
Diamonds, two fmall Hearts. Wins 1023
‘to 106, or fear 10 to 1. -

. XIII. Manille, Bafto, Queen, Three,
Four, and Five of Clubs, King and one
fmall Diamond, two f{mall Hearts. Wins
4895 to 3022, orabove §to 5
. XIV. Manille, Bafto, Knave, Three, ,
Four, and Five of Clubs, King and one
fmall Diamond, two {mall Hearts. ~ Lofes
4162 to 3755, or almoft 10 to g. _
- XV. Spadille, Three, Four, Five, and
Six of Clubs, King and one fmall Diamond,
King of Spades, King and one fmall Heart,
He muft lead a fmall Trump, and his
Chance then for winning is 1749 to 8§9o, o
near 2 to 1 for winning.

XVI. Spadille, Three, Four, Five, Six,
and Seven of Clubs, King and one Dia-
mond, King of Spades and King of Hearts.
Wins about . 275 to 2.

‘ C H A P. V.
Gavzs in Red, Elder Hand.
1.7 HREE Matadores in Hearts, King
and one Diamond, King and one

Spam, King and two Clubs W'ms 24 10
11, Or above 2 to I. ~ II. Three
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II. Three Matadores and Three of
Hearts, King and one {fmall Diamond, King
and Queen of Clubs, and two fmall Spades.
Wins 7010 to 1561, above 4 to 1; befides
the Chance that his Kings and Queen pafs,
though he fhou’d not fetch out all the
Trumps. '
III. Three Matadores and Three and
Four of Hearts, King and one fmall Club,
and three {mall Diamonds. Wins almoft 4
to ‘

1V. Three Matadores, Three, Four and
Five of Hearts, two {mall Diamonds, two
{mall Clubs. Wins 291 to 86, orabove 10
to 3.

ng. Spadille, Manille, Punto, Queen,
Three and Four of Hearts, two fmall Dia-
monds, and two fmall Clubs. Lofes 1706
to 1339, or above 5 to 4.

VI. Spadille, Manille, Punto, Three,
Four and Five of Hearts, two {fmall Dia-
monds, two fmall Clubs. Lofes 1514 to
1125, or above 4 to 3. ‘

VII. Spadille, Manille, King, Three,
Four, and Five of Hearts, two {mall Dia-
monds, two fmall Clubs. Lofes 278 to 99,
or about 14 to 5. : : -

VIIL. Spadille, Manille, Three, Four,
Five, and Six of Hearts, two fmall Dia-
monds, - two fmall Clubs. Lofs above 3 to 1.

IX. Spadille, Manille, Three, Four, Five,
and Six of Hearts, King and one Club, two
fmall
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fmall Diamonds. 'Wins 1845 to 794, or a-
bove g to 4.

~ X. Spadille, Manille, T'wo, Three, Four,
Five, Six of Hearts, two fmall Diamonds,
one fmall Club. Wins above g to 1, nearer
o1 to 1.

XI. Four Matadores in Hearts, King
‘and twofmall Clubs, King and two {mall
Spades. Wins about 16 to 1.That he fetches
out the Trumps is 7206 to 1465, near 5 to
1 ; befides the Chance for his King’s pafling, .
tho’ the Trumps fhou’d not fall.

X1I. Three falfe Matadores and Three of
Hearts, King and one {mall Club, King and
one Diamond, King and one fmall Spade.
Lofes 5791 to 2880, or above 2, to 1.

X111, Three falfe Matadores, Three and
Four of Hearts, King and one Club, King
and two Spades. Wins 215 to 162, ora
bout 4 to 3.

X1IV. Three falfe Matadores, Three,
Four and Five of Hearts, King and one
fmall Club, two {mall Spades. Wins 291
to 86, or above 10 to 3.

XV. Three falfe Matadores with the
Knave, theThree, Four, and Five of Hearts,
one fmall Diamond, two fmall Spades. Wins
1025 to 106, near 10 to 13 but you are to
fuppofe the Lead is to come into your Hand
a fecond time, without trumping with a
Matadore. ‘

XVI, Three
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- XVI. Three falfe Matadores with the
Queen, the Three, Four and Five of
Hearts, one {mall Diamond, two {fmalil Clubs
(As the former) wins near 10 to 1.

XVII. Manille, Bafto, King, Three,
Four, and Five of Hearts, King and one
Diamond, two fmall Clubs. Lofes 1514 to
- 1125, or about 4 to 3. ‘

XVIIL, Manille, Bafto, Queen, Three,
Four, and Five of Hearts, King and one
Club, two {mall Spades. Lofes 278 to 99,
or near 3 to 1.

XIX. Manille, Bafto, Three, Four, Five;
“and Six of Hearts, King and one Diamond,
two fmall Clubs. Lofes 2639 to 4035, or
about 6 to 1.

XX. Spadille, Two, Three, Four, Five,
and Six of Hearts, King and one Diamond,
King of Spades, and the King of Clubs.
That he fetches out three Trumps by play-
ing Spadille, is above 4 to 1, and confe-

uently above 4 to 1 for winning. A

XXI. Spadille, Three, Four, Five, and
Six of Hearts, Kingand one Diamond, King
and one Spade, and the King of Clubs.

That three fure Tricks in Trumps lie a-
gainft the Player is 1384 to 1255, and con-
fequently the Odds 1s againft his winning
the Game.

If he plays the Game, he muft begin with
- leading a fmall Trump, for if he plays Spax
-dille, he has no Chance at all,

B2 At
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At his fecond Lead he ought to play Spa-
dille, having the faireft Probability of win-
ning the Game by that Method of Play.
Inall the Games of Falfe Matadores, we
have fuppofed the Player is not over-ruff’d
before it comes again into his Hand. '
- N. B. If you thould have a Saus prendre.
Game, and it thou’d be 5 to 4 for winning
it, you are to confider that the Calling a
King makes it a fure Game won, befides the
Chance of winning a Vole;. and therefore,
upon a firict Calculation, it is found to be
more advifeable- to call a King in fuch a
Cafe. ‘
N. B. A good Player may play a weaker
Game, either elder or younger Hand, than
mlddle Hand.

C H A P. VL
LAWSa QUADRILLE.

I. ' THOEVER names any Suit fot
Trumps, he muft abide by it
#ho’ 1t thould happen to be his worft Suit.
M. If a Card happens to be faced in Deal-
ing you muft deal again, except it is the laft
Card.
H1. If you play with eleven Cards you
ere beafted.
V. If
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IV, If you play Sans prendre, or have
Matadores, you are to demand them before
the next Dealer hassfinithed his Deal, other-
wife you lofe the Benefit of them, =

V. Ifany Body names his  Trump with-
out afking leave, he is obliged to play Saxs
prendre, unlefs he is the younger Hand, and
all the reft have pafs’d. ‘ S

V1. If any Body plays out. of his turn,
that Card played, may be called at any time
in that Deal, provided he does not revoke 5
or the Adverfaries may demand the Partner
of him, who played out of his turn, or his
own Partner, to play any Suit he thinks fit.

VII. After the Game is won, if the Per-
fon who won the fixth Trick plays a feventh
Card, he is obliged to play for the Pole.

VIIIL. If you have four Kings dealt you,
you are at Liberty, either to call 2 Queento
one of your Kings, or to call one of your
Kings; but you are not to call the Queen
of Trumps.

IX. If any Body feparates a Card from
the reft, he ought to play it, if the adverfe
Party has feen it, unlefs he plays Saxs
prendre. ‘ '

X. If the King called, or his Partner
plays out of his turn, no #ole is to be
play’d for. :

XI. No Perfon is to be beafted for a Re-
nounce, unlefs the Trick is turn’d and quit-
ted; and if any Perfon renounces, and it is

) ) difcover’d,
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difcover’d, if the Player fhould happen to
be beafted by fuch Renounce, all the Parties
are to take up thexr Cards and play them
over again.

- XII. If Spadille is forced to play, he is
not obliged to make his three Tricks.

XIII. Whoever undertakes playing the
Vole, has the Preference of playing, before
him who offers to play Sans prendre.

XIV. If all Parties agree to it, before
you begin to play, let the Perfon have the
Preference of playing who plays for the moft
Tricks; which will prevent {mall Games
from being play’d.

- XV. The Player is entitled to know who
is his King called, before he declares for
the Vole.

XVI. When {ix Tricks are won, he who
‘won the fixth Trick ought to fay, I play
the Vole; or, I do not play the 7ole; or, ]

afk——and nothing elfe.

XVII. He who wins the Pole, is to take
double the Stake play’d for, out of the
Pool. ‘

XVIIL. He who afks leave (if elder
Hand) may play Sans preadre, in Preference
to any of the other Players.

XIX. If you have one King only, you
may call your {elf, but muft win fix Tricks.

XX. If you play the King furrendred,
he muft win fix Tricks who demands the
King of any Body.

XXI. He
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XXI. He who has paffed once, (unlefs
he has Spadille) has no right to play after-
wards ; alfo, he who has afked the Queftion
is obllged to play, unlefs fome Body elfe
plays Sans prendre.

XXII. If the Player, or his Friend, thew
their Cards before they have won {ix Tncks,
the Adverfaries may call their Cards as they
pleafe, fpecifying each Card.

-~ XXIII. Whoever has afked leave cannot
play Sans prendre, unlefs he is forced.

XXIV. You are at Liberty to look at
the Tricks when you are to lead, but not
otherwife.

XXV. Whoever undertakes playing for
the Vole, and does not fucceed, has a right
to the Stakes Sans prendre, and Matadores
if he has them, having won his Game.’

XXVI. Forced Spadille cannot play for
the Zole..

XXVII. If any Perfon difcovers his.
Game, he is not entitled to play the Vole.

XXVII. If there happen to betwo Cards
of the {ame fort, and found out before the
Deal is ended, the Deal is void ; but not
otherwife.

XXIX. No Body is todeclare how many
Trumps are played out.

XXX. He who plays, and does not make
three Tricks, is to be beafted alone, ualefs
he plays forced Spadille.

C ON-
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A Short

TREATISE

On the GamE of

Back -Gammon.

CHAP L

Ecaufe it 1s @etcﬁéry for a Learn-
er to know, _how many Points
he ought to throw upen the two
Dice, one throw “with another ; we
fhall take the following Method to de-
monfirate it, «
Example. 1 wou’d know how many
Chances there are upon two Dice ?
The Anfwer is thirty-fix.
I wou’d alfo know how many Points
there are upon the thirty-fix Chances ?
A2 The
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The Anfwer to which take as follows.

Viz., Points,
2 Aces ----—- 4
2 Deuces — 8
2 Trois 12
2 Fours  =——m 16
2 Fives —_— 20
2 Sixes - 24
6 and 5 twice =———— 22
6 and 4 twice = ~——=— 20
6 and 3 twice ——— 18
6 and 2 twice —— 16
6 and 1 twice e 14
5 and 4 twice — 18
% and 3 twice —=— 16
% and 2 twice —_ 14
5 and 1 twice — 12
4 and 3 twice  —— 14
4 and 2 twice ——— 12
4 and 1 twice ~—— 10
.3 and 2 twice 10

— 8

g and 1 twice —
2 and 1 twice —_— 6

* Divided by 36 l 294 l 8
| 288
6
294 divided by 36, folves the Quettion;

by which it appears, that one throw
| with
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with another, you may expec?t to throw
8 upon 2 Dice.
I wou’d know how many Chances
there are upon two Dice ?
‘The Anfwer is 36, which are as fol-
lows :

Chances.
2. Sixeg NN
2 Fives s
2 Fours R
2 Trois — S
2 Deices — JUS,
P‘*Z AC@S e, i gt

6 and ‘5 twice
6 and 4 twice
6 and 3 twicé
6 and 2 twice

#6 and 1 twice.
5-and 4 twice
5 and 3 twice,
5 and 2 twice
%5 and- 1 twice
4 and 3 twice
4 and 2 twice
#4 and 1 twice
3 and 2 twice
*3 and 1 twice
%2 and I -twice

mwwu

Al pubbp_pphN}:prvm.nu-‘qnﬁan

|
|

A 3 BC«;‘



[4]

Becaufe a Learner may be at a Lofs
to find out by this Table of 36 Chances,
what are the Odds of being hit, upon
a certain, or flat Die, let him take the
following Method.

Example. 'To know the Odds of
being hit upon an Ace ?

Look in the Table, where you will
find thus * marked,

%5 Aces e

et I
%6 and 1 twice — 2
¥c and 1 twice mee— 2
%4 and 1 twice — 2
%3 and 1 twice — 2
%2 and 1 2

Total 11

Which deduéted from 36-

The Remainder is 2 5

By this Method it appears that it is
25 to 11 againft hitting an Ace, upon

a certain or flat Die,
The
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The like Method may be taken thh any other flat Die, as you have
feen with the Ace.

I would know what are the Odds of entering a Man upon 1, 2, 3,
4, or 5 Points?

Anfwer, Reduced,
for - agt. | Jor agt.
€ upon 1 Pointis 11 to 25 ) orabout 4 to 9
upon 2 Points 2o 16 | 5 4
Toenterit < upon 3 Points 27 9 r 3 I
upon 4 Points 32 4 ! 8 3
L upon § Pomts 35 1 35 1

[5]
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T would know what are the Odds of lnttmg,

twith any Chance, &
the Reach of a fingle Dic ? i any Lhanee, in

Anfwer Reduced,

Jor  agh. Jor  agt.

€ upon 1 is 11 to 25 ), or zbout 4 "to ¢

upon 2 12 24 x 2

To hit 4 UPeR 3 14 22 & 23
upon 4 15 21 z =

upon 5 1§ 21 | 5 7

Lupon 6 17 19 § 8x 91

[o]



I would know what are the ‘Odds of hitting thh double Dice ?
which are as follows

[4]

Afyfwer. Rgdufed,

| Jor  agt, SJur  agt,

" upon % it 6.to 30 3 or about 1 to §

; upon § 6 30| r 5

. upon g 5 1 1 6

To hit < upon 1o 3 23 r 1 II
upon 11 2 34 ! LRV

L upon Iz (or26%)x 335 j 35

-0,
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To explain further to a Learner how
to make ufe of the Tableof 36 Chaness,
when at a Lofs to find the Qdds of be-
ing hit upon any certain (or flat) Die,
this fecond Example is here added, to
thew how to find by that Table the
Odds, of being hit upon a 6.

2 Sixes
2 'Trois = s woem
2 Deuces + ==

6 and 5 twice —
6 and 4-twice
6 and 3 twice ~——
6 and 2 twice ~~ —
6 and 1 twice -— —
5 and 1 twice -—— =
4 and 2. twice =~ —

Which dedu&ed. from

The Remainderis -

- wlﬁ]NNN‘QQN“HH"‘
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By the forégoing Example it is evi-
dent, that it is’ 19 to 17 againft being
hit upon a 6.

The Odds of 2 Loveis about 5 to 2,

andof = 2to 1 ka2 1,

and of t Love i3 2.

CHAP.
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CHAP I
1. '

T F you play 3 up at Back-Gammen,.

. your principal View, in the firft
place, is, either to fecure your own, ot
your Adverfary’s Cing. Point ; when.
that is effeted, you may playa pufhing
Game, and endeavour to gammon your
Adverfary,

18

The next beft Point (after you have
gain’d your Cing. Point) is to make
your Barr Point, thereby preventing
your Adverfary’s running with 2 Sixes.

I1I.

After you have proceeded thus far,
you are, in the next place, to prefer
the making your Quatre Point in your

own
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own Tables, rather than the Quatns
~ Point out of them.

v,

- Having gained thefe Points, you have
a fair Chance to gammon your Adver-
fary, if he is very forward : For Aup-
pofe hjs Tables are broke at home, it
will be then your Intereﬁ to open your
Barr Point, and to oblige him to come
out of your Tables with 2 63 and hav-
ing your Men fpread, you not only may
catch that Man thch your Adverfary
brings out of your Tables, but you will
alfo have a Probability of taking np the
Man left in your Tables, (upon fuppo-
fition that he had two Men there.) And
fuppmfe he fhould have a Blot at home,
it will then be your Interelt not to make
up your Tables ; becaufe, if he thould
‘enter upon -a Blot which you are to
make for the purpofe you will have a

Preiba.bxhty of gct.tmg 2 third Man;
which,
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which, “if accomplithed, will give you,
at leaft, 4 to 1 of the Gammon ; where-
as, if you have only two of his Men up,
the Odds is in his favour that you do
not gammon him,

v

If you play for a Hit only, 1 or 2
Men taken up of your Adverfary’s,
makes it {urer than a greater Number,
provided that your Tables are made up,

VI

DirecTions bow 20 carry your
Men home.

~ When you carry your Men home, in
order to lofe no Point, you are to carry
the moft diftant Man to your Adverfa-
1y’s Barr Point, that being the firft Stage
you are to place it on; the next Stage is
6 Points further, vsz. in the Place where
: your
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your -Adverfary’s § Men are firft placed
out of his Tables ; the next Stage is
upon the fix Point in your Tables.
This Methed isto be purfued till all
your Men are brought home, except 2,
when by lofing a Point, you may often
fave your Gammon, by putting it in the
Power of 2 Fives, or 2 Fours to fave
it,

VIL

If you play to win a Hit only, you are
to endeavour to gain either your own or
your Adverfary’s Cingue Point ; and if
that fails, by your being hit by your
Adverfary, and you find that he is for~
warder than you, in that Cafe, you muft
throw more Men into his Tables. The
manner of doing it is thus : Put a Man
upon your Cingue or Barr Point, and if
your Adverfary neglects to hit it, - you
may then gain a forward Game inftead
of a back Game ; but if he hits you,
you muft play for a back Game, and

then
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then the greater Number of Men which
are taken up, makes your Game the
better, becaufe you will by that mmeas,
preferve your Game at home :- and you
muft then always endeavout to gain
both your Adverfary’s Ace and Trois
Points, or his Ace and Deuce Points,
and take Care to ‘keep 3 -Men upon
his Ace Point, that if you chanceto
hit him from thence, that Point may
remain ftill fecure to you.

VIII.

At the Beginning of a Set do-not play
for'a back Game ; becaufe, by fo doing,
you would play to a great Difadvantage,
running the Rifk of 2 Gammon to win
a fingle Hit, '

CHAP
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CHAP IL

Direcrions for playing as
,/éﬂmg ot tbe 36 Chances of
che, when you “are to play
for @ Gammon, or for a Single
His.

I

WO Aces, to be play’d on your
Cing.. Point, and Barc Point, for

a Gammon or for a Hit,
II,

Two Sixes, to be play’d on your Ada
verfary’s Barr Point, and on your own
Barr Point, for a Gammon, or for a Hit.

hiid

# Two Trois; two to be play’d on
your Cing. Point, and the other two on
B your



[ 16 }
your Trois Point in your own Tables,
for a Gammon only.

IV.

4 Two Deuces to be play’d on your
Quatre Point in your own Tables, and
two to be brought over from the fivé
Men placed in your Adverfary’s- Fables,
for a Gammon only.

V.
| T Two Fours, to be brought over
from the five Men placed in your Ad-
- verfary’s Tables, and to be put upon the

Cing. Point in your own Tables, fora
Gammon only.

VI.

Two Fives, to be brought over from
the five Men placed in-your Adverfary’s
Tables, and to be put on the Trois Point
in your own Tables, for a Gammon, or
tor a Hit, -

v,
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VIE

- Size Ace, you are to take your Barr
Point, for a. Gammon, or for a Hit,
VIIL.

Size Deuce, a-Man to be brought
from the five Men placed in your Ad-
verfary’s-Tables, and. to'be placed on
the Cing. Point in 'your  own Tables,
for a Gammon, or for.a Hit.

IX.

Six and Three, a Man to be brought
from your Adverfary’s Ace Point, as far
as he will go, for a Gammon, or for @
a Hit,
- X.
- 8ix and Four, a2 Man to be brought
from your Adverfary’s Ace Point, as

far as he will go, for a Gammon, or

for a Hit,
B 2 XTI,
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XI..

Six and Five, a Man to be cartied
from your Adverfary’s Ace Point, as far
as he can go, for a Gammon, or fora
Hit. |

XII.
- Cing. and Quatre, a Man to: be: cat-
1y’d from. your Adverfary’s- Ace Point,

as far as he can go, for a Gammon, or
for a Hit, :

XTI
Cinq. ‘T‘rois, to make the T'rois point
in your own Tables, for a Gammon, or
for a Hit.
XIV.
Cinq. Deuce, to-play two Men from

the 5 placed in your Adverfary’s Tables,
for a Gammon, or for a Hit,

XV,
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XV.

#* Cing. Ace, to bring one Man frony
the five placed in your Adverfary’s
Tables for; the Cing. and. to-play one

Man down on your Cing. Point in yous
own Tables for the Ace, for a Gammos-
only.

XVI.

Quatre Trois, two Mem to be brought:
from the five plac’d in your Adverfary 3
Tables, for a Gammon, or for a Hit..

XVIL

Quatre Deuce, to. make the Quatre
Point in your own Tables, for a Gam-
mon,, or for a Hit..

XVIIL,:

- Quatre Ace, to play a Man from
the 5 placed in your Adverfary’s Tables
for the Quatre, and for the Ace, to pl:v

~aMan
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a’Man down upon the Cing. Point in.
your own Tables, for a Gammon only.

XIX.

‘T'rois Deuce, two men to be brought
from the five placed in your Adverfary’s
Tables, for a Gammon only..

XX.

Trois Ace, to make the Cinq. Point
in your own Tables, for a Gammon, or-

for.a Hit.
XXI;

* Deuce Ace, to play one Man from

the five Men placed in your Adverfa-

' 1y’s Tables for the Deuce ; and for the

Ace, to play a Man down upon the

Cing. Point in your own Tables, fora
Gammon only

CHAP
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‘CHAP IV

DirectioN how to play the
Chances that are markd thus
(¥) when you are only to play.
Jor a H.

I

W O Trois, two.of them are to

be play’d on your Cing. Point

in your own Tables, and with the other

two youare to take the Quatre Point iny
your Adverfary’s Tables,

..

+F Two Deuces; two of them are to
be play’d on your Qgtre Point in your
own Tables, and with the other two.
your are to take the Trois Point in your
Adverfary’s Tables.

The
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The two foregoing Cafes are to be
lay’d in thi§ manfer, for ‘this Reafon,
oiz. That thereby you avoid being fhut
up. in your Adverfary’s ‘Tables, and
have the” Chance of -throwing high
Doublets to win the Hit.

III.

® Two Fours, two of them are to
take your Adverfary’s Cing. Point in his
Tables ; and for the other two, two
Men are to be brought from "the five
placed in your Adverfary’s Tables..

IV.

1. * Cing. Ace play the Cinq.from
the five Men placed in your Adverfary’s
Tables, and play the Ace from yous
Adverfary’s Ace Pomt

V.

2. ¥ Quatre Ace, play the Q;étrﬁ‘
from the five Men placed in your Ad-
verfary ¢
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verfary’s Tables, and play the Ace from
the Men on your Adverfary’s Ace Point.

VL

3. * Deuce Ace, play the Deuce
from the five Men placed. in your Ad-
verfary’s Tables, and play the Ace from
your Adverfary’s Ace Point,

N. B. The three laft Chances are
play’d in this manner, for the following
Reafon: By laying an Ace down in
your Adverfary’s Tables, you have a
‘Probability of throwing, Deuce Ace,
Trois Deuce, Quatre Wrois, or - Size
Cing. in two or three Throws ; in any
of which Cafes you are to take a Point,
which gives you vaftly the better of the
Hit.

You may obferve by the Directions
given in this Chapter, that you are to
-play g Chances out of the 36 in a diffe-
C rent
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rent manner for a fingle Hit, to what
you would do when Playmg fora Gam-

£non,

In this and the foregomg Chapter
plam Directions are given, how, at fet-
ting out to play all the Chances on the
Dice, either for a Gammon, or a fingle
Hit ; ‘but.it is impoffible to give full In-
Lfiru&ions for the whole Progrefs of the
‘Game ; dll that can be done towards
helping a Learner, is to communicate
fome Obfervations, Hints and Cautions,
which if attended to, may be of ufe
%0 him,

CHAP,
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CHAP V,

§ome OsservaTions, Hints, and
Cavutrons, which are to be as-
tended to.

I’

Y the Direions given to play for’

'a Gammon, you are voluntarily
to make fome Blots, the Odds being in
your Favour, that they are not hit;
but fhould it fo happen, that any Blot
is hit, as in this Cafe you will have three
Men in your Adverfary’s Tables, you
muft then endeavour to fecure your
Adverfary’s Cinque, (Latre, or ‘'Trois.
Point, to prevent a Gammon, and muft,
be very cautious how you fuffer your -
Adverfary to take up a fourth Man,

I1,

- Take care not to croud your Game
at any time, if poffible. What is meant
Ca by
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by crowding a Game, is the putting ma-
ny Men either upon your Trois or Deuce
Point in your own Tables ; which is, in .
effet, lofing of thofe Men; not havmg
them in Play. Befides, by crowding
your Game, to attempt to fave a Gam.
mon, you are often gammoned ; be-
caufe when your Adverfary finds your
Game open, by being crowded in your
own Tables, he may then play his Game
as he thinks fit. ‘

IIL.

By Recourfe had to the Calculations,
you may know what are the Odds of
your entering a -fingle Man upon any
certain Number of Points, and by that
means you may. play your Game ac-
cordingly.

v.
If you are obhged to leave a Blot, by

Recourfe had to ‘the Calculatxons for
hitting
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hitting it, you will find the Chances for
and againft you ; and confequently you
will be enabled to judge how to play
your Game to the greateft Advantage.

. 'V'.

You will. alfo find, by the Calcula-
tions, the Odds for and againft you upon
being hit by double Dice, and confe-
quently you will have it in your Power
.tochufefuch a Method of Play as is moft
to your Advantage. |

VL

If it is neceflary to make a Run in or-
‘der to win a Hit, and you would know
to a Point which is forwardeft, your
Adverfary or you, take the following
Method.

Begin with reckoning how many -
Points you muft have to bring home to
your Size Point, in your own Tables,the

o Cj Man
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Man that is at the greateft Diftance
from it, and do the like by every other
Man that is abroad ; when the Numbers
of thofe Abfenteesare fummed up, add
to them the following Numbers for
- thofe dlready in your own Tables (fup-
pofing the Men that were abroad as on
your Size Point for bearing) namely,
fix for every Man on the Size Point, five
for ‘every ‘Man on the Cinque Point,
four for-every Man on the Quatre Point,
three for every Man on the Trois Point,
two for every Man on the Deuce Point,
and cne for every Man on your Ace
Point. Do the like to your Adverfary’s
‘Game, and then you will know which
of you is forwardeft, and likelieft to
win the Hit,

CHAP
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CHA P. VL

Obfervations and Directions for
a Learner that bas made fome

- Progrefs at  Back-Gammon ;
Particular Direltions for éea%r
wng thewr Men.

T
R

F your Adverfary i greatly before:

. you, never play a Man from your
Quatre, Trois,or Deuce Points, in order’
to bear that Man. from the Point where
you put it, becaufe that nothing but
high Doublets can give you any Chance
for ‘the Hit , therefore inftead of play-
ing an Ace or a Deuce from any of the
aforefaid Points, always play them from
your Size or higheft Point, by which:
means you will find, that throwing two-
Fives, or two Fours, will, upon having
- Cy eafedi
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eafed your Size and Cinque Points, be
of great Advantage to you ; whereas,
had your Size Point remained loaded,
you muft, perhaps, be obliged to play
at length thofe Fives, and thofe Fours,

Whenever you have taken up two of
your Adverfary’s Men, and that you
happen to have two, three, or more
Points made in your own Tables, never
fail fpreading your M2n, in order either
to take a new Point in your Tables, or
to be ready to hit the Man your Adver-
fary may happen to enter. As. foon
as he enters one of his Men, you are to
compare his Game with your’s ; and if
you find your Game equal to his, or
better, never fail taking his Man up, if
you can, becaufe it is 25 to 11 againtt
his hitting you ; which Chance, being
fo much in your Favour, you ought al-
ways to run that Rifk, when you have
already two of his Men up.

There
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There is this Exception to this Rule,
that if you play for a fingle Hit only,
and that your playing that Throw other-
wife, gives you a better Chance for the

Hit, you ought not to take up that
Man.

II1.

Never be deterred from taking up any
one Man of your Adverfary’s, by the
Apprehenfion of his hitting you with
double Dice, becaufe the faireft Proba-
bility your Adverfary has of hitting you,
is five to one againft him.

IV.

If you fhould happen to have five
Points in your Tables, and to have taken
up one of your Adverfary’s Men, and
are obliged to leave a Blot out of your
Tables, take care, if it is in your Power,
rather to leave it upon Doublets, than

- any’
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any other Chance, becaufe Doublets
are 35 to 1 againft his hitting you, and
any other Chanceis but 17 to one againft
him.

V.

Twoof your Adverfary’s Men in your
- Tables are better for a Hit, than any
greater Number, provided your Game
is forwardeft, becaufe his having three
or more Men in your Tables, gives him
more Chances to hit you, than if he had
only two. Men in. them.. ‘

VI..

If you are to leave a Blot, upon your
entering of a Man in your Adverfarys
Tables, or otherwife, and have it in
yourChmce to leave it upon what Point:
you pleafe, always choofe that which is:
the moft difadvantageous to him. To
illuftrate this by an Example, let us

fuppofe it is his Intereft to hit you or
take.
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take you up as foon as you enter, in
that Cafe you are to leave the Blot up-~
on his loweft Point ; that is to fay, upon
his Deuce Point, rather than upon his
Trois Point, or upon his Trois Point
preferably to his quatre Point, or upon
his quatre Point preferable to his Cinque
Point, becaufe, (as has been mentioned
before) all the Men your Adverfary plays
upon his Trois, or his Deuce Points, aré
~deemed as loft, being in a great Meafure
out of Play, thofe Men not having itin
their Power to make his Cinque Point;
and confequently hisGame will be crowd--
ed there, and open elitwhere, whereby
you will be able alfo much to annoyhim.

VIL

Toprevent your Adverfary from bear~
ing his Men to the greateft Advantage
when you are running to fave your
Gammen ; as, for inftance, fuppofe you
fhould have two Men upon his Ace
Point, and feveral other Men abroad,

tho”
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tho’- you fhould lofe one Point or two
in putting your Men into your Tables,
yet it -is your Intereft to leave a Man
upon your Adverfary’s Ace Point, which
will have this Confequence, that it will
prevent hisbearing his Men to his greateft
Advantage, and will alfo give you the
Chance of his making a Blot,which you
may chance to hit. . But if, upoen a Cal-
culation, you find that you havea Throw,
_ora probability of faving your Gammon,
never wait for a. Blot, becaufe the Odds
' are greatly againft hitting it,

CHAP.
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CHAUP. VI

Cafes, put éiy way of Examples,
2o [hew bhow to calculate the
Odds of faving or winning a

Gaminon.
I'

Q Uppofe your Tables are made up,

) and that you have taken up one of

your Adverfary’s Men ; and fuppofe

your Adverfary has fo many Men abroad

as require three Throws to put them in
his Tables, '

Query, Whether Jou have the better
of a Gammon, or not ?

- Anfwer, It is about an equal Waoer
that you gammon him,

Becaufc in all Proba‘mlhy, you will

have bore two Men before you open
your
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your Tables, and when you bear the -
third Man, you will be obliged to open
your Size or Cinque Point, in that Cafe
it is probable, that your Adverfary muft
take two Throws before he enters his
Man in your Tableo, and two Throws
more before he puts.that Man into his
own Tables, and three Throws more to.
put into hisown Tables the Men which
he has abroad, which in all make feven
Throws : And as you have twelve Men
to bear, which probably will take feven
Throws in bearing, becaufe you may
twice be obliged to make an Ace, ora
Deuce, before you can bear all your Men,

N. B.No mention is made of Doub-
lets of cither fide, that Event being
equal to each Party.

The foregoing Cafe being duly at-
tended to, fhews it is in your Power to
calculate very nearly the Odds of faving or
wmnmga Gammon uponmoft Occafions.

’ Suppofe
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IL.
Suppofe I have three Men upon my
Adverfary’s Ace Point, and five Points
in my Tables, and that my Adverfary

has all his Men in his Tables, three up-
on each of his five higheft Points.

Query, Whether the Probability is for -
his gammoning me, or not.

Anfwer. Points,

For his bearmg 3 Men from his 6 Point, is 18
from his 5 Point, - 13

from his 4 Point, - 12

from his 3 Point, -\ g

from his 2 Point, -~ 6

Total, - 60

To bring my 3 Men froin my
Adverfary’s Ace Point, to my
Size Point in my Tables, be-
ing for each 18 Points, make
Jin all o e 54

The Remaindér s - 6
And



[381

And as befides the fix Points in your
Favour, there is a further Confideration
to be added for you, which is, that your
Adverfary may make one or two Blots
in bearing, as is frequently the Cafe:
You fee by this Calculation, that you

| have greatly the better of the Probability
of faving your Gamimon.

N, B. This Cafe is fuppofed upon an
Equality of throwing,.

IIIL

Suppofe I leave two Blots, either of
which cannot be hit, but by double
Dice, to hit the one, the Caft muft be
exght and to hit the other, it muft be
nine, by which means my Adverfary has
only one Dye to hit either of them.

" Query, What are the Odds of his
hxttmg cither of thofe Blots ?

Anfuwer.
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An ‘zé)er;

-The Chances on two Diceare inall, 36
6 and 2 twice -

The Chances Y5 and 3 twice, -
to hit 8 are, )2’ Deuces, —

2 Fours, —m —

The Chamces{6 and 3 thce - 2

o= NN

5 and 4 twice, - 2

e
to hit 942 Trois, - = - 1
Total Chances for: hltting, - 11
Remain Chances for hitting, - 2¢

So that it is 2 ¢ fo 11 that he will not
hit either of thofe Blots, '

TV.

To give another Example, let us fup-
pofe “that- T leave two other Blots than

the former, which cannot be hit but by
D douvie
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double Dice, the one muft be kit by
cight,, and the other by feven,

Q%‘t’ry, Whatt are the Odds of “my
Adverfary’s hitting either, of thefe Blots?

Anfwer..

The Chances on two Dice are‘inall] 36

6 and 2 twwe —

The Chances Y5 and’ 3 twice, — -
to hit. 8 are, Jtwo Fours, == —
Ltwo Deuces o —

ERI S

P

The Chanccs

—y
and 2 twice, —— 2
to hit 7are, 5 anc 2 twic %

2A

{6 and’ 1 ‘twice, .
4 and 3 tWice,<

“‘Total Chances for hitting, - 12

———

Remain Chances for not hitting.. 24

. Ther:fdge._ it is two.to-one, that I am:
not hit,
The:
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The  like Method is to be taken:
with three, four, or five Blots upons«
double Dice ;. or with Blots made upon:
double and fingle Dice at the fame time ;.
you are then. only'to find out (by the-
Table of 36 Chances) how many there:
are-to hit any of thofe Blots,.and add-
all together in one Sum, which fubftra&:
from the Number' 36,. which is the-
whole of the Chances upon two Dice z=
So doing refolves any Quefltion required,..

V.

The following ‘Cafes-are' to’fhew @

way of calculating, which may be call’d

a mechanical 'way of folving of Quef-
tions of. the like Nature.

I would know what are the Odds of
throwing 7 twice, before 10 once ?

D2 - Hafwer,
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Anfwer.,

It is 5 to 4 that yo is thrown once
before + is thrown twice, which is de-
monftrated, as follows :

Suppofe the Stake depending is nine
Pounds, my firft Throw entitles me to
‘have one third Part of that Money, be-
caufe 7 has fix Chances-for it, and 10
has but three Chances, and therefore it
is two to one.

L s 4

For the firft Throw
Having taken 3 /. out of the 9 4
for the firft Throw, the Re-
mainder is 6/, out of which a
third Part is to be taken for
the fecond Throw, — — 2 00

The Total is, 5 0 o
Remains, 4 00

The wholg Stake is, ¢ o o



[ 43 ]
VL

I would know what are the Cdds of
entering 2 Man upon any certain Point
in two Throws ?

L nfwer.

Suppofe 36 Shillings is the whole
Stake depending, I would know what
is my Share of that Stake, havinglay’d
18 Shillingsthat I enter in two Throws ?
By the Calculations in the Tables of 36
Chances, it is found that I have g1
Chances out of the 36 for entering the
firft Throw, for which therefore I am
entitled to 11 out of the 36 Shillings,

5. d.
The Stake is, - - - 36 0
For the firlt Throw, - 11 0

Remains, - 25 o

L

The
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The Remainder, being 25 Shil--
lings,  is to be divided into 36
equal Parts,of which Tamen-
titled to eleven of thofe Parts,
which make 75 74.5 for the
fecond Throw,. — — 773

s, de.

Adding this to.the other 11 Shil-
lings, makes my Share of the
- Stake to be,. —- — — 18 72
Then my Adverfary’s Share will ‘
be —_ —_ — 17 47

Total of the Stake,. - 36 o

"Therefore it is very nearly 15 to 14
i favour of entering a Man upon any
certain Point in two. Throws..

CHAP,
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CHAP VIL
Crtical Cafes for a Back-Game:
I..

" ET us fuppofe 4. plays the Fore--
game, and that all-his Men are:
placed in the ufual manner..

For B’s Game, let us fuppofe, that-

14 of his Men are placed upon his Ad-

verfary’s Ace Point, and one Man upon

his Adverfary’s Deuce Point, and that
" B: is to throw.. ’

Query, Which Game is likelieft to
win the Hit ?

Anfwer, A's isthe beft by Gold to
Silver, or 21 for, to.20 againft ; be~
caufe, if B. miffes an: Ace to take his-
Adverfary’s. Deuce Point,, which is 25

ta
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to 11 againft him, A is, in that Cafe,
to take up B’s Men in his Tables, ei-
ther fingly, or to make Points ; and if
B. fecures either A4’s Deuce or Trois
Poiut, in that Cafe, 4. is to lay as ma-
ny Men down as pofiible, in order to
be hit, that thereby he may get a Back-
game. ‘

When you are pretty well vers'd in
the Game of Back-Gammon, by prac-
‘tifing this Back-Game, you will become

a greater Proficient in the Game than
by any other Method, becaufe it clearly
‘demonttrates the whole Power of the

Back-game,
I1. Back-Ganme.

Let us fuppofe A. to have five Men
placed upon his Size Point, five Men
upon his Quatre Point, and five Men
upon his Deuce Pomt all in his own

Tables,
And
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And let us fuppofe B. to have three
Men placed upon A’s Ace Point, .three
Men upon 4’s Trois Point, and three
Men upon 's Cinque Point ; let B.al-
{o have three Men upon his Size Point
in his own Tables, and three Men plac’d
out of his Tables, :in the ufual manner,

RQuery, Who has the better of the
Hit? ‘

Anfwer. Tt is an equal Game ; but
to play it critically, the Difficulty lieg
upon B, who is in the firft place to en-
deavour to gain his Cinque and Quatre
Points in his own Tables, and when
that is effeted, he is to play two Men
from A’s Cinque Point, in order to
oblige his Adverfary to blot, by throw-
ing an Ace, which if B. hits, he will
have the faireft Probability of winning
the Hit,

E I1I,
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III Bac/é—mzme

" ‘Suppofe -A. has three Men upon B’s
Ace Point, and three Men upon B’
Deuce Point, alfo three Men upon his
Size Point in his own Tables, and threée
Men upon his ufual Point out of his
Tables, and three Men where his five
Men are ufually.placed in his Adverfa-
1y’s Tables,

And let us J fuppofe B. has his Men
placed in the fame manner,. both in hi

own and his Adverfary’s Tables, with

this Difference only, @iz, inftead of
- having three Men put upon £t Deuce
Point, let him have three Men upon
A’s Trois Point,

Ozmﬂy “Who thas the beft of the Hit ?

Afz/uaer /1 becaufe the Ace and
Trois Point are not {o good for a Hit,
as the Ace and Deuce Points in your

Adverfary’s
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Adverfary’s Tables for this Reafon, be-
caufe when you are bearing your Men,
you have the Deuce Point in your own
Tables to play your Men upon, which
often prevents your making a Blot,which
muft happen otherwife te your Adver-
fary ; and take care to lay down Men to
be hit as often as you can, in order to
keep your Game backward, and for the
fame Reafon avoid ‘hitting any Blots
which your Adverfary makes,

1v.
As o 'Cqﬁ of Curiefity and | Infiruc-
tion. . -

Let us'fuppofe A hashis:r g Men up-
on B’s‘Ace Point, B. isto fuppofed have
his - Barr “Point, -alfo “his ‘Size, Cinque,
Quatre, and Trois -Points in his own
Tables.

E 2 Query,



T 501

Query, How many Throws is 4. like-
Iy to take to bring his 15 Men into his
own Tables, and to bear them ?

Anfwer, You may undertake to do it
in.feventy-five - Throws.

It is Odds in s Favour that he
throws an Ace in two Throws ; it isal-
fo Odds in 4’s Favour that he throws a
Six in two Throws ; when thefe Events
happen, 4. has a Probability of not
wanting above two or three Throws to
play, till he has got all his fifteen Men
into his own Tables: Therefore, by a
former Rule laid down to bring your
Men home, and alfo for bearing your
Mepn, you may be able to find out the
Probability of the Number of Throws
required. Nofe, B. ftands ftill, and
«does not play. |

V.A
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A Cafe of Curiofity and Inftruction.

Where 4. and B. fhall play as faft as
ufual, and yet' 4. thall make the Hit
laft, - probably, for many Hours.-

- 'We will fuppofe B. to have bore 13
Men, and that 4, has taken up the two
remaining Men. -

And let us fuppofe that 4. has hisi 15
Men in B’s Tables, viz. three Men
upon his Size Point, three upon his
Cinque Point, -three upon his Quatre
Point, three upon his Trois Point, two
upon his Deuce Point, and one upon his
Ace-Point.

“The Method which A. is to take, is
this : Let him bring his 15 Men home,
by always fecuring fix clofe Points, till
B. has enter’d his two Men, and brought

" Eg them
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them upon any certain Foint; as foonas
B. has gain’d that Point, 4. muft open
an Ace, Deuce, or Trois, orall three;
which effeéted, B. hits one of them,and
A. taking care to have two or three
Men in B’s Tables, is ready to hit that
Man ; and alfo, he being affured of tak-
ing up the other Man, has it in his
Power to prolong the Hit to almofl any
Length, provided he takes Care not to
open fuch Points, as two Fours, two
Fives, or two Sixes, but always to open:
the Ace, Deuce, or Trois Points for B,
to hit him.,

VI.

I would know what are the Odds
upon two Dice, for throwing two Sixes,
two Fives, or two Fours, in three
Throws? which, by mechanical Calcu-
lation, may be found thus:

Anfwer, Suppofing 36 Shillings to be
the Stake depending, the Thrower
‘ will
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will be entitled to have. for his firft
Throw, —_— — — 3 fhil,
which deducted out of 36, re-
mains 33 ;3 which divided again
mnto 36 Parts, make fo many
eleven Pcnce out of which the
Thrower is to have 3 for his fe- 5. d.
cond Throw - = - 2 9

- The Remainder, 40 Shiilings
'and 3 Pence, isagain to be divid ad’
nto 36 Paxts dividing the 303
{o, make fo many Ten-pence, and
the 3 Pence divided into {o many
Parts, make o many Thirds of
Farthings of which the Thrower
is to have 3 Parts for his Share o
for his third Throw - - 2 6%

Total for the Thlowex 8 3%

So.that itis 275 84+ to8 s 3d%
agamf‘c the Thrower ; which reduced
into the finalleft Number is very near-

E 4 ly
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Iy as 10 to 3, that 2 Sixes, 2 Fives, or
2 Fours, are not thrown in 3 Throws..

VII..
BACK-GAME.

Suppofe 4. to-have 2 Men upon his-
Size Point in his own Tables, 3 Men up-:
on his ufual Point out of his.Tables, 2
Men. upon the Point where his 5 Men:
are ufually placed in his Adverfary’s
Tables, 5 Men upon his Adverfary’s:
Ace Point, and 3 Men upon his Adverfa--
ry’s Quatre Point..

And let us fuppofe B. to have 2 Men:
upon his Size Point in his own Tables,.
'3 Men upon his ufual Point out of his-
Tables, 2. Men upon.the Point where.
his 5 Men are ufually placed in his Ad«
verfary’s Tables, 5 Men upon his Ad--
verfary’s Ace Point,; and 3 Men upon his
Adverfary’s Trois Point, .

Query, .
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Query, Who has the faireft- Chance:
to win the Hit ?

Anfwer, A; has, becaufe he is"to play
either an Ace, or a Deuce from his Ad-
verfary’s- Ace Point, in order to- make
both thofe Points as Occafion offers, and*
having the Quatre Point in his Adver~
fary’s Tables, he may more eafily bring
thofe Men away,. if he finds it necef~-
fary, and he will alfo have a refting
. Place by the Conveniency of that Point,
which at all times in the Game will give
him an Opportunity, of running for the
Hit, or ftaying, if he thinks proper..-
Whereas B. cannot fo readily come-
from the Trois Point in his Adverfary’s+
Tables. .

CHAP..
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CHAP IK

" E'T us fuppofe 4.and B, place
M4 their Men in-the following man-
“ner for a Hit.,

Suppofe A. to.-have 3 Men upon his
Size Point in his own Tables, 3" Men
upon the ufual Point out of his Tables,
and 9 Men upon, his Adverfary’s Ace,
Deuce, and Trois Points, 3 Men to be.
placed upon each Point ; and {uppofe
B’s Men tobe placed in his own, and in-
his Adverfary’s Tables, in the fame or--
der and manner, |

The Refult is, that the beft Player
ought to win the Hit ; and the Dice are
to be thrown for, the Situation being
perfectly equal in 4’s and B’s Game.

- If A throws firft, let him endeavour
to gain his Adverfary’s Cinque Point ;.
~ when
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when that is effected, let him lay ag
many Blots as poffible, to tempt B to
hit him ; for every time that B. hits
them will be in 4’s Favour, becaufe it.
puts him backward, and let 4. take up
none of B’s Men for the fame Reafon..

A. is always to endeavour to. take
Care to have three Men upon each of
his Adverfary’s Ace and Deuce Points ;.
becaufe  when B, makes a Blot, thofe
Points will remain fecure, and by Re-
courfe had to a former Cafe (Numb. V.,
in the former Chapter) when 4, has
bore 5, 6, or more Men, yet 4. may
fecure 6 clofe Points out of his Tables,.
in order to prevent B. from getting his
Man home, and by Recourfe had to the
Calculations; he may eafily find out (in
cafe he makes up his Tables) who has
the better of the Hit; and if he finds.
that B. is forwardeft, he is then to en-
deavour to lay fuch Blots to be taken
up by his Adverfary, as may- give him a

Chance
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Chance for taking up another Man, i
eafe B. fhould- happen-to have a Blot at.
home.

Thofe who play the foregoing Game'
Well ‘may be ranked in the firft Form,.-

II.
A Cafe of Curigfity,

4. and B. play at Back-Gammon, 4
Fas bore 1 3 Men and has 2 Men to
bear upon his Deuce Point, B; has 13
Men in- his own Tables with 2 Men
to enter. B. isto-throw,—And to name
the Throws both for himfelf and 4,
but not to-hit a Blot of- either Side:
Query, what Throws is B. te- name
for both. Parties, . in order to fave his
Gammon ?

Anfwer, B.calls for himfelf 2" Atees,
which enters his 2 Men upon A’s Ace
Boint. B. alfo calls 2- Aces for 4. and

con-
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.confequently 4. cannot ¢ither bear &
Man nor play one ; then B. calls for

2 Sixes for himfelf, and carries one Man

home upon ‘his Size Point'in his own

Tables, and the -other he -places upon

his Adverfary’s Barr Point: B. alfo

calls Size-Ace for A, {o that 4. has one

Man left to bear, and then B calls for

himfelf either 2 ‘Sixes, 2 Fives, or 2

Fours, any of which bear a Man, in

Cafe he has Men in his own Tables

. upon thofe Points,and fo faves his Gam-
- mon, '

I,
The following Queftion is to be at<
tended to, as being Critical and Inftru-

Suppofe that both yours and your Ad-
verfary’s Tables are made up.

Alfo
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Alfo that you have 1 Man to catry
home but ‘that he has 2 Men on your
Barr Point ‘to carry home, which lye in
wait to catch 'your Man and that if
you pafs him you are to win the Hit.
Suppofe alfo that you have it in your
Choice to run the Rifk of being hit, by
=7, or by 8, both of which are Chances
upon Double Dice.

Qz;ery, ‘Which of ‘thefe Chances:is it
bef’t for you to venture ? :

. Anfwer, that of =, for the following .
Reafons : Firf?, becaufe that the Chances
of -:bei‘hg)hitiby 7, or by 8 are-equal.

Secondly, if he does not hit >, you
will then have in your Favour 23
Chances to 13, that by your next Throw
you either hit him or pafs beyond him. -

Thirdly, in cafe your fecond Throw
fhould happen to be under 7, and that
con-
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confequently you cannot hit him; yetyou
may play that Caft at home, and con-
fequently leave 'the Blot upon double

Pice,

Whereas if on the cdntrary, you had
made Choice of leaving the Blot upon 8,

you would have made a bad Choice, for
the Reafons followmg

Firf?, Becaufe the Chances for being
hit by 7, or by 8, are only equal.

Secondly, Becaufe if you thould efcape
the being hit by 8, yet you would then
have but 177 Chances in your favour, a-
. gainft 19 for either hitting him, or paf—
fing beyond him by your next Throw.

- Thirdly, in cafe your fecond Throw
fhould happen to be Size-Ace, which
_is:fhort of him, you would then be oblig’d
to play the Man that is out of your
‘Tables, not heing able to play the fix at
home, and confequently to leave a Blot
to
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to be hit by a fingle (orflat) Dye;
.which Event, upon Suppofition that
you play for 18 Shillings a Game, it
would entitle him to 11 Shillings of the
whole Stake depending. ‘



L63)
The LAWS of Back-Gammon,

if, JF you take a Man from any

> Point, that Man muft be play-
ed , the fame muft be done if 2 Men
are taken from it,

2d, You are not underftood to have
play’d any Man, till you have placed
him upon a Point and quitted him.

34, If you play with 14 Men only,
there is no Penalty attending it, becaufe
by playing with a lefler Number than
you are entitled to, you play to a Difad-
vantage, by not having the additional
Man to make up your Tables.

4¢h, If you bear any number of Men,
before you entered a Man taken up, and
which confequently you was obliged to
enter, fuch Men, fo born, muft be en-
F tered
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tered again in your Adverfary’s Tables,
as well as the Man taken-up:.

‘gth, If you have miftaken your
Throw, and play’d it, and if your Ad--
verfary has thrown; it is not in your ot
his Choice to alter it, unlefs both Parties.
agree to it..

An Ags
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A
TREATISE

‘On the GAME of

PIQUET.

CHAP L

General Rvu L s for playing at
PIQUET.

I

%7 OU areto play by the Stages of

%" your Game; what is meant by
then is, that when you are backe
wards in the Game, or behind
your Adverfary, you are to play a puth-

~ing Game, otherwﬁ'e you are to make
B : twenty




2 A Treatife on P 1  uE T.
twenty-feven Points elder-hand, and thir-
teen Points younger-hand 3 and you are
ways to compare your Game with your
Adverfary’s, and difcard accordingly.

11,

You are to difcard in Expeation of
winning the Cards, which 1s fo effential
a part of the Game, that it generally
makes twenty-two or twenty-three Points
difference ; therefore you are not to dif-
card for low Quatorze, fuch as three
Queens, three Knaves, or three Tens,
becaufe in any of :thefe Cafes, the Odds
are three to one elder-hand that you do
not fucceed, and feventeen to three younger-
hand ; for let us fuppefe you fhould go
for a Quatorze of Queens, Knaves, or
Tens, and throw out an Ace or a King,
by fo doing you run the Rifk of lofing
above twenty Points, in expeftation of
winning fourteen Points.

IIL. -

At the beginning of a Partie you are
to play to make your Game, which is
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twenty-feven Points elder-hand, and thir-
teen Points younger-hand : therefore fup-
pofe you are elder-hand, and that you
have a Terce- Major and the Seven of any
Suit, it is five to two but that you take
in one Card out of any four certain Cardss
therefore fuppofe you fhould have three
Queens, three Knaves, or three Tens,
you are in this Cafe to difcard one of
them preferably to the Seven of fuch a
Suit, becaufe it is three to one that you
do not take in any one certain Card elder-
hand to make you a Quatorze, and confe-
quently you difcard the Seven of fuch a
Suit to a great Difadvantage..

Iv.

If your Adverfary is greatly before you
in the Game, the Confideration of win-
ning the Cards muft be put quite out of
the Queftion : therefore, fuppofe you
fhould have a Quart to a Queen, or a
RQuart to a Knave 3 1n which Cafe it is.
only about five to four, being elder-hand,
but that you take in a Card to make you
a Quint, and about three to one but that

B2 ycu
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you take in a Queen, a Knave, or a Ten 3
~fhould you have three.of either dealt you,
it'is good Play to make a Pufh for the
Game, particularly if it is o far advan-
ced as to give you but little chance for it
‘in another Deal 3 and in this, and other
Cafes, you may have recourfe to the Cal-
culations afcertaining the Qdds.

V.

“To gain the Point,rgeneraily makes
-ten Points Difference 5 . therefore when
you difcard you muft endeavour to gain
it, but not rifk the lofing of the Cards by
fo doing.

VI,

‘The faving of your Lurch, or the lurch-
ing of your Adverfary is fo material, that
you ought always to rifk {fome Points to
_accomplifh either of them, '

VIIL

I you have fix Tricks with any win-
-ning Card in your Hand, never fail play-
“ing that Card, becaufc at leaft ‘you play

-eleven
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eleven Points to one againft yourflf by
fo doing, unlefs in Play you difcover what
Cards your Adverfary has laid out, -

VIIIL

~ Ifyou are greatly advanced in the Game, .
as {fuppofe you are eighty to fifty, in that

cafe it is your Interelt to let your Adver,

fary gain two Points for your one as often

as you can, efpecially if the next Deal you

are to be elder-hand 3 but if on the con-

trary you are to-be younger-hand, and

are eighty-fix to fifty- or fixty, never re-

gard the lofing two or three Points for the

gaining of one, beécaufe that Point brings.
you within' your Shew. . '

IX..

The younger Hand is to play upon the
defenfive 3 therefore, in -order to make
his thirteen Points, he is to carry Terces,
Quarts, and efpecially: to ftrive for the
Point : but fuppofe him to have two. Ter-
¢es from a King, Queen, or Knave, as
it is twenty-nine to twenty-cight that he
fucceeds, he having in that cafe feur cer-

B 3 ©ofain
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tain Cards to take in to make him a Quart
to either of them, and perhaps thereby
fave a Pigque, &¢. he ought preferably to
go for that which he has the moft chance
to fucceed in : but if inftead of this Me-
thod of Play he has three Queens, Knaves,
or Tens, and fhould attempt to carry any
of them preferably to the others, the
Odds that he does not fucceed being fe-
venteen to three againft him, he confe-
quently dilcards to a great Difadvantage.

X

The clder or younger-hand is fome-
times to f{ink one of his Points, a Terce,
or three Kings, Queens, Knaves, or Tens,
in hopes of winning the Cards; but that
is to be done with Judgment, and with-
out hefitating,. .

XL
It is often good Play for a younger-‘
hand not to call three Queens, Knaves,
&9¢. and to fink one Card of his Point,

- which his Adverfary may {uppofe to be a
Guard to a King or Queen.

XII,
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X1

The younger-hand having the Cards
equally dealt him, is not to take in any
Card if thereby he runs the Rifk of lofing
- them, unlefs he is very backward in the
Game, and has then a Scheme for a great
Game. ‘

XIII.

If the younger-hand has a probability.
‘of faving or winning the Cards by a deep
Difcard.s. as for Example, Suppofe he
thould have the King, Queen, and Nine
of a Suit, or the King, Knave, and Nine
of a Suit, in this cafe he may difcard ei-
ther of thofe Suits, with a moral certainty
of not being attack’d in them, and the
©dds that he does not take in the Ace of
either of thofe Suits being again{t him, it
is not worth his while to difcard otherwile
in Expectation of fucceeding,..

XIV.

The younger-hand having three Aces
B4 dealt
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dealt him, it is generally his beft play to.
throw out the fourth Suit,

XV.

The younger-hand is generally to car-
ry Guards to his Queen-Suits, in order to.
make Points and to fave the Cards,

XVI.

‘When the younger-hand obferves that
. the elder-hand, by calling his Point, has
five Cards which, will make five Tricks.
in Play, and may have the Ace and

aeen of another Suit, he fhould throw
away the Guard to that King, elpecially
if he has put out one of that Suit, which.
will give him an even chance of faving the
Cards, '

XVIL

If the elder-hand hasa Quart to aKing
dealt him, with three Kings and three
Queens (including the King to his Quart),
and that he is oblig’d to difcard, either
one of his Quarts to the King, or to dif-
card a King or Queen,

| Ruery:.
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Query. Which is beft for him to dift
card ¥ ‘

Anfwer. The Chance for taking in the
Ace or Nine to his Quarz to a King, be-
ing one out of two certain Cards, is exact-.
ly equal to the taking either a King or a.
Queen. having three of each dealt him 3
therefore he is. to difcard in fuch a man-
ner as gives him the faireft probability of
winning the Cards. '

The {oregoing Cafe may be a general
Direction todifcard in all Cafes of the like
nature either for the elder or younger.
Hand..

XVIIL

Suppof¢ the elder-hand has taken in his:
five Cards, and that he has the Ace,King,
and Knave of a Suit, having difcarded:
two of that Suit; he has alfo the Ace,
King, Knave, and two {mall Cards of ano-
ther Suit, but no winning Card in the o-.
ther Suits.

Query. Which of thefe Suits. is he to.
play from, in order to have the faireft
chance of winning, or faving the Cards '

Anfwer.
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Anfwer. He is always to play from the
Suit of which he has the feweft in num-
ber; becaufe, if he finds his Adverfary
guarded there, the probability is in his
Favour that he is unguarded in the other
Suit 3 and thould he play from the Suit
of which he has the moft in number, and
finds his Adverfary’s Queen' guarded, in
that cafe he has no chance to fave or win.
the Cards,

XIX.

If the elder-hand is fure to make the-
Cards equal, by playing of them inany
particular manner, and is advanced before
his Adverfary in the Game, he is not to
rifk the lofing of them s but if his Adver-
fary is greatly before him, in that cafe it
is his Intereft to rifk the lofing of the Cards,
im expectation of winning of them.

CHAP.
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CHAP I

Particular R v L 5 and C AsES.

I‘\l

UPPOSE you are elder-hand, and

that you have dealt you a Quart-major
with the Seven and Eight of Clubs, the
King and Ten of Diamonds, the King
and Nine of Hearts, with the Ten and
Nine of Spades.

- Query, Whether you are to leave a
Card, by carrying the Quart-major and
two more of the fame Suit for the Point,
‘'with two other Kings, or to throw out
one Card of your Point?

Anfwer, 1f you throw out one Card of
your Point, there is a Poffibility that you
reckon only five Points, and that your
Adverfary may win the Cards, by which
Event he gets eleven Points, befides his
three Aces, &5, which gives you a bad
chance for the Game : But by leavinga

Card,
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Card, and admitting that one Card of
confequence lies in the five Cards which.
you are intitled to take in, it follows that
you have four chances to one againft lca-
ving that Card, and conicquer:tly it is your.
‘ Intere{’c to leave a Card ¢ the Odds is alfo
greatly in your Favour that you take in
fome one of the following Cardsin four
Cards, viz. there are two to your Pomt,_
three Aces, and one King.

IL.

TFyou. fhow’d happen to have thé Ace;-
King, and four {mall Cards of any Suit,
with two other Kings, and no great Suits

againft you, the like Method. of the for-
mer cafe may be practifed.

1L

Suppofe you fhou’d have the King,
-Queen, and four of the fmalleft Clubs, the
King and Queen of Diamonds, the Ace
and Knave of Hearts, and the King and
Nine of Spades.
Query. How are you to difcard with a
probability of making the moft Points?
Anfwer. .
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Anfwer. You are to throw . out the
"Queen and four fmall Clubs, and to car-
1y three entire Suits, with the- King of
Clubs 3 for this Reafon, becaufe the
Chance for your taking in ‘the fourth
-King, is exactly the fame as the Chance
of taking in the Ace of Clubs, in cither
~of which Cafes it is three to one againft
you s but if you fail in taking in the
fourth King, by difcarding thus you
‘have a fair Chance to win the Cards,
which will probably make twenty-twe
‘Points difference; but fhould you difcard
with an Expectation of taking in the Ace
~of Clubs, and fhould happen to fail, you
being obliged to throw out fome of your
-great Cards, you would have a very dif-

-tant Chance of either faving or winning
the Cards.

Iv.

Suppofe you fhould have the King
and Queen of Clubs, a Terce-Major in
‘Diamonds, Queen and Knave of Hearts,
and a Quint from the Knave in Spades.

Query.
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Query, How are you to difcard with
a Probability of making the moft Points?

Anfwer. You are to throw out the
Quint to a Knave in Spades, in order to
make the moft Points; becaufe, let us
admit that your Quint is good for every
Thing after you have taken in, you in
that Cafe only {core nineteen Points, if
you carry it, and you probably give the
Cards up, and alfo the Chance of a
Quatorze of Queens, befides a great
Number of Points in Play ; and, confe-
quently, by carrying the Quint you would
difcard to a great Difadvantage.

V.

Suppofe you have the King, Queen,
Seven, Eight, and Nine of Clubs; the
Queen and Knave of Diamonds ; the
Queen, Ten, and Nine of Hearts, with
the Ace and Nine of Spades,

Query. How are you to difcard ?

Anfwer, You are to difcard the King,
Seven, Eight, and Nine of Clubs, and
the Nine of Spades, by which means,
you do not only go for three Suits, but

you
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you have the fame Chance for taking in
the fourth Queen, as you would have to
take in the Ace of Clubs ; befides, the
Probability of winning the Cards is
greatly in your favour by this Method of
difcarding,.

VI,

Suppofe you have the Queen, Ten,
Nine, Eight, and Seven of Clubs ; the
Knave, and Ten of Diamonds ; the King,
Queen, and Knave of Hearts, with the
Ace and Nine of Spades.

Query. How are you to difcard ?

Anfwer. You are to difcard the five
Clubs, becaufe it is three to one that you
do not take in the Knave of Clubs, and
the carrying three entire Suits gives you a
fairer Chance to {core more Points,

VIIL

Suppofe yeu have the Ace, Queen,
and Knave of Clubs 5 the King, Queen,
and Knave of Diamonds 3 the Queen and'
Knave of Hearts, with the Ten, Nine,
Eight, and Seven of Spades.

- Ruery,
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Qyery. How are you to difcard ?
Anfwer. You are to difcard the Ace of

“Clubs and the four Spades, becaufe it is

~ only five to four but that you take in a

«Queen or a Knave ; it is alfo about three
to two that you take in an Ace; you have
alfo three Cards to your Zerce to a King
to take in, viz. the Ace and Ten, or the

Ten and Nine to make you a Quint, all

which Circumflances confidered, you

have a fair Probability of making a great

‘Game 3 whereas, if you thould leave a

Card, by throwing out the four Spades

only, you run the Rifk of leaving one

of the following Cards, %7z. the King of

Clubs, the Ace of Diamonds, the Ace,

“Queen, or Knave of Spades, in any of

which ‘Cafes you would probably loofe

more Points than by throwing out the

Ace of Clubs3 and if you fhould carry

two Suits, viz. three Clubs, three Dia-

monds and the Queen of Hearts, you run
the Rifk of putting out fourteen Points,
and it is only five to four againft your

‘taking in a Queen or a Knave, and there-

fore you would difcard to a great Difad-
vantage.

’ VIII. Sup-
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VI,

Suppofe you have. the King, Queen,
and Ten of a Suit, and that your Adver-
fary has the Ace, Knave, and one fmall
Card of that Suit, and that you have only
thofe three Cards left, and you are to
make three Points of them. ..

Query. What Card are you to play? ?

Anfwer. You are to play: the Ten.

IX;

Suppofe you have the. Ace, %c@n, Ten,
and Nine of Clubs, alfo the ng, Qgecn,
Ten, and Nine of Dxamond;,

Qaery Which of thefe Su1ts are you to
carry, in order to have the, fa1rc1’c prob;t-v
bility of fcoring the greatq{"c',Numbgr of
~ Points ? '

Anfwer. You are to carry. the King,
Queen, Ten, and Nine, of Diamonds, be-
caufe the Chance of taking in the' Ace of
Diamonds is exa@tly equal to that of tak-
ing in the King of Clubs, and alfo th
Chance of taking inthe Knave of Di»
monds is equal to that of taking in ¢!

C Koy
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Knave of Clubs, by which Manner of
difcarding you have a Probability of fcor-
ing fifteen Points for your Quint in Dia-
monds, inftead of four Points for the
Ouart in Clubs, and the Chance for win-
ning the Cards is better, becaufe by tak-
ing in the Ace of Diamonds you have
feven Tricks certain, which cannot hap-
pen by taking in the King of Clubs.

Suppofe you have four Aces, and two
Kings dealt you younger-hand, in order
to capot the elder-hand, you are to make
adeep Difcard, fuchas the Queen, Ten,
and Eight of a Suit, by which means, if
you happen not to take in any Card to
fuch Suit, you may probably capot the
Adverfary., :

XI.
Suppofe elder-hand that you have the
Ace, Queen, Seven, Eight, and Nine of

Clubs, alfo the Ace, Knave, Seven,
Eight, and Nine of Diamonds,

Q‘uery{
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" Query. Which Suit are you to carry in
order to make the moft Points ¥
Anfwer. You are to carry the Ace,
Knave, Seven, Eight, and Nine of Dia-
monds, becaufe the taking in the King
of Diamonds is equal to the taking in of
the King of Clubs, and confequently as
good for winning the Cards ; but you
have the Chance of taking in the Ten of
Diamonds to make you fifteen Points,
which Event cannot happen by taking i in
any one certain Card in’ Clubs

XIL

Suppofe elder-hand that you have the
Ace, Queen, Seven, Eight and Ten of
Clubs, alfo the Ace, Knave, Seven, Eight,
and Ten of Diamonds,

Query. Which Suit is beft to carry ?

Anfwer. You are to carry the Ace,
Knave, Seven, Eight, and Ten of Dia-
monds becaufe the Chance of taking in
the King of Diamonds is' equal to the
Chance of taking in the King of Clubs,
and confequently as good for winning the
Cards ; but you have an additional Chance

Ca2 of
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of taking in the Nine of Diamonds to.
make you fiiteen Points, which Event
cannot happen by taking in any one cer-
tain Card in Clubs.. ‘

X111,

Suppofe you have the Ace, Queen,
Ten, and two more of a Suit, alfo the
Ace, Queen, and Ten of another, Suit on-
ly. And lec us fuppofe, that your Ad-
verfary has fhewn fix Cards for his Points.
fuppofe the Ace, Queen, and four fmall
ones, and fuppofe you are guarded in that
Suit;. as foon as you have the Lead, you
are to play from the Suit of which you
have the feweft in Number, becaufe if
he is guarded in that Suit, he is proba-
bly unguarded- in the other Suir; but.
thould you begin with the Suit of which
you have the moft in Number, if he hap-
pens to be guarded there, you then have
ro Chance to win the Cards, which may
prove otherwife if you begin with the
Suit of which you have the feweft in
Number 5 if he is guarded in both Suits,
you have no Chance to win the Cards.

CHAP.
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CHAP. III.

Some Computations divelting with moral
Certainty bow to difcard well any
Hand.

I.

H E Chance of an elder-hand’s
taking one certain Card is three to
one againft him,

II.

That of his taking two certain Cards
is eighteen to one againft him,

1L

I would kn,bvir what are the Odds that
an elder-hand takes in four Aces?
Anfwer. That he takes } againft him,  for him

in 4 Aces is 968 to I
At leatt 3 of themisabout 33 to 1
2 of them 3 to 1
1 of them 2 to 3
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Iv.

If an elder-hand has one Ace dealt
him, what are the Odds that’he takes in
_the other three ?

Anfwer. That he takes ) againft him. forhim
inthe 3 Acesis }4“3 Cto. 1
At leaft 2 of them about 6 to. 1

1 of them 2 to 3

V'

If an elder-hand has two ‘Aces dealt
him, what are the Odds that he takes in
the other two ? ‘ o

Anfwer. That he takes 7 sgainfthim. for hima
- in the other 2 Aces is } 18 " to 1
Atleit 1 of them is :
xar -5 tc: 4 ?gal-nft'hlri}, } 21 to 17

VL
In cafe the elder-hand has two Aces
and two Kings dealt him, what are the

Odds that he takes in either the two Aces
or two Kings remaining 2

thwm_'



A Treatife on Prou e T, 23

againft him, for him

Anfwer. It is about 17. to 2
VIIL.

Elder-hand having neither Ace nor
King dealt him, what’s his Chance to
take in both an Ace and a King in 2, 3,
4, or 5 Cards ?

agamﬁhlm¢ for him
Anfwer, In 2 Cardsis about 11 - to 1

In g Cards - 4 to 1

In 4 Cards 9 to 5

Injs Cards 33 to 3I.
oL

‘What are the Odds that a younger-
hand takes in two certain Cards ?

) againft him, forhim
- Anfwer. 62 to 1

‘What are the Odds that a younger-

hand takes in three certain Cards?
againft him, for him

Anfwer. 1139 t0 1

IX. The



24 A Treatife on PrquerT.
1X..

The younger-hand having no Ace dealt
him, what Chance has he for his taking

one ?
againft him, for him

Anfwer. It is 28 to 29
X.

If the younger-hand has one Ace dealt
him, what are the Odds of his taking in
~one or two of the three remaining Aces 2

Anfwer. That he takes againtt him. for him
in' two of them is about 2t ot
At leaft one them 3 to. 2

XL

What are the Odds, that the younger- -
hand takes in one certain Card ?
Anfwer, That he does ) 2gsinft him. forhim
not take it in, is - , 17 to 3
What is the Odds of a Quart-Blanch?

againft him. for him-

Anfwer, 1791 to

CHAP
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CHAP 1IV.

Ar ExprLanaTYON and Ap-
PLICATION of the foregoing
CALCULATIVIONS,

I.

'S by the firft Calculation, it is three

to one, that being elder-hand, you

do not take in one certain Card; you

bave, therefore, a better chance of advar -

cing your Game, by carrying two Suits

for Points and the Cards, than by aim-

ing at Quatorze of Queens, Knaves, or
Tens.

IL.

Second calculation ; to take in two cer-
tain Cards elder-hand, iseighteen to one
againft you.:

Therefore, fuppofe you have a Quars-
Major, and two other Aces dealt you, the
Odds that you do nottake in the Ten to

D your
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your Quart-Major, and the other Ace, is
_eighteen to one againft you ; but that yoy
‘take in one of them, is only twenty-one
to feventeen againft you. And fuppofe
you have three Aces and three Kings dealt
you, the Odds are eighteen to one againft
your taking in the other Ace and the other
King; yet it is not much above five to
four but that you take in one of them.
This Example fhews, how youare to dif-
card in cafes of the like Nature.

I

The Odds of taking in four certain
Cards, as four Aces, &¢c. being nine hun.
dred and fixty-eight to one by the third
Calculation, is fo great a chance of not
fucceeding, that it is fcarce worth further
Notice.

But to take in three Cards out of any
four certain Cards elder-hand, isonly thir-
ty-three to one againft you.

N

Examerr =

Suppofe  you have tWo Aces and twd
Kings dealt you, the Odds of taking three

of them out of four certain Cards, fuch as
two
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two Kings and one Ace, or two Aces and
a King, are only thirty-three to one a-
gainft you.

But fuppofe you fhou’d want to.take in
any two out of four certain Cards, fuchas
theQueen of Clubs, the Ten of Diamonds,
the Ace of Spades, and Knave of Hearts,
being elder-hand, it appears by the calcu-
lation to be three to one againft you ; and
the Odds are the fame for any two out of
four certain Cards. )

But, if being elder-hand, you only
want one Card out of four, the Odds are
five to two in your Favour, that you take
it in, ‘Theretore if you have four Tens,
or any inferior Quatorze dealt you, and
no Ace, it’s great Odds in your Favour
that, being elder-hand, you take in one
Ace, and ought to play your Game ac-
cordingly. But you muft always confi-
der the Difadvantage, either of lofing the
Cards, or even the Rifk of a Capot, which
you run the Hazard of, by {poiling your
Hand, with keeping four Tens when they
are not good. :

D2 Iv,
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1v.

By the fourth Calculation ; if you have
one Acedealt you, it is one hundred and
thirteen to one that you do not take in
the three others 3 forty-nine to eight, or
about {ix to one, that you do not take in
two out of the three; but that you take
in one out of the three, is about three to
two in your Favour, or one hundred and
thirty-feven to ninety-one.

AsforExamereL z.

You have a Quart from a King, and
two Kings more dealt you, as it is three
to two that you take in either Ace or
Nine to your Quart to the King, or the
fourth King, as you have the chance of
reck’ning fourteen or fifteen Points by
this Method of difcarding: You ought
to play accordingly, and this Method
thews you how to play any Hand of the
like Sort. ‘

But if you thou’d difcard, with an Ex-
pectation of taking in two Cards out of
 three certain Cards, the Odds againft fuch

an
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an Event being above fix to one 3 your
Game muft indeed be very defperate, if
you attempt. to difcard to that purpole.
The chance of taking in three certain
Cards being one hundred and thirteen to
one, is.a very diltant chance, yet even
fuch does happen {fometimes, -but ought
never to be ventur’d upon, but when a-
Man has no other Refource in the Game.

V.

The fifth Calculation is, that if you
have two Aces dealt you, it is eighteen
to one that you do not take in the two
other Aces; but only feventeen to twen-
ty-one that you take in one of them : Let
us illuftrate the Ule of this by an Exam-
ple; fuppofe you have a= Quart. Major
dealt you, and a Quars to a King, and
that you are greatly behind your Adver-
fary in the Game: To take in the Ten
to your RQuwart-Major is three to one a-
gainft you ; but to take in the Ace or
Nine to your Quart to the King, isonly
about five to four againft you.

Alfo, by the fame Rule, fuppofe you

D3 have
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have three Kings and three Queens dealt
you, the Odds of your taking in both a
King and a Queen are eighteen to one
againft you ; but that of your taking
one of them, isonly five to four againft
you.

All other cafes of the like Nature may
be difcarded by this method of calcula~
tion,

VI

- As by the fixth calculation it is feven-
teen to two that you do not take in two
certain Cards out of four, fuch as two
Kings, two Queens, e, You muft not,
therefore, confound this with the third
Calculation, where the Odds are not above
three to one that you take in two Cards
out of the four,

VIL

Having neither an Ace nor a King
~dealt you, what are the Odds of your rak-
ing in both an Ace and a King in two, in
three, in four, orin five Cards ?

Anfwer.
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Aifwer, To take in an Ace and a King'

againft you, for yous
In 2 Cardsis about 11 to 1

In 3 Cards 4 to’ 1
In 4 Cards 9 to 5
In: 5 Cards 33 to 31

You may obferve, by the foregoing
Calculation, what are the Odds of taking
in two, three, four, or five Cards out of
any eight certain Cards, and confequently
difcard to the greateft Advantage,

The foregoing Calculation is either for
the elder or younger-hand.

ExampPuE:

Let us fuppofe the younger-hand to
‘have two Quatorze againlt him, he may
obferve, that it is not above four to one:
but that he takes in one of cach of them.
The like Rule may ferve for any other
eight. certain Cards.

VIIL

As by the eighth Calculation, it is
fixty-two to one that the younger-hand
does not take in two certain Cards, which-

D4 Event
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Event happening, he onght not therefore

D
to run the Hazard of fo greata chance, but
when his Game is defperate, and does not

promife him another Deal,
IX,

By the ninth Calculation, as it is twen-
ty-nine to twenty-eight that the younger-
hand takes in one Ace, having none dealt
him: The Calculation is the fame for any
Card out of four certain Cards.

AsforExaMrP L E,

Suppofe you have two Quarts dealt you
from the King or Queen of any Suit, it is
the fame Odds of twenty-nine to twenty-
eight, but that you take in a Card to make
onc of them a @vins, and therefore you
are to difcard accordingly.

As alfo, that you take in either Ace,
King, Queen, Knave of any one Suit,
when a Pique or a Repique isagainft you.

X.

The tenth Calculation is, that if the

younger-hand has one Ace dealt him, it
- is
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1s twenty-one to one that he does not take
in two Aces, and about three to two that
he does not take in one of them. which
Calculation holds good in the taking in
any three other certain Cards, Therefore,
for Example, let us fuppofe, that as it is
but threetotwo againft the younger-hand’s
taking one Card out of three to fave a
Pique, or a Repique, it would generally
be reckon’d good Play, either to throw
one from his Point, or difcard a King,
&¢. for the Event of fuch a Chance.

XL

By the eleventh Calculation, it is feven-
“teen to three, younger-hand, againit your
taking in any one certain Card 3 there-
fore, the Odds of not fucceedingin this
cafe are fo greatly againft you, that it
ought not to be attempted, efpecially if
the winning or faving the Cards is rifk’d
by fo doing, except in defperate cafes.

CHAP.
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CHAP V.

Cafesof CurR1O0SITY and
INsTRUCTION.

L

Uppofe you are younger-hand, and:
that you have the Queen, Knave,
Seven, Eight, and Nine of Clubs; alfo.
the Seven and Eight of Diamonds, the
Seven of Hearts, and the Ten, Nine,
Eight, and Seven of Spades, and that the
elder-hand has left a Card :

Query. How are you to difcard to put
it in the power of the Cards to repique.
the elder-hand.

Anfwer, You are to carry the five Clubs
and the four Spades, and to leave a Card 3
and by taking in the Ace, King, and Ten
of Clubs, you repique your Adverfary.

1L

Suppofe you have eight Clubs, the Ace
and
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and King of Diamonds, the Ace of Hearts,
and the Ace of Spades :

LQuere. Whether you repiqtfle the young-
er-hand, or not ? .
Anfwer. The younger-hand may have
& Quart-blanche, by having three Quarts
from a Ten, which reckons firft; and
therefore he is not repiqued.

I11.

What is the higheft Number to be
made of a Pique ?

Aufwer. Eighty-two Points.

What are the Cards which compofe that
Number.

Anfwer. A Quart- Major in Clubs, a
Quart-Major in Diamonds, Ace, King,
and Ten of Hearts, with the Ace of
Spades.

This is only upon fuppofition that the
Quart- Major is good for every thing.

1V,

‘What is the higheft Number to be made

of'a Repique and Capot ?
Anfwer, A hundredand feventy points.
‘What
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What are the Cards which compofe
that Number ?

Anfwer. The four Terce. Majors, which
are fuppofed to be good for every thing.

V.

Suppofe you are elder-hand, and "that
you want eight Points of the Game, and
that the younger-hand wants twenty-three’
Points ; and fuppofe you have dealt you
the Ace, King, and Queen of Clubs, the -
Ace, King, and Ten of Diamonds, the
Ace, Knave, and Nine of Hearts, the
Knave, Nine, and Seven of Spades :

Query. How are you to difcard to pre-
vent any poflibility of the younger-hand’s
making twenty-three Points, and he is
not to reckon a Charte-blanche ?

Anfwer. You are to difcard the King
and Queen of Clubs, and the Knave, Nine,
and Seven of Spades, by which method of
difcarding, you are certain to make eight

Points bcfore the younger-hand can make
twenty-three Points,

VL
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VI

Suppofe you have the Ace, Queen, and
Knave of Clubs, with the King and Ten
of Diamonds, and fuppofe your Adverfa-
fary has the Ace, Queen, and Knave of
Diamonds, and the King and Ten of
Clubs, your Adverfary being to lead is to
make five Points, or to lofe the Game.

Query. How fhall you play to prevent
him from making of five Points

Anfwer. When he plays his Ace of
Clubs, you are to play your King of Clubs,
by which means he can make only four
Points.

VIIL

Aand B play a Partie at Piquet.

They are one Game each of the Partie.

A has it in his Power to win the fecond
‘Game, but then he is younger-hand at the
beginning of the next Game.

A has it alfo in his power to reckon on-
ly ninety-nine Points of the fecond Game,
and B is to be feventy :

Ruery.
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Query., Whether it is £’s Intereft to
win the fecond Game or not ?

Anfwer. It is A’s Intereft to win the
fecond Game, in the proportion of four-.
teen to thirteen in his Favour,

=

CHAP VI

Some COMPUTATIONS for laying
Money at the Game at Piquet.

I

T is five to four that the eldeft Hand
wins the Game,

I

It is about two to one that the eldeft
hand does not lurch the younger-hand.

III.

It is near four to one that the younger-
hand does not lureh the elder-hand.

- Suppofe
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Suppofe A and B make a Partie at
Piquet.
1.

Z has the Hand 3 What’s the Odds
:that A4 wins the Partie ? '

Anfwer, It is about .twenty.three to
twenty.

1I.

TIf A has one Game, and B one Game,
he who is eldeft hand has above five to
four to win the Partie.

JIIL

It 4 has two Games love before they
cut for the Deal, the Odds areabove four
to one that he wins the Partie.

v,

1t 4 hyas two Games love, and 4 hasthe
Hand, the Odds are about five to one that
he wins the Partie,

\£
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V.

- If B has the Hand when 4 is two love,
the Odds in Favour of A4 are about three
and a half to one,

VL

If A4 has two' Games, and' B one, before
they cit, the Odds in Favour of 4 are a-
bove two to one.

VIL
If A has the Hand; and- two Games-to
one, the Odds are about eleven to four, "
\ VI
If B has-the Hand, when A is two

Games to one, the Odds in Favour of A
is about nine to five. .

IX.

It z! is-one Game love, and elder-hand,

the ©dds in Favour of 4 is about feven.
teen to feven.

If
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X
If 4 is one Game love, and younger:

hand, the Odds in Favour of .{ is about
two to one.

CHAP. VIL
L & ws of the Game at Piquet.
I.

HE elder-hand is oblig’d to lay -
- out one Card.

II.

° If the elder-hand takes in one of the
three Cards which belongs ta the younger- -
hand, he lofes the Game. ,

I

If the elder-hand, in taking his five
Cards, fhould happen to turn.up a Card
belonging to the younger-hand, he is to
reckon nothing that Deal, ‘

' Iv,
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Iv..

If the elder or younger-hand play with
thirteen Cards, he counts nothing,

V.

 If the elder-hand has tlirteen Cards
dealt him, it is idl his Option whether he
will ftand the Deal or not; and if he
chufes to ftand the Deal, he is to difcover
it, and to difcard five Cards, and to take
in four only.

VI
If the elder or younger-hand reckons
what they have not, they count nothing.

VI
- 1f the elder-hand touches the Stock af-

ter he has difcarded, he cannot alter his
Difcard.

VIII

If a Card is faced, and it happens to be
dxfcover’d cither in dealing or. in the
Stock,v
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Stock, there muft be a new Deal, unlefs-
it be the bottom Card.

IX.

If the Dealer turns upa Card in deal-
ing belonging to the elder-hand, it is in
the Option -of ‘the elder-hand to have a:
new Deal. -

If the younger-hand takes in five Cards, .
it is the Lofs of the Game, unlefs the el--
der-hand has left two Cards,

XI.

If the elder-hand calls Forty-one for~
his Point which happens to be a Quars-
Major, and it’s allow’d to be good, and-
only reckons four for it and plays away,
in this cafe he is not intitled to count:
more.

XII.

1f the elder-hand fhews a Poinf, or
Quart, or Terce, and afks if they are good,
' E2 and’
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and afterwards forgets to reckon any of
them, it bars the younger-hand from rec-
koning any of equal Value.

XI1L.

Chart-blanche counts firft, and confe-
quently faves Piques and Repiques: It
alfo piques and repiques the Adverfary in -
the fame manner, as if thofe Points were
reckon’d in any other way.

X1V,

Chart-blanche reckons. before any thing
elfe, but need not be thewn till the Ad- -
verfary has firft difcarded ; only if you
are eldeft-hand, you muft bid the younger-
hand to difcard-for Chart-blanche, which
after he has done, you thew your Blanche
by counting yeur Cardy down one after
another.

XV,

~ You are to cut two Cards at the leaft,

XV,



A Treatife nP 1 Qu e T. 45
XVI.

If you call a Point and do not thew
it, you reckon nothing for it 5 and the
younger-hand may fhew and reckon his
Point,

XVIL

If you play with eleven Cards, or fewer,
no Penalty attends it,

XVIIIL

If the elder-hand leaves a Card, and af-
ter he has taken in, he happens to put to
his Difcard the four Cards taken in, they
muft remain with his Difcard, and he only
play with eight Cards, viz, thofe added to
his Difcard.

XIX.

If the younger hand leaves a Card or
Cards, and mixes it with his Difcard be-
fore he has fhewn it to theelder-hand,
who is firft to tell him what he will play,

' the
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the elder-hand is intitled to fee his whole
Difcard.

XX.

If the younger-hand leaves a Card or
Cards, and does not fee them, nor mixes
them to his Difcard, the eldeft Hand has
no right to fee them 3 but then they muft
remain feparate whilft the Cards are play-
ing, and the younger-hand cannot look at
them neither all that while,

XXI.

If the younger-hand leaves a ‘Card or
Cards, and looks at them, the elder-hand
is intitled to fee them, firk declaring
what Suit he will lead,

XXII.

If the Dealer deals a Card too many
or too few, it is in the Option of the
elder-hand to have a new deal ; but if
he ftands the Deal, he muft leave three
Cards for the. younger-hand,

XXIIL
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XXIIL

You are in the firft place to call your
Point ; and if you have -two Points, if
you defign to reckon the higheft, you are
to call that firft, and are to abide by your
firft Call.

XXIV.

"You are to call your Terces, Quarts,
Cingues, 8c. next 3 and to call the high-
eft of them, in cafe you defign to reckon
them,

XXV.

You are tocall a Quatorze, preferable
to three Aces, ¢, if you defign to rec-
kon them. :

XXVI.

If you call a Terce, having a Quart in
your Hand, you muft abide by your firft

Call.

SOME
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SOME

Rules and Obfervations
FOR
Playing well ar CHESS..
I

O U ought to move your Pawns

before you ftir your Pieces, and af-

terwards to bring out your Pieces

to fupport them; therefore the Kings,

Queens, and Bifhops Pawns fhould be the

firft played, in order to open your Game
well, ‘
IL.

You are not therefore to play out any
ol your Pieces early in the Game, becaufe
you thereby lofe Moves, in cafe your
Adverfary has it in his Power, by playing
a Pawn upon them, to make them retire,
and alfo cpens his Game at the fame time;

‘ efpe-
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efpecially avoid playing your Queen out,
“till your Game is tolerably well open’d.

II1.

Avoid giving ufelefs Checks, and ne-
ver give any, unlefs you thereby gain
fome Advantage, becaufe you may lofe
the Move if he can elther take or drive
your Piece away.

IV,

Never crowd your Game, by having
too many Pieces together, for fear of
choking up your Paffage fo as to hinder
your advancing or retreating your Men as
‘occafion may require,

V.

If your Game happens to be crowded,
endeavour to free it by making Exchanges
of Pieces or Pawns, and Caftle your
King as foon as you conveniently can.

F V.
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VI

Endeavour to crowd the Adverfary’s
Game, which i1s to be done thus ; when
he plays out his Pieces, before he does
his Pawn, you are to attack them as faon .
as you can with your Pawns, by which
you make him lofe Moves, and confe«
quently crowd him.

VIL

Never attack the Adverfary’s King
without a fufficient Force; and if he at-
tacks your King, and you have it not in
your Power to attack his, you are to offer
Exchanges with him 5 and if he retires,
when you prefent a Piece to exchange,
he may lofe a Move, and confequently
you gain an Advantage.

VIIIL

Play your Men in fo good Guard of
one another, that if any Man you advance
be taken, theadverfe Piece may alfo be
taken by that which guarded yours; and
for this Purpofe, befure to have as many

Guards
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Guards to your Piece, as you fee your
Adverfary advance Pieces uponit ; and
if you can, let them be of lefs Value than
thofe he affails with.  If you find that you
can’t well fupport your Picce, fee if by
attacking one of his that is better, or as
good, whether you can’t thereby fave
your’s,

IX.

Never make an Attack but when wel}
prepar’d for it 3 nor give ufelefs Checks,
for 'thereby you open your Adverfary’s
Game, and make him ready prepar’d to
pour in a ftrong Attack upon you, as
foon as your weak one is over..

X.

Never play any Man *till you have ex-
amin’d whether you are free from 'Dan-
ger by vour Adverfary’s laft Move ; nor
offer to attack ’till you have confider’d
what Harm he would be able to do you
by his next Moves in conlequence of
your’s 3 that you may prevent his De.
figns, if hurtful, before it be too late.

| Fa - XL
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XI.

When your Attack is in a profperous
Way, never be diverted from. purfuing
-your Scheme (if poflible) on to giving
him Mate, by taking any Piece, or other
Advantage, your Adverfary may pur-
pofely throw in your Way, with the In-
tent, that by your taking that Bair, he
- might gain a Move that would make your
Dclign mifcarry. ~

XII.

When you are purfuing a well-lay’d
Attack, but find it neceflary to force
your way thra® your Adverfary’s Defence,
with the Lofs of fome Pieces; if upon
counting as many' Moves forward as you
can, you find a Profpeét of Succefs, rufh
on boldly, and facrifice a Piece or two to
gain your End: Thefe bold Attempts
make the fineft Games.

XIIL
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XII%

* Never let your Queen fland fo before
your King, as that your Adverfary, by
bringing a Rook or a Bilhop, might
check your King if fhe were not there, .
for you:might hardly chance to fave her..

XIV.

- Let not your Adverfary’s Knight (ef’
pecially if duly guarded). come to check
your King and Queen, or your King and'
Rook, or your Queen and Reok, or
your two Rooks, at the fame time 3 for,
in the two firlt Cafes, the King being
forc’d to go out of Check, the Queen or
the Rook muft be loft ;.- and in the two.
Iaft Cafes, a Rook .mufl be loft, at beft.
for-a worfe Piece,

Take care that no guarded Pawn of’

your Adverary’s fork two of your
Rieces,

F3 XV
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XVL

When the Kings have caftled on difa
ferent Sides of the Board, the Adverfary
muft advance upon the other King the
Pawns he has on that Side of the Board,
taking care to bring his Picces, efpecially
his Queen and Rooks, to fupport them ;

and the King that has caftled, is not to
ftir his three Pawns *till forc’d toit,

XVIIL

In playing the Game, endeavour to
have a Move as it were in Ambufcade ; -
what is meant by it, is to place the Queen,
Bithop, - or Rook behind a Pawn, or a
Piece, in fuch a Manner, as that upon
playing that Pawn, or Piece, you difcover
a Check upon your Adverfary’s King,
and confequently may often get a Piece,
-or fome other Advantage by it.

XVIII,

Never guard an inferior Piece with a
better, if you can do it with a Pawn, be-
' ' : caufe
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caufe that better Piece may in that caft:
be, as it were, out of play; for the fame
Reafon, you ought not to guard a Pawn
witha Piece, if you have it in your Power
to guard it with a Pawn,

XIX.

A Pawn paffed, and well fopported,
often cofts the Adverfary a Piece. And
if you play to win the Game only,’
whenever you have gain’d a Pawn, or
any other Advantage, and are not in
Danger of lofing the Move thereby, make-
as frequent Exchanges of Pleces as you
can.

XX.

If you have three Pawns each upon the
Board, and no Piece; and you have one
of your Pawns on one Side of the Board,
and the other two on the other Side,
and your Adverlary’s three Pawns are op-
‘pofite to your two Pawns, march with
your King as foon as you can to take his
Pawns, and if he goes with his King to
fupport them, go on to Qucen with your

Fa _ fingle-
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fingle Pawn, and if he goes to hinder
him, take his Pawns, and puth the others
to Queen: This fhews the Advantage
of a pals’d Pawn.

XXI.,

At the latter End of a Game, each:
Party having only three or four Pawns on
different Sides of the Board, the Kings.
are to endeavour to gain the Move in
order to win the Game. For Example ;.
if you can bring your King oppofite
to your Adverfary’s King, w1th only
one Houfe between you, you will have
gain’d the Move,

XXI1.

When your - Adverfary has his ng
-and one Pawn on the Board, and you
have your King only, you will never lofe
that Game, if you can bring your King
to be oppofite to your Adverfary’s, when
he is immediately either before, or on one
Side of his Pawn, and there is only one
Houfe between the Kings,

XXIIIL..



Jor playing at CHESS., g7
| XXIIL

- When-your Adverfary hasa Bifhopand'
one Pawn on the Rook? Line, and his.
Bifhop is not of the Colour that com-
mands the Corner-houfe his Pawn is.
going to, and you have only your King,
if you can get into that Corner you can’t
lofe that Game, but may win it. by a Stale,

XXIV..

When you have greatly the Difadvan-
tage of the Game, having only your
Queen left in Play, and your King hap-
pens to be in the Polition of Stale-Mate,
keep giving Check to your Adverfary®s
King, always taking care not to check:
. him where he can interpofe any of his
Pieces that makes the Stale 5. fo deing,
you will at- Jaft force him to take your
Queen, and then you win the Game by
being in Stale-Mate..

XXV.
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XXV,

Never cover a Check with a Piece that®
a Pawn pufh’d upon it may take, for fear
of only getting that Pawn for it.

XXVI.

Always take care that your Adverfary’s
‘King has a Move, for fear of giving a
Stale-Mate 3 therefore, don’t crowd him
up with your Pxeces, left you inadver-
tcntly give one.

Evplanaz‘zam and Apphmmm of fome of
the foregoing Rules and Obfervations.

L.

HETHER you play the open

Game, or the clofe Game, be

fure you bring out all your Pieces into
Play before you begin to attack 5. for if
you don’t, and your Adverfary does, you
will always attack, or be attack’d, at a
gteat Difadvantage 3 this is fo effential,
that
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that you had better forego an Advantage
than deviate from it ; and I may venture
to pronounce, that no Perfon can ever
play well at this Game, that does not put
this Rule friétly in Pra&ice; and don’t
let any Body imagine, that thefe prepara-
tory Moves are ufelefs, becaufe he does
not receive an immediate Advantage from
them ; they are juft as:neceflary, asitis
at Whift, to deal thirteen Cards round
before you begin to play. In order to
bring out your Pieces properly, I would
advife to pufh on your Pawns firft, and
fupport them with your Pieces, and you
will receive this Advantage {rom it, that
your Game won’t be crowded 3 I mean by
this, that all your Picces will be at Liber-
ty to play and aflift each other, and fQ
co-operate towards obtaining your End ;
and this farther is to be obferv’d, that ei-
ther inyour Attack, or Defence, you bring
them out fo as not to be drove back again.

IL
When you have brought out all your
Pieces, as I have premis’d, which you

w1ll have done very well, efpecially if you
have
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have your Choice on which Side to.caftle
¢which T would always advife to do) I
would then paufe 2. while, and- confider:
thoroughly my own and my Adverfary’s.
Game, and from. his Situation, and ob.
ferving where he is weakeft, I would not:
only take my Refolution where to caftle,
but likewife where to begin my Attack 3
and it ftands to Reafon, you can’t do it
in a better- Place than where you are:
ftrongeft, and your Enemy weakeft. By
this Method *tis very probable, that you:
will be able to break thro’ your Adver-.
fary’s Game,. in which Fray fome Piecés.
muft of courfe be exchang’d. But now
paufe again, and furvey both Games at-
tentively,. and don’t let your Impetuofity
hurry you: on too far with this firft Suc-.
cefs 3 and my: Advice to you now in this.
critical Junéture (“efpecially if you ftill
find your Adverfary. pretty ftrong ) is to-
rally-your Men again, and put them if.
good Order for afecond or a third At..
tack if needful, ftill' keeping your Men.
clofe and connected together, fo as to be.
of Ufe to each other ;. For Want of this-
) R M"ethod,,;
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Method, and a little Coolnefs, I have of-
ten feen an almoft fure Victory fnatch’d
-out of a Player’s Hands, .and a total Over-
throw enfue, But if after all you can’t
penetrate o far as to win the'Game 3 ne-
verthelefs, by -obferving thefe Diretions,
Tapprehend you may ftill ‘be very fure of
having a well-difpofed ‘Game:;; and this
‘brings me to the third Part of the Game,
which is the Conclufion,

III.

And now that I amcome to the laft Pe-
‘riod of the Game,which abounds alfo with
Difficulties and Niceties 3 it muft be ob-
ferved, where your Pawns are ftrongeft,
beft connected ‘together, and nearcft to
‘Queen 3 you muft likewife mind how
your Adverfary’s Pawns are difpofed, and
in what Degree of Preferment they ares
and compare thefe Things together, and
if you find youcan get to ‘Queen before
him, you muft proceed without Hefita-
tion 3 if not, you muft hurry on with
your King to prevent him ; I {peak now,
as fuppofing all the Noblemen are gone'sf

i
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if not, they are to attend your Pawns, and
likewife to prevent your Adverfary’s from
going to Queen,

Some gem’ral RULES, %y way of Cor-
roboration and Supplement to what bas
Iwn already faid,

I

ON’T be too much afraid of lofing
a Rook for an inferior Piece: My
Reafon is this, -altho’ a Rook is- better
than any other except the Queen, yet it
feldom comes into Play fo as to operate
until the End of the Game, and, there-
fore, it happens very often, that’tis better
to have a lefs good Piece in play than a
better out. '

11,

'When you have moved a Piece, fo that
your Adverfary drives you away witha
Pawn, take it for granted ( generally
fpeaking ) thatit is a bad Move, your
Enemy gaining that double Advantage

over you of advancing himfelf; and mak-
ing
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ing you retire: I think this deferves At-
tention 3 for altho’ the firft Move may not
be much between equal and good Players,
yet the Lofs of one or two more, after the
firft, makes the Game almoft irretrievable,
Alfo, if you defend and can recover the
Move, or the Attack, (for they both go
together) you are in a fair way of winning,

1.

If you make fuch a Move as that, hav-

ing Liberty to play again, you can make
nothing of it, take it for granted ’tis an
cxceedmg bad one for at this nice Game
no Move can be indifferent,

V.

If your Game is fuch, that you have
{carce any thing to play, ’tis your own
Fault, either for having brought out your
Pieces wrong, or, which is worfe, not at
all; for if you have brought them out
right, you muft have Variety enough to
play.

v.
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v.

Don’t be too much afraid of doubling
:a Pawn, three Pawns together are ftrong,
but four, that make a fquare, with the
Help of other Pieces well-manag’d, make
an invincible Strength, and, probably, in
time of need, may produce you a-Queen 3
on the other fide, two Pawns, with an
Interval between, are no better than ones
and if imprudently you thould have three
over each other ina Line, yourGame
can’t be in a-worfe, Situation; examine this
on the Table, and the Truth of it will
ftrike you. Your Bufinefs therefore, is
to keep your Pawns clofé cemented and
connected together, and it muft be great
Strength on the other fide that mufl over-
power them.

V1.

When a Piece is fo attack’d as thatyou
can’t faveit, give it up, and beftow your
Thoughts how to annoy your Enemy in
another Place, whilft he is taking it 3 for
it very often happens, that whilft your

Ad-
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Adverfary is running madly after a Piece,

you either get.a Pawn or two, orfucha.
Situation as ends in his Deftruction.

VII.

Suppofing your Queen and another:
Piece are attacked at the fame time, and
that by removing your Queen you muft:
lofe your Piece; in this cafe, if you can get
two Pieces in exchange for your Queen, I:
would advife you rather to do it, than re--
tire; for obferve, ’tis the Difference of 3.
Picces, which is more than the Worth of a
Queen ; belides, that you keep your Game-
entire, and preferve your Situation, which.:
very often is better than a Piece 5 nay, ra--
ther than retire,. I would give my Queen
for a Piece and a Pawn or two, nay, al--
moft for what I can get ; for do but ob-
ferve, amongit good Players, this one-
thing, (to convince you this Advice is not-
bad) that when the Attack and Defence is
thoroughly form’d, and every thing pre-
par’d tor the Storm, if he that plays firft is-
oblig’d by the Act of the Perfon that de--
fends to retire, it generally ends in the

Lofs of the Game of the attack’d Side.
‘ B G. V1L,
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VIIL

Don’taim at changing without reafon ;
’tis {o far from being right, that a good
Player will take this Advantage of it, that
he will fpoil your Situation “and ‘mend his
own ; butin thefe following Cafes *tis quite
right; when you are ftrongeft, efpecially
by a Picce, then every time you change,
your Advantage increafes ; this is fo plain
it needs no Argument: Again, when you
have play’d a Piece and your Adverfary
oppoles one ta you, change diretly, for
*tis plain he wants to remove you ;3 pre-

vent him therefore, and don’t lofe the
Move.
IX.

Every now and then T would have you
caft up your Game,and make the Balance,
then take your Meafures accordingly.

X.

At the latter-end of the Game efpecial-
1y, remember your King is a Capital Piece,
and don’t let -him be idle; ’tis by his
means, generally, you get the Move and
the Victory, XI.
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XL

Obferve this alfo, that as the Queen,
Rook, and Bifhop operate at a Diftance,
*tis not always neceffary in" your Attack
to have them near your Adverfary’s King;
they do better at a diftance, can’t be drove
away, and prevent a Stale Mate.

XIL

‘When you have a Piece that you can
take, and that can’t efcape you, don’t be
in a Hurry ; fee where you can make a
good Move -elfewhere, and take it at

ydur Leifure.
XIIL.

>Tis not always right to take your Ad--
verfary’s Pawn with your King, for very
often it happens to be a Safeguard and
Protedion to your King.

XIV,
~“When you can take a Man with diffc.
rent Pieces, don’t do it with the firft that
occurs, but confider thoroughly with which
you had beft take it,
LAWS
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LAWS st CHESS.

I
F you touch your Man, you muft play-
. it, and if you quit it you cannot.recal.

i,
’ IL
If by Miftake, or otherwife, you play a:
falfe Move, and your Adverfary takes no:
Notice of it till he hath play’d his next:
Move, necither: of you can recalit..

111, v
If you: mifplace your. Mén, and play
two Moves, it lieth in your Adverfary’s.
Power or Choice whether he will permic:
you to begin the Game, ornot.

v, «
If the Adverfary playeth or difcovereth
‘a Check to your King, and gives no no-

tice of it, you may lct him ftand fo till he:
gives notice.
V.

After your King has moved, you can--
not caftle.

FINTIS
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AN
ARTIFICIAL MEMORY.
OR,

An eafy Method of aflifting the MeMoRY
of ' thofe that play at the Game of
Waist., N

CHAP. XV.

1. Y RLACE of every Suitin your Hand,
the Worft of it to the Left hand,
B and ‘the ‘Beft (in order) to the
Right, and the Trumps in the like Or-
der, always to the left of all the other Suits,
11. Ifin the Cousfe of Play you find you
have the beft Card remaining of any Suit,
put-the fame to the left of your Trumps.
- Az I1I. And
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1. Andif you find you have the fecend
beft Card of any Suit to remember, place it
on the right of your Trumps.

- IV. And if you have the third beft Card
of any Suit to remember, place a fimall Card
of that Suit between-the Trumps and that
third beft, to the right of the Trumps.

V. To 1emember your Partner’s firft
Lead, place a fmall Card of that Suit led in
the midft of your Trumps, and if you have
but one Trump, on the left of it. -

VI.When you deal, put the Trump turn.
ed up to the right of all your Trumps, and
part with it as late as you can, that your
Pastner may know you have that I‘rump
feft, and fo play-accordingly.

Ty find where, or in what Suits your Ad-
werfaries revoke

VIL Quppuf the two Suits on your right
Hand to reprefent your Adverfaries in the
Order they {it, as to your right and lefe
Hand: .

When you fufpect either ofthem to._have
made a Revoke in any Suit, clap.a {mall
Card of that Suit amongft the Cards repre-
fenting that Adverfarv, by which. means.
you record not enly that there may have

‘been:
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been a Revoke, but alfo Wluch of them
made it, and in what Suit,

If the Suit that reprefents the Adverfary
that made the Revoke, happens to be the fuit
he revoked in, change that Suit for another,

‘and, as-above, put a fmall Card of the
~Suit revoked in, in the middle of that ex.
changed Suit, and if you have not a Card
of that Suit, reverfe a Card of any Suit you
have (except Diamonds) and place it there,

VIII. Asyou havea way to remember
your Partner’s firft Lead, you may alfo re-
-cord in what Suit either "of your Adverfa-

‘ries made their firft Lead, by putting the
Suit in which they made that Lead, in the
Place which in your Hand reprefents that
- Adverfary, as either of your right or left
Hand ; and if other Suits were already pla-
“ced to reprefent them, then exchange them

~for the Suits in which each of them makes
his firft Lead.

The foregoing Method is to be taken
whenyou find it more neceffary to record the

- Adverfary’s firft Lead, than to endeavour to
ﬁnd out a Revoke.

Additional C afes.

I. When it appears to you that the Ad-
verfaries have three or four Trumps remain.
A 3 ing,
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ing, and that neither-you nor.your Partrer
have any, never attempt to force one Hand
to trump, and tolet the other throw away a
Tofing Card, but rather endeavour to find
out a Suitin your Partner’s Hand, in cafe
~you have no Suit in your own, by which
means you prevent them from makmg thelr
Trumps {eparate.

11. Suppofe A and Brare Paltners acalnﬁ
€ and D, and fuppofe nine Cards are
pla yed out, and alfo fuppofe eight Trumps:
are played out 3 -and further fu')pofe A to
‘have one Trump: ‘only, and. {fuppofe his
Partner B to have the Ace and Queen of
“T'rumps, and fuppofe the Adverfaries C
and D to have the King and Knave of
”‘sumps between them, Aleads ‘hig {mall

" Trump, C plays the Knave of Trumps’
Query, whether B -isto play his Ace or
‘Queen of Trumps upon the Knave? An-
Fwer, B is to play his Ace upon the Knave,,
‘becaufe D having four Cards in his- Hand
remaining, and ‘C has enly. three, confe-
quently it s four to thtee in B’ s favour
zhat the King is in D’s Hand 3: if we: re-
duce the Number of four Cardsin a Hand
to three, the Odds then is three to two
and if we reduce the Number of three
~Cards ina Hand to two, the Qdds then is
' SRR, 1



two:to one in favour of B’ “winning of a:
~ Trick by putting on his Ace of Trumps 3
by thelike Rule you may play all the other:
Suits, '

IIT: Let sus fuppofe: you have the thir-
geenth Trump, and alfo the thirteenth. Cardi
of any Suit in your Hand, and one lofing;
“Card, and let us fuppofe you have only
three - Cards remaining; Query, Which:
‘of thefe Cards are.you to play 2 Anfwer,.
“You are to play the lofing Card, becaufe
if you play the thirteenth Card firft, the
Adverfaries knowing you to have one
“Trump remaining, will not pafs your lofing;
-Card, and therefore you play two to one a-
‘gainlt yourfelf.

IV. Let us fuppofe that you have the
Ace, Kingand three fmall Cards in any Suic
which has never been played, and let us
fuppofe that it appears to you that your
Partner has the laft Trump remaining 3
Query, How are you to play thefe Cards
to your greateft Advantage * Anfwer, You
aré to léad a fmall. Card in that Suit be.
canfe it is an equal Wager that your Part-
ner has a better-Card in that Suit than the
laft- Player 5 if fo, and that there is only
three Cards in that Suit in any one Hand,
it follows that you win five Tricks in thae
Suit ; whereas, if- you play the Ace and
King
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King of that Suit, it is two to one that
your Partner does-not hold the Queen, and -
- confequently, by playing the Ace and King
it is two to one that you win only two
Tricks in that Suit.  This Method may be
taken in cafe all the Trumps are played out,
provided you have .good Cards in other
Suits to bring in this Suit, and you may
obferve that you reduce the odds of two to
one againft you, to an equal Chance by this
Method of Play, and probably gain three
Tricks by it. : X
V. If you choofe to have Trumps played
by the Adverfaries, and that your Partner
hasled a Suit to you, of which you have
the Ace, Knave, Ten, Nine, and Eight ; or
the King, Knave, Ten, Nine and Eight,
-you are to play the Eight of either Suit,
which probably leads the Adverfary if he
wins that Card, to play Trumps. ’
i VI. Suppofe you fhould have a Quart-
major in any Suit, with one or two more of
the fame Suit, and that it is neceffary to let
your Partner know that you have the Com-
mand of that Suit, in that Cafe, throw away
‘the Ace of that Suit, upon any Suit of
which you have none in your Hand to clear
up his Doubts, becaufe the Odds is in
your Favour that neither of the Adverfa-
1ies bave more than three of that Suit; the
' like
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Iike Method maybe ‘taken if you' have a
Quart to a King, (the :Ace being played.
-outj you may throw:away the King, alfor
if you fhould have a Quart to a Quieen, (the.
_ £xee'and King being played out) -you may:
throw away yourQueen, all which lets your:
Partoer into:the State of your Game, and:
you mzy play by the like Rule'in all infew
rior Sequenees,, having: the beft of them iy
your Hand. . '
VIIL. There is fcarcely any thing -more:
sommonly: pradtifed ~amonglt moderate
Players, in cafe’ the King is turned up on:
their left Hand, . and that théy have the:
Queen and one fmall Trump only, to play
out their Queen, i hopes their Partner may:
win the King if itis put on 3 not confider-
ing: that it 1s about: two to one that their
Partner -has not the Ace, andladmitting
he has the Ace, they-do not confider that
they play two Honours againft one, and
confequently weaken their Game, the ne-
<ceflity only of playing Trumps fhou’d obs
lige them to play thus; '
A Cafe which frequently bappens.
VIH. Aand B are Partners.againft Cand
D, all the Triumps are played. out except
one which € or D has. = 4 has three or four
winning Cards in his Hand of a Suit alrea-
dy played, with an Ace and one {mall Cgrcée
R “of
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of another Suit, Query, Whether it i
A’s beft Play to throw away one of his
winning Cards, or the fmall Card to his
Ace-fuit? Anfwer, it is his beft Play tol
throw away one of his winning Cards,
becaufe if his right-hand Adverfary plays
to his Ace-fuit, he has it in his Power to
pafs it, and confequently his Partner B
has an equal Chance to have a better Card
in that Suit than the third Hand ; if fo, and;
that he has any forcing Card, or one of his
Partner’s Suit to play to him, in erder to
force out the laft Trump, his Ace remain-
ing in his Hand, brings in his winning
Cards ; whereas, if 4 had thrown away
the fmall ‘Card to his Ace-fuit and that his
right-hand Adverfary had led that Suit he
had been obliged to put on his Ace, and.
confequently had loft fome Tricks by this
Method of Play. o \
~IX. Suppofe ten Cards had been played
out, and {uppofe it appears very probable,
that your left-hand Adverfary has three
Trumps remaining, 2iz. the beft and two
fmall -ones ;" and fuppofe you have two
Trumps only, and that your Partner hasno
Trump, and fuppofe your right-hand Ad-
verfary plays a:Thirteenth” or fome other,
winning Card; in that Cafe pafs it, by which
Means you gain a Trick, , o

- X. In order to let your Partner into the

' State
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State of your Game, let us fuppofe you te
have a Quart-Major in Trumps (or any o-
ther four beft Trumps) if you are obliged
to trump a Card, win it with the Ace of
Trumps, and then play the Knave, or"win it
with the higheft of any ‘other four beft
Trumps, and then play the loweft, which
clears up your Game to your. Partner,-and
by fuch a Difcovery it may be the Means of
winning many Tricks; you may pradtife
the like Rulein all the other Suits. =~
X1, If your Partner calls at the point of
tight, before his time, you are to trump to
bim, whether you are ftrongin Trumps or
‘Suits, or not, becaufe as he Calls before he
is obliged to do fo, itisa Declaration of hig
being ftrong in Trumps, ’ ’
X11. Suppofe your right-hand Adverfary
turns up the Queen of Clubs, and fuppofe
when he has the Lead, he plays the Knave
of Clubs, and fuppofe you have the Ace,
Ten, and one Club more, or the King, Ten,
and one {fmall Club. Query, When he leads
his Knave whether you are to win it, or not?
Anfwer, You arenot to win it, becaufe it is
an equal Wager, when he leads his Knave of
Clubs, you not having the King, that your
Partner has it; alfo, itis an equal Wager
when he leads his Knave of Clubs you not
having the Ace, that your Partner has it,

and
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and ‘confequently you ‘gaina Trick by palt
fing it; which cannot be done if you either
put on your King or Ace of Clubs.

" A.Cafe for g Slam. ' »

X Letusfuppofe Aand B Partners againft
C-and D, and let usfuppofe € 1o Deal,
and let us fuppofe 4 to have the King,
Knave, Nine, and Seven of Clubs, they
being Trumps;-a Quart-major in Diamonds,
a. Terce-major ‘in Hearts, -and the Aceand
King of Spades. '

Letus fuppefe Bto have nine Diamonds,

two Spades, and two dearts.

“Alfo let us fuppofe D to have the’ Acey
Queen, Ten, and Eight of Trumps, with
mneSp&des. ‘ )

And let C have five Trumps and Eight
Eeatts. o

Ais tolead a Trump, which: D is to win,
and D is to play ‘a Spade whch lis: Partnes
C is to -Trump ¢ Cisto-leads a"Trump,
which his Partner D is to' win, then D is to
lead a-Spade, which C is to ttump, and C is
to play a Trump, which'D is to win, and
@:ga\iin‘g ‘the beft Trump is'to play it 4
which doné, D having feven Spades in his
Hand wins them, and confequently Slaths
Jiaﬂd B‘c
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