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INTRODUCTION.

SQUPLICATE WHIST is no new
BN thing. The writer has it on good
authority that it was played in
Berlin and Paris as far back as
1840, and later in Philadelphia and New
York; but it seems to have been dropped
for want of a simple method of play, and
has only been revived within the last year
or two, owing to the discovery of a system
which brings it within the power of all whist-
players to practise the duplicate method with
little or no more trouble than is experienced
in the straight game. In fact, several sys-
tems have been developed during the last
two years; and it is for the purpose of de-
scribing the different methods which are now

*
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in vogue that the writer has rushed into print,
trusting that the whist-playing fraternity will
forgive his rashness, and peruse with patience
the unfolding of the new system of play,
firmly believing that they will be well repaid
for their time and trouble, as nothing im-
proves a whist-player so surely or so quickly
as a series of games at duplicate whist.

It has been claimed by some that duplicate
whist gives to haphazard play a significance
which it does not deserve, because in certain
instances more tricks can be made by playing
upside down than by following the rules ; but
if such tactics are followed all through an
evening’s play, it will be found that the hap-
hazard play will lose far more tricks than it
gains, and duplicate whist is the very thing
that will prove it. If giving both sets of
opponents the same cards, with the same
trump and the lead in the same position,
does not put both sides on an equal footing,
then there is nothing that can do it; and if
this method is not conceded to be a scientific
test of skill, it must be acknowledged that
whist is not in reality a scientific game, but a
mere succession of chances, which may prove
favorable or unfavorable according to the
cards held by one’s opponents.
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Cavendish, in his “Card Table Talk,”
says : —

“In the latter part of the winter of 1857, during
an after-dinner conversation, it was remarked by
some of the party that whist is a mere matter of
chance, since no amount of ingenuity can make a
king win an ace, and so on. This produced an ar-
gument as to the merits of the game ; and as two of
the disputants obstinately maintained the original
position, it was proposed to test their powers by
matching them against two excellent players in
the room.

“To this match, strange to say, the bad players
agreed, and a date was fixed. Before the day ar-
rived, it was proposed to play the match in double,
another rubber of two good against two bad play-
ers being formed in an adjoining room, and the
hands being played over again, the good players
having the cards previously held by the bad ones,
and wice versa, the order of the play being, of course,
in every other respect preserved. The difficulty now
was to find two players sufficiently bad for the pur-
pose; but two men were found, on condition of
having odds laid them at starting, which was ac-
cordingly done.

“On the appointed day, a table was formed in
room A, and, as soon as the first hand was played,
the cards were re-sorted and conveyed into room B.
There the hand was played over again, the good
players in room B having the cards that the bad
players had in room A. At the end of the hand, the
result was noted for comparison, independently of
the score, which was conducted in the usual way.
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Thirty-three hands were played in each room. In
room A, the good players held very good cards, and
won four rubbers out of six; in points, a balance
of eighteen. In room B, the good players had, of
course, the bad cards. They played seven rubbers
with the same number of hands that in the other
room had played six, and they won three out of the
seven, losing seven points on the balance. The
difference, therefore, was eleven points, or nearly
one point a rubber in favor of skill. )

““ A comparison of tricks only showed some curi-
ous results. In seven of the hands the score by
cards in each room was the same. In eighteen
hands the balance of the score by cards was in favor
of the superior players; in eight hands in favor of
the inferior. In one of these hands the bad players
won two by cards at one table, and three by cards
at the other.

“ The most important result is, that at both tables
the superior players gained a majority of tricks. In
room A, they won on the balance nineteen by tricks;
in room B, they won two by tricks.

“It will be observed that this experiment does not
altogether eliminate luck, as bad play sometimes suc-
ceeds. But by far the greater part of luck, namely,
that due to the superiority of winning cards, is by
the plan described quite got rid of.”

G. W. P, in “ American Whist Illustrated,”
says : —
“The play of trumps at the outset from five or

more does not, in a majority of cases, win more
tricks for the player than will their proper hus-
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bandry and use. If you will play twenty or fifty
hands in duplicate, you may ascertain this fact.”

Neither of these writers, however, gives the
modus operandi of duplicate play, nor was it
intended by them that the duplicate method
should be generally practised, — probably be-
cause they were unacquainted with any simple
manner of playing it. Just how easy it is,
the reader will find by perusing the following
pages.
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The Retrogpective Game.

gelWO independent games are played

gl simultaneously, requiring eight
players. The original hands —
fourteen or sixteen usually con-
stituting a game —are played from first to
last without interruption; then the hands
are reproduced and distributed in the re-
verse position, giving to each team the cards
their opponents held originally. At the close
of the game each team has held every card
in the pack for every deal, and should have
taken thirteen tricks each time, and every
trick taken over thirteen counts a point
gained, while the number less than thirteen
shows the points lost. Deducting the total
score from thirteen times the number of
hands played shows the total number of
points lost, while subtracting thirteen times
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the number of original hands from the to-
tal score gives the total number of points
gained.! The rearrangement of the hands
for the duplicate play is accomplished in
the following manner. Each player is pro-
vided with a hand register, on which he
records the cards that are dealt to him, the
record, of course, being taken before the first
lead is made? The hand is then played,
and the score (by tricks) recorded. The
cards are then shuffled and dealt, and again
recorded on the hand register, and so
on, until the stipulated number of hands
have been played. All this time the play-
ers have not left their seats, or departed
from the practices which obtain in “ straight ”
whist, except that they have taken a record
of their hands. Now, however, in order
to effect the arrangement of the hands for
the duplicate play, it is necessary to have
the players at one table take the hand
registers of those at the other table, and re-

1 The gain or loss must not be computed by de-
ducting the score of one side from that of the other,
as this would double the actual difference.

2 The dealer must be careful to make a distinc-
tive mark for the trump, so there will be no trouble
in turning it up when the duplicate hands are re-
sorted.
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sort the hands for them, beginning with the
first, and continuing in order to the last.
The position of the hands is reversed during
the duplicate half of the game, and care must
be taken to place each hand on the proper
side of the dealer. After each hand is re-
arranged, the players change tables, and pro-
ceed to play the hands as they find them,
each player taking the corresponding seat at
the other table. In order to avoid confusion
as to positions, the deal should be in the
same place at both tables continuously, and
at the commencement of the game the cut
for deal should take place at only one of the
tables, — the deal at the other table com-
mencing in the corresponding seat to the
winner. As their own score-cards must not
be seen by the players during the duplicate
play, the duplicate score is kept on a supple-
mentary slip, and transferred on to the original
score-card at the end of the game.

4D Ca 4H

WD >~
w m o=

To illustrate: A and B play C and D at
first table, while E and F play G and H at
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second table. A and E sit in position 1, C
and G in position 2, B and F in position 3,
and D and H in position 4. If A and E
have the first deal, then C and G take the sec-
ond, B and F the third, D and H the fourth,
A and E the fifth, etc. For the rearrange-
ment of the duplicate hands, the hand regis-
ters of A, C, B, and D are given to H, E,
G, and F, respectively, while the score-cards
of E, G, F, and H are given to D, A, C, and
B, respectively ; thus reversing the position of
the hands.

No talking in regard to cards held or leads
made must be indulged in while the original
hands are being played. Every word might
emphasize a point which would tell for or
against the player in the duplicate, and the
player who breaks this rule should be fined
a point. Duplicate whist must be a game of
“whist” indeed.

R




II.

Progressive Buplicate Thist
(Betrogpectide).

SORIHIS game is played in the same
manner as the Retrospective, ex-
cept that the players change part-
ners and opponents every two or
four deals, and in order to prevent confusion
the positions at the second table are num-
bered 5, 6, 7, and 8, the players changing
positions as per the following schedule, which
is so arranged that at the end of the game
each player will have played with every other
player once and against every other player
twice, — i. e. he has been his partner once
and one of his opponents twice. Before the
commencement of the game, a “ Secretary”
must be appointed to prepare the hand

registers by marking thereon the players’
2
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change tables, each taking the correspond-
ing seat at the other table, or the cards can
be passed from one table to the other on a
tray with the positions marked thereon.

A less complicated Progressive game may
be played as follows. Players retain partners
during the game, but change opponents every
four or eight deals, arranging themselves by
the following schedule.

Original Position . 1.2 3 45 6 7 8
Deals 1 to 4, or ltoS.ACBDEGFH
“ g 8« g6, AEBF CGDH
“ gtyz “37%24 . AGBHCEDF
Duplicate Position. . . . . 2 3 416 7 85

The twelve and fourteen hand schedules
can be played in one evening, both original
and duplicate ; while the twenty-four and
twenty-eight hand schedules can be played,
the originals one evening and the duplicates
the next.

The gain and loss in the Progressive game
is figured exactly like the Retrospective, —
the gross score compared with thirteen times

the number of hands played tells the story. \

The player or team that has taken the great-
est number of tricks in excess of this product
is the winner of the game.
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APatner. .. .....BCDEFGH
Original Position . . . . 1 1 1 1 1 1 1
Duplicate Position . . . . 2 2 2 2

N
N

B Partner., . . . . . . .
Original Position . . . .
Duplicate Position . . . .

C Partner . . . . . . . .

Original Position . . . .
Duplicate Position . . . .

D Partner. . . . . . . .
Original Position . . . .
Duplicate Position . . . .

= LN rw P

E Partner. . . . . . ..
Original Position . . . .
Duplicate Position . . . .

F Partner. . . . . . .
Original Position
Duplicate Position . . . .

He W Aty NODN o we'd

WA D PP N WM Nl ouwnl
~a W paW P N NN NOM owvni we

WP N W

A O Nl W e ownQ

G Partner . . . . . . . .
Original Position . . . .
Duplicate Position . . . .

HPartner. . . . . . ..
Original Position . . . .
Duplicate Position . . . .

whaH Nl LN ®ONW a2wp ownld

HAall WY NOQ LNl RV P oNEw own 0

w oo
wold oV N
w 00N

In the Progressive game the hands are re-
versed for the duplicate play by the players
changing their positions at the tables before
the registers are redistributed. After the
hands are rearranged, the players can either
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Single Table Game.

JpesedlY providing a pack of cards for
| every original deal and four times
| as many envelopes, the Retro-

spective game can be played by
four people. The hands are rearranged as
soon as played, each player sorting out his
own hand. The cards are placed in the en-
velopes, which are marked with the position of
the hand and the number of the deal; and
when the agreed number of original hands
have been played, the hands are redistributed
in the reverse positions. The dealer must be
careful to leave the trump card face up in his
envelope. The score is counted exactly as
in the eight game, the gain or loss being
shown by the difference between thirteen and
the number of tricks won.
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SCHEDULE FOR PROGRESSIVE SINGLE
TABLE GAME.

Original Position. . . . . . . . 1

Deals 1to 40or 1to 8 . . . . A
[ 5 g 8’ " 9 [ '6 . . A
113 9 [ Iz, [ l7 3 24 . . .

Duplicate Position . . . . . . . 2

[*3N..-N.-Neo N
s 0D0O0OWw
~ODUO+

It may be claimed that memory is apt to
play an important part in this game ; and in
that case the playing of the duplicates may
be postponed for a day or two, and another
original game begun. The next time the
players meet the first game may be played
off, and when finished they can commence
the third original. The third time they meet
the second duplicate and fourth original will
be played, and so on. This, of course,
would require two sets of packs. Memory,
however, does not play such an important
part as might be imagined, for to be of any
service it must be perfect ; and he must be a
phenomenon who can remember the position
of the cards after playing fourteen or sixteen
hands in the interim, especially when conver-
sation in regard to the play or the holdings
during the original half of the game is posi-
tively forbidden. The players who conduct
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the second half of the game without reference
to the first will find themselves better off than
those who attempt to profit by their memory,
as any distraction of thought interferes with
nice calculation, and the effort to remember
generally results in some disaster to the player
who essays it.




IV.

Inter-Club Buplicate TWhist,

RIOME objection has been made to
the Retrospective game for the
reason that mistakes in recording
the hands are so apt to occur that
it is difficult to rearrange the hands for the
duplicate play, and also because players with
phenomenal memories can remember the
cards and leads of the original hand when
they are playing the duplicate. These objec-
tions are entirely overcome in the Inter-Club
game, in which the duplicate hands are
arranged as soon as the original hands are
played, and by the same players who held
them, and are played off by other players at
another table who are co-partners of the
original players. Any multiple of eight may
participate in this game, each eight being
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separate and distinct from the others. The
players arrange themselves at table in the
following manner ;: — -

40 G6

w o > -
T mwn

A, B, G, and H are partners; C, D, E, and
F, their opponents. The cards are dealt
and recorded as in the Retrospective game,
but as soon as played are re-sorted and left
. face down on the table. The players then
change tables, each taking the corresponding
seat at the other table. When the duplicate
hand has been played, both fours have held
all the hands at both tables, and each should
have taken twenty-six tricks, the points lost
or gained being computed by the difference
between that number and the number actu-
ally taken. The original score must not be
divulged until after the duplicate hand has
been played, and the strictest silence must
prevail during the play of the original hand,
as any conversation heard at the other table
would be liable to influence the play. Four-
teen to sixteen hands can be played in about
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two hours and a half, and should afford ample
test of the respective merits of opposing fours
or clubs. At the close of the game the total
score may be footed, and compared with the
number of hands played multiplied by twenty-
six, in order to find the total gain or loss ; but
the gains and losses may be kept track of as
the game progresses by inquiring of the other
partners after every duplicate hand how many
tricks were taken, adding their score to yours,
and comparing it with twenty-six.

If, for any reason, the players object to
rising from one table and walking to another,
the cards can be passed by means of trays,
on which the positions are marked ; and each
player must see that he takes the cards off his
“ corresponding ”’ number.




V.

The Progressive Lnter-Club Game.

BRIHIS game is played to establish the
’l relative strength of the different
teams. Every original hand is
duplicated as many times as there
are tables, thus giving every player a turn at
every hand ; and those players who take the
greatest number of tricks sitting in positions
1 and 3 are supposed to be the best of that
set, while the players who take the greatest
number of tricks with hands 2 and 4 are the
best of their set. The best of all may be
computed by the difference between the num-
ber of tricks taken and the average number
for either set. In this game the positions at

lle are only numbered from 1 to 4, instead

from 1 to 8, and the teams from the rival

bs sit alternately in positions 1 and 3 ; i.e.
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the first team of one club sits in positions 1
and 3 at first table, the second team in posi-
tions 2 and 4 at second table, the third team in
positions 1 and 3 at third table, etc. ; while the
first team of the rival club sits in positions 2
and 4 at first table, the second team in posi-
tions 1 and 3 at second table, the third team in
positions 2 and 4 at third table, etc. In order
to make an equal distribution of the cards,
there must be an even number of teams on
each side. The gain or loss to either side
is computed by the difference between the
number of tricks actually taken and thir-
teen times the number of tables, multiplied
again by half the number of tables and the
number of original hands played. Every
four players should average thirteen for every
hand.

This game can also be used to test the
relative merits of members within a club.
Have an odd number of tables, and let the
players in positions 1 and 3 move, when
changing tables, in one direction, while those
in positions 2 and 4 move in the other direc-
tion. When all the tables have been played
at, each team will have played against one
half of the aggregation, and the gain or loss
to a team may be computed by the differ-
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ence between its score and the average score
for that set of hands.

If in playing a match game it should be
found that an odd number of teams are on
hand, the odd team need not be left out, if
both sides will agree to add the average score
for the north and south or the east and west
hands, as the case may be, to their respective
totals. That is to say, the club whose players
sat in positions 1 and 3 at first table would
add the average score for hands 2 and 4 to
their total, and the club whose players sat in
positions 2 and 4 at first table would add the
average score for hands 1 and 3 to their total.
This would be as fair for one side as for the
other, and allow all the players present to par-
ticipate in the game.

In this connection it may be said that when
a match game is played with an odd number
of tables, one half the aggregation can be
made to play against the other half by chan-
ging tables as already described, the north
and south players moving in one direction, and
the east and west players in the other, each
moving one table’s length. When they have
played as many hands as there are tables, it
will be found that they have played every
hand, and that every north and south player
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has played against every east and west oppo-
nent, and every east and west player against
every north and south opponent.

In the progressive Inter-Club game the
record of each hand must be left at its origi-
nal table, so that the next player may use it to
reassort the hand after he has played it; and
the score is kept on a separate card, which
the player carries with him all through the
game.

Sometimes it is found that a slow recorder will
delay a whole club, especially in the progressive
game ; and when this is the case he should be ex-
cused from marking altogether, and the other three
players at his table can assort their hands, he taking
the remainder. Any whist player can remember
whether the cards so given him are the correct ones.
This exemption from recording the hand should be
insisted upon in such an emergency without hesita-
tion, as it is manifestly unfair to keep a number
waiting for the sake of one, when the difficulty can
be gotten over in so simple a way.
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Three, Four, and Five Table Games.

Three Table Game.

not indicate the relative merit of
the different teams ; and as this is
a most desirable thing to establish,
the number of players should be increased
to twelve whenever possible, the third table
affording the factor necessary to strike an av-
erage for the weak and the strong hands, thus
enabling the gain and loss to be computed
by the difference between the actual and the
average score. In playing this game it is not
necessary to leave the hand register at the
original tables, as in the many table progres-
sive game. Instead of changing in regular
rotation, however, the players change in the
following manner.
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After playing and rearranging the original
hand, the players at first table move to sec-
ond, those of second table to third, and the
third table players to first. After playing the
hands they find at these tables, they rearrange
the hands they originally held, and move
back to their original tables, where they find
the remaining hand of the three. The ac-
companying table will illustrate this, perhaps,
more clearly. Let A represent the players at
first table; B, the players at second table;
and C, the players at third table.

Table . . . . . . . . 1 2 3
Original . . . . . . . . . A B C
First change . . . . . . . C AB
Second change . . . . . . A BC

Each player carries his register and score-
card with him, and marks the score in tripli-
cate. After every second change, the players
find themselves back at their original table,
and, after playing the triplicate hand, start a
new deal and move as before, — comparing
scores after each triplicate hand.
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Four Table Same.

Four tables can be manipulated in the
same way, enabling the players to carry the
score-card and register along with them,
the changes being made according to the
following table : —

Table

r 2 3 4
Original . .....ABCD
Firstchange . . . . . . CDARB
Second change . ...DCBA
Thirdchange . . . . . A B C D

In this case the score is kept in quadru-
plicate, and scores may be compared before
every new deal.

Five Table Game.

Five tables can be played in like manner
by the following schedule : — '

Table . . . 1 2 3 4 §
Original . . . A BCDE
First change D ABEGC
Second change . CEDBA
Third change . . . EDACHB
Fourth change . . A BCDE
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Buplicate Whist without the Hand
Register,

IN the spring of 1888 the following
(Wi paragraph appeared in the London
Field: “A match at whist was

played in Glasgow between teams
of the Carleton and Wanderers’ Clubs, April
16, when a new system of duplicate play, the
invention of Mr. James Allison, was tested.
The cards at the commencement of each
hand were dealt in the usual manner, but in
the course of play they were not formed into
tricks. Each player kept his thirteen cards
before him till the finish of the hand, and
after playing to each trick he placed his card
either longwise or shortwise, to show by which
side the trick had been won. This arrange-
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ment prevailed at two tables, the hands being
simultaneously played. The hands, as soon
as finished, were gathered up by each player
and placed, backs up, on the table, the dealer
leaving the trump card, face up, on top of his
pack. The players then changed tables and
replayed the hand, the players being reversed.
A deal was- only necessary every two hands,
and but little more time, after some practice,
was taken than in playing one hand in the
usual way.”

This system has been adopted, with some
slight variations, by many of the whist-players
in this country, and as it dispenses with the
hand register, it is much more convenient for
those who find a difficulty in taking a record
of their hands. Another point in its favor is
that it consumes less time in the playing of a
given number of hands, saving, as it does, the
time spent in recording and resorting the
cards. The objectionable features of this
game are, that there is bound to be more or
less dispute over the number of tricks taken;
that placing the card in front of each player,
instead of throwing them into the centre of
the table, besides being very awkward, seri-
ously interferes with the memorizing of the
cards that have been played ; and that after
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the game is over, no matter how serious the
loss to either side, there is no way to repro-
duce the hands, and study out the reasons for
gains and losses.

The manner in which this game is now
played is as follows. The players are reversed
prior to the commencement of the game,
the players of one four sitting, say, north and
south at the first table and east and west at
the second table, while the players of the
other four sit, say, east and west at first table
and north and south at second table; then,
when they change tables, each takes the
corresponding seat at the other table. In-
stead of designating the winner of a trick
by placing the card longwise or shortwise,
thirteen chips or counters are placed in
the centre of the table, and as each trick
is won a chip is taken, and the number of
chips in the possession of either side at
the end of the hand shows the number of
tricks taken.

The single table game can also be played
in this manner, and twenty hands can be
played instead of sixteen, a pack of cards
being of course necessary for every deal, the
hands being put away in envelopes as already
described.



38 DUPLICATE WHIST.

Boxes may be used instead of envelopes
for the single table game, one box for each
player. The boxes should be made square,
with a block in one corner the size of the
difference between the length and the breadth
of the cards, and with lids both at top and
bottom. The hands are placed in the boxes,
backs down, first lengthwise, then crosswise,
alternately ; and when all the original hands
have been played, the boxes are turned upside-
down and passed to the right. Boxes should
be made deep enough to hold five packs of
cards.

Another method of playing duplicate whist
without the hand register has lately come into
vogue, which dispenses with the changing of
tables. Players retain their seats, and pass
the cards from one table to another on trays
or boards, on which are marked the positions
of the hands and the number of the table,
one tray being required for every table.!

1 These trays can also be used in place of the
envelopes for the single table game, one tray being
required for each hand. The trays are provided
with rubber bands, one for each position, and the
cards are slipped under the bands, which hold them
in place and allow more freedom in passing the
trays from one table to another than would be the
case if the cards were loose. -
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It may be remarked that in this style of
duplicate game the second half of the game
is played exactly like ordinary whist, the cards
being thrown into the centre of the table and
gathered into tricks.
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Geeneral Remarks.

takes a longer time to play a given
number of hands in duplieate whist
than in the ordinary game ; but the
resulting gain or loss is so much
more conclusive as to the skill of the players
that the extra time consumed cannot be said
to have been wasted, and after some practice
the loss of time is hardly appreciable. Every
whist player knows that when the high cards
are against him it is impossible for him to
take a majority of the tricks ; and while there
may be something in keeping down the major-
ity of his opponents, it is nothing compared
with the certainty that before the close of the
game the chances will be evened up, and both
sides given the same opportunities. This cer-
tainty adds zest to the contest, and makes
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every player bend all his energies to the
game, knowing full well that if he lets oppor-
tunities slip there is no way to recover them;
for there is practically no luck in duplicate
whist, and therefore no going behind the
returns.

The laws of duplicate whist are the same
as the laws of straight whist, with two excep-
tions. [First, that, in scoring penalties for re-
vokes, etc., the points must be deducted from
one score and added to the other, and in case
the penalty should involve a greater number
of tricks than the team incurring it bas made
in the hand, the penalty shall be limited to the
number of tricks taken, so that no score shall
be over thirteen for any one hand. Second,
that there shall be no penalty for misdeal-
ing: if a player misdeals, he must deal again.
The deals must follow one another in regular
rotation.

Nor are the methods of play, as laid down
by Pole, Cavendish, Trist, G. W. P, etc., at
all interfered with, except perhaps in regard
to playing to the score, which would be mani-
festly out of place in the duplicate game,
where the object is to take the greatest num-
ber of tricks with every hand. Every player
can follow his favorite method ; and the result
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of the game, provided he makes no mistakes
and has competent opponents, will surely
prove whether he has found the true princi-
ples of the “king of games,” or has been
following false lights only to find himself floun-
dering in the mire of defeat.

With these remarks the duplicate game is
commended to all true lovers of whist. It
can be but a short time until it is the only
method employed in testing the merits of
rival teams or clubs, and hereafter no aggre-
gation of whist-players can claim supremacy
until they have demonstrated their superiority
by the duplicate system.
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LEADS AND INFERENCES OF
MODERN WHIST.






Leavs anv Inferences of Modern
Whist.

SN placing these leads and inferences
ﬂ before the reader it is not consid-
¥l ered necessary to preface them with
any defence or explanation. The
reader is supposed to have arrived at the
conclusion that the modern system of leading
is the best foundation on which to build sci-
entific play; and it is hoped that the leads
and inferences as hereafter given will be found
in such comprehensive form as to allow him
to master them with a minimum of effort and
a maximum of result as to his trick-taking
capacity.
In nearly all previous works on whist the
signs used for King and Knave have been Kg
and Kn respectively ; but as the index letters
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on all playing-cards in this country for these
denominations are K and J, and it is less
confusing to have totally different signs, the
letters K and J will be used in the following
pages. If any reader object to using the
word “Jack” for “Knave,” he can read
“Knave” for J, and it will be all right, as
that is what it stands for.

The principle upon which the modern leads
are based is the showing of the number of
cards in suit, and the value of them, without
in any way endangering their trick-taking
power. This is accomplished by the lead of
the fourth best card when a low card is led
originally, or when low card is led after high
second round; by certain arbitrary leads of
high cards; and by the leading of either of
two or three high indifferent cards second
round.! With two high indifferent cards, if
the first card led did not intimate five in suit,
the lead of the higher now indicates only four
in suit originally, while the lead of the lower
indicates five or more. With three indifferent
cards, under like circumstances, the highest
indicates four, the intermediate five, and the
lowest six or more. If the first card led inti-

1 Trist, in Harper’s Magazine, March, 1891.
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mated five or more in suit, the second lead of
the higher of two would indicate five only,
and of the lower six or more, while the high-
est of three would indicate five only, the
intermediate six only, and the lowest seven or
more.

LEADS.

With A and four or more small, lead A, then
fourth best.

With A and three small, lead lowest (fourth
best).

With A, K, and three or more, lead A, then K.

With A, K, and two more, lead K, then A. (K
must never be led originally except from a suit
which contains not more than four cards.)

With A, K, Q, and two or more, lead Q. Follow
with A if five in suit, with K if six or more.

With A, K, Q, and one more, lead K, then Q.

With A, K, Q, ], and others, lead J. Follow with
A to show five, with K to show six, and with Q to
show seven or more.

With A, K, Q, ], only, lead K, then J.

With A, K, J, and two or more, lead A. Follow
with K, or wait for return lead to finesse J.

With A, K, J, and one, lead K, then A; or wait
for return lead to finesse J.

With A, Q, and three or more, lead A, then fourth
best.
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With Q, ], 10, and two or more small, lead Q,
then 10.

With Q, J, 10, and one small, lead Q, then J.

With Q, J, 10, 9, and one or more small, lead Q.
Follow with 10 to show five, and 9 to show six in
suit.

With Q, J, 10, 9, only, lead Q, then J.

With J and four small, lead fourth best.

With J and three small, lead lowest (fourth best).

With J, 10, and three or more small, lead fourth
best.

With J, 10, and two small, lead lowest (fourth
best).

With J, 10, 9, and two or more small, lead J.
Follow with g if two honors are cleared away, and
with fourth best if only one.

‘With J, 10, 9, and one small, lead J. Follow with
10 if two honors are cleared on first round, with
lowest (fourth best) if only one.

With J, 10, 9, 8, lead J. Follow with 10 to show
four, with 9 to show five, and with 8 to show six in
suit.

With four or more in suit headed by cards lower
than the J, lead fourth best.

FORCED LEADS.

When obliged to lead from a suit of less than
four cards, the rule is to lead the highest, in order
to strengthen your partner’s hand, if the card you
Jead happens to be of his suit, and also in order to
show him that you are weak in it. If you lead a K,
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Q, J, 10, 0r g, and either of the other cards which
you ought to have held to justify the lead fall on the
trick or are in your partner’s hand, he knows at once
that it was a forced lead, and governs himself ac-
cordingly. It is justifiable to lead from a short suit,
if your long suit has been led by your adversaries
and you are not strong enough in it to continue the
lead, or when you have reason to believe that it is
your partner’s suit. For instance, if both adversa-
ries had shown their long suits, you would have
reason to suppose that your partner was strong in
the suit they had not shown, and the lead of a high
card from your hand might strengthen Asis very ma~
terially; whereas, if the suit were against you, you
would not be likely to take a trick with it anyway.
Some players consider themselves justified in mak-
ing a false lead when they hold two suits containing
ten-aces, 80 that if the intermediate cards in their
ten-ace suits lie to their right they may have a chance
to nullify them. The shortest of short suits is, of
course, a singleton, and as you cann6t lead a “ higher ”
card of one, it is never justifiable to lead it originally.
If the strength in trumps, however, has certainly
been declared against you, and you have previously
declared your strong suit, it may be policy to lead
from a singleton and try to get in one or two little
trumps before your adversaries take them out of
your hand; but it is a dangerous experiment, and
consequently should be resorted to with caution.
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TRUMP LEADS.

If you hold five or more trumps, with one honor,
or four trumps with two honors, your original lead
should be a trump ; but you do not lead a high card
first, as in plain suits, unless you hold seven, except
with the following combinations, viz.: A, K, Q;
K, Q J; K,Q10; K, J, 10; QJ, 10; K, J, 10, 9.
With six trumps headed by A, K, or A, Q, lead A.
With six trumps headed by K, Q, lead Q.

The turned up trump card affects the trump lead
to some extent. If any card higher than the eight
is turned up, and you hold two or more cards above
it, you should lead the highest card of the sequence
next above. That is to say, you must prevent the
dealer from taking the first trick with the turned up
card, if your hand contains cards which justify the
play. For instance, with the g turned up, you hold-
ing K, J, or K, J, 10, or J, 10, you should lead the J.

It is often politic to lead trumps without numer-
ical strength; as, for instance, when you are strong
in all the other suits, or when you have one very
long suit established, and probable cards of re-entry
in the two others. ZIf you lead trumps from three or
less, lead the kighest originally.

INFERENCES.

A led. — Has five cards in the suit. If small card
led second, it is original fourth best; has two higher
cards left in hand. If another suit is led after the
A, probably has K also, or K and J, and is awaiting
further developments before continuing suit.
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K led. — Has only four cards in suit, one other of
which is either the A or Q. May also have both
A and Q, and the J.

Q led. — If afterward plays the K, had five in the
suit originally, and does not hold the J. If next lead
is the J, had originally only four in the suit, Q, J, 10,
and one smaller. If next lead is the 10, had origi-
nally Q, J, 1o, and two or more smaller.

J led.— Has either A, K, Q, J, and one or more;
K, Q, ], and two or more; or J, 10,9, and one
or more.

10 Jed.— Has either K, Q, J, and 10, with one
or more smaller; or K, J, 10, with one or more
smaller.

9 Jled. — Has also 10, J, and K, without the Q; or
10, J, and A, with no more; or 10, Q, and A, with
no more.

Any card smaller than the 9.— Has three cards
higher remaining in hand, which are neither of the
combinations mentioned above; i.e. has not A and
K; Kand Q; K, J,and 10; Q, J, and 10; or J, 10,
and 9. Subtracting the number of pips on the card
led from eleven, shows the number of cards higher
than the one led which are not in the leader’s hand;
and taking from this number the number of such
cards held in partner’s hand, shows the number in
opponents’ hands.!  This still further simplifies the
process of keeping track of the cards, and will be
found of great service. If partner afterwards plays
a lower card than one originally led, he had at least
five in suit.

2 /ed. — Has but four cards in suit.

1 Trist, in Harper's Magazine, March, 1891.
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Plays an unnecessarily kigh card, afterwards play-
ing a lower one, is signalling for trumps to be led.
See page 55.

Signals for trumps after pariner has led trumps, or
signalled for them, intimates that he has four or more
trumps originally. This is called the echo in plain
suits. See page 57.

Discards any card when neither himself nor partner
Aas shown weakness in trumps, or when opponents
have not shown strength, is weak in suit discarded.

Discards any card when opponents have led or
shown strength in trumps, is strong in that suit, and
wants it led. See page 56.

Refrains from trumping a doubtful trick second
kand, has at least four trumps.

Trumps a doubtful trick second hand, has not more
than three trumps.

Plays a high card second hand on small card led,
has no more, or has the card next above, and but one
small card in the suit. If high card is played second
hand without having the next above, and afterwards
a lower card is dropped, it is a distinct intimation of
strength in trumps, and must be taken as such.
Sitting second hand, the player is in no worse posi-
tion than if he were leader; and in cases where it
would be proper to lead a high card, it is seldom
wrong to put that card on smaller card led (except
that the lowest of a sequence is played instead of
the highest). So that if partner plays g, 19, J, Q, K,
or A, the inference is that he either has no more; or
has the card next above in value, with no more,
or one more; or has one of the combinations which
would justify the lead of the card played.
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SIGNALLING FOR TRUMPS.

It is said that the man who invented trump-
signalling was sorry afterwards that he had done so,
or, at least, that he had given it out to the world at
large; and it is claimed by many that it interferes
with second hand play to such an extent as to make
it more of a detriment than a benefit; but it has
become such an essential factor in the modern game
that it can hardly be ignored by any whist player
who desires to be up with the times. The signal is
given by playing an unnecessarily high card on a
plain suit led, afterwards playing a lower one. By
this means, when you are unable to get the lead
yourself, and you want to have trumps led, if your
partner obtains the lead he is enabled to lead them
for you, and also to inform you, as explained un-
der Management of Trumps, how many trumps
he has.

There is hardly any room for doubt as to the
intention of a third or fourth hand play in respect
of this signal, but great care must be taken not to
mistake the play of a high card second hand for a
trump signal. As explained in second hand play,
with 9, 10, J, Q, or K, and the cards next in value, and
one small card, you play high, but not unnecessarily
so. Your partner must be satisfied that you do not
hold the cards next in value to the high one played
before he interprets your play as a signal for trumps.
For this reason, it is allowable when you have
strength in trumps, and want them led, to play the
honor second hand with K and one, Q and one, or
J and one.
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THE ECHO.

If your partner leads trumps, you must show him
by your play whether you hold three or less, or four
or more, by echoing. If he leads a high card, and
you do not play a higher, if you hold three or less,
you play your lowest; if you hold four or more, you
play your lowest but one. Then if you play a higher
card on the second lead, he knows you held not
more than three originally, while if you play a lower
card on the second lead, he knows you held four or
more. If your partner leads a low trump originally,
you return his lead with the highest of three, or the
lowest of four. If your partner has signalled for
trumps, and you obtain the lead first, you lead him
your lowest if you have four, and your highest if you
have three or less. But if you have four headed by
the A, you lead the A first, following with the low-
est; when on the third round you play a higher
card, he places the fourth in your hand.

DISCARDING.

Discard generally from your weak suit. But if
your opponents are taking out trumps, and you have
had no opportunity of showing your strong suit,
your first discard should be from the strong suit. If
you have an honor in either of your opponent’s suits,
it is well also to keep it guarded, unless you are
strong enough in trumps to suffer its loss without en-
dangering your game. When your opponents have
devoloped great strength against you, and it is neces-
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sary to discard from a head sequence, you discard
the highest, to inform your partner you also have
the cards immediately below it. If you were to dis-
card the lower he would give your opponents credit
for the higher cards.

THE ECHO IN PLAIN SUITS.
UNBLOCKING.

If you hold four cards of the suit which your
partner leads originally, and his lead indicates that
he holds five, you play the suit exactly the same as
you would if you held but three, with the smallest
card out, reserving the smallest card for the fourth
round. Your partner missing theé small card locates
it in your hand, and if he succeeds in establish-
ing his suit, you run no risk of blocking it by being
obliged to take the fourth trick. This cannot be
misunderstood as a signal for trumps; for if you
had meant to signal, you would have done so with
the intermediate cards on the leads previous to
the fourth.
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TABLE oF ORIGINAL LEADS.

PLAIN SUITS.

NUMBER OF CARDS IN SUIT.

7 (]
AK,QJ* J,Q JK.
AK, Q. QK.
AK,J.
AK.
A,Q,],10*
AQ].
A, Q,10,9.
A, Q.
A,J,10,0.%
A,]J,10.
A,J.
K,Q,J,10* 10.J. 10,Q.
K,QJ. 1,Q
K, Q, 10.
K,Q.
K,J,10,9.%
K, J,10.
K,J,9
Q,J,10,9.
Q,J,x0.
Q]
J,10,9,8.
J,10,9.
J, 10,

A, 10.

Q9.

J,8

5 4
J,A. K, J.
QA. K, Q.
A. K.
AK. KA.
A J. AQ.
AL AQ
A. 9
A. 4th.
A. 9.

A. 4th.
A. 4th.
10,K. K, 10.
LK. K, J.
Q. K.
Q. K.

9 9.
10. 10,
4th.  4th.
Q. Q, J.
Qro. Q, J.
4th.  4th.
J, 9. J, 10.
J. J.
4th.  4th,

K, Q.
K,A.
K,A.

A, Q.

AJ.

K,]J.
K.
K.

J-
J.

® With or without the cards next below in value.

2

AK.

K.

J.
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TaBLE oF ORIGINAL LEADS.

TRUMPS.

NUMBER OF CARDS IN SUIT,

7 ) 5 4
AKQJ* 5,9 LK. LA K]
AK,Q. QK. QA KQ
AK,]J. A. K.
AK. A. A. 4th. 4h.
A,Q,J,10.% A, 10. A, J. A, Q.
A,Q]. Al AQ
A,Q,10,9. A9 9. 9.
A, Q. A. A, 4th 4th. 4th.
A,J,10,9.% A. 9. 9. 9
A,]J, 10, A. 4th. 4th. 4th.
A,J. A. 4th. 4th. 4th,
K,Q,J,10.* 10, J. 10,Q. 10, K. K,r10.
K,QJ. »Q LK K]
K,Q, 0. Q. Q. Q. K.
K, Q. Q. Q. 4th. 4th.
K,J. 10,9.% 9 9
K,]J, 10. 10. 10.
K,J,9. If 10 turned up to right lead J.
Q,],10,9. Q9. Q,10. Q J.
Q] 10 Q,10. QJ.
QJ. 4th. 4th.
J;10,9,8. 1,8 L9 J; ro.
J,10,9. Unless K or Q turned up to left, lead 4th.
J,10. 4th, 4th.

© With or without the cards next below in value.
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THE LAWS OF AMERICAN WHIST.






I
The Latg of American TWhist,

BEING THE CODE OF RULES ADOPTED BY THE FIRST
AMERICAN WHIST CONGRESS, HELD AT MILWAU-
KEE, Wis., APRIL 14-17, 1891.

[The rules are substantially Cavendish, with a few slight
modifications to suit the American game.]

SCORING.

1. Each trick above six shall count one point;
the game shall consist of seven points. In case of
tournaments, matches, and club scores for purposes
of comparison, each hand shall be played out, and
every trick taken shall be scored.

The above shall be the standard game, but players
or clubs may, by rule or agreement, provide for other
methods of scoring.

2. The penalty for a revoke shall take prece-
dence of all other scores.

3- If an erroncous score shall be proved, such
mistake can be corrected prior to the conclusion of
the game in which it occurs, and such game is not
concluded until the trump card of the first deal in
the following game has been turned up.
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CUTTING.

4. In cutting, the ace is the lowest card; in all
cases every one shall cut from the same pack, and
if a player exposes more than one card he must cut

again.

FORMATION OF THE TABLE.

5. In the formation of the table those first in the
room shall have the preference. If by reason of
two or more arriving at the same time, more than
four assemble, the preference among the last comers
shall be determined by cutting, a lower cut giving
the preference over all cutting higher. A complete
table shall consist of six; the four having the pref-
erence shall play.

6. The formation of the table having been deter-
mined, the players shall cut for partners and deal at
the commencement of each game.

7. In cutting for partners, the two highest shall
play against the two lowest ; the lowest shall have
the deal and the choice of seats and cards, and
must abide by his first selection. If the two low-
est cut cards of equal value, they shall cut again
for deal.

8. If two players cut intermediate cards of equal
value, those two shall cut again, and the lower of
the new cut shall play with the original low.

9. If three players cut cards of equal value, those
three shall cut again. If the fourth has cut the
highest card, the two lowest of the cut shall be part-
ners and the lowest shall have the deal. If the
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fourth has cut the lowest card, he shall be the
dealer, and the two highest of the new cut shall be
partners.

10. At the end of the game, should there be more
than four members belonging to the table, a suffi-
cient number of the players shall retire to admit
those awaiting their opportunity to play. In deter-
mining which players shall remain in, those who
have played a less number of consecutive games
shall have the preference over all who have played
a greater number, and between two or more who
have played an equal number the preference shall
be determined by cutting, a lower cut giving the
preference over all cutting higher.

11. A candidate wishing to enter a table must
declare such intention prior to any of the players
having cut a card for the purpose either of com-
mencing a new game or of cutting out.

12. Tables may be formed and partners chosen
by agreement, except when prohibited by a club
rule.

SHUFFLING.

13. Before every deal the cards shall be shuffled
and shall be presented by the dealer to his -ight
hand adversary to cut.

14. The pack must not be shuffled so as to ex-
pose the face of any card, nor during the play of
the hand.

15. Where two packs are used, the dealer’s part-
ner shall collect and shuffle the cards for the ensuing
deal, and place them at his right hand.

© 5
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CUTTING TO THE DEALER.

16. In cutting to the dealer, not less than four
cards shall be left in each packet.

17. If in cutting or in reuniting the separate
packets a card is exposed, or if there is any confu-
sion of the cards or doubt as to the place where the
pack was separated, there must be a fresh cut.

18. When the pack has been presented by the
dealer to be cut, and has been cut by the adversary
in accordance with Rules 16 and 17, should the
dealer reshuffle the cards he shall lose his deal.

DEALING.

19. The fifty-two cards shall be dealt into four
packets one at a time in regular rotation, beginning
with the player at the dealer’s left, and having been
regularly dealt out, the last, which is the trump card,
shall be turned up before the dealer.

20. There must be a new deal, (1) if during the
deal or during the play of a hand the pack be proved
incorrect or imperfect; (2) if any card except the
last be faced in the pack.

21. If while dealing the dealer or his partner
exposes a card, and neither of the adversaries has
touched the cards, the latter may claim a new deal ;
a card exposed by either adversary gives that claim
to the dealer, provided his partner has not touched
acard. If a new deal does not take place, the ex-
posed card cannot be called.

22. If the dealer, before or during the deal, looks
at the trump card, his adversaries have a right to
see it, and may exact a new deal.
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MISDEAL.

23. If the dealer in distributing cards (1) gives
more than two cards incorrectly, (2) counts the
cards on the table or the remainder of the pack, or
(3) places the trump card on the other cards without
having turned it up, it is a misdeal, and the deal
passes to the next player.

24. If, after playing to the first trick, a player is
found to have less than his proper number of cards,
and the missing card or cards be found in his ad-
versary’s hand, the deal is void; if the missing
card or cards be found in his partner’s hand, the
adversaries may consult, and shall have the choice
(1) of retaining the same hands and rectifying the
error by drawing a card or cards, or (2) having a
new deal.

25. A misdeal shall not lose the deal, if during
the deal either of the adversaries has touched the
cards prior to the dealer’s partner having done so;
but should the latter have first interfered with the
cards, notwithstanding either or both of the adver-
saries have subsequently done the same, the deal
is lost.

26. Should three players have their right number
of cards and the fourth have less than thirteen, and
such deficiency be not discovered until after he has
played to the first trick, the adversaries may consult
and shall have the choice (1) to claim a new deal,
or (2) to have the hands played out as they stand,
in which case the missing card shall be considered
as played to the last trick ; but no revoke shall be
claimed because of such missing card.



68 APPENDIX.

27. If a pack of cards be imperfect, the deal in
which the fault is discovered shall be void, but the
previous ones shall hold good.

28. Any one dealing out of turn, or with the ad-
versary’s cards, may be stopped before the trump
card is turned, after which the game must proceed
as if no mistake had been made.

29. If the adversaries interrupt a dealer whilst
dealing, either by questioning the score or asserting
that it is not his deal, and fail to establish such
claim, should a misdeal occur he may deal again.

THE TRUMP CARD.

30. The dealer, when it is his turn to play to the
first trick, shall take the trump card into his hand ;
if left on the table after the second trick has been
turned and quitted, it becomes an exposed card.

31. If the dealer takes the trump card into his
hand before it is his turn to play to the first trick,
he shall at the request of his adversaries, at any
time before the second trick has been turned and
quitted, replace it face up upon the table.

32. If the dealer, when called upon under the
preceding rule to replace the trump card, declares
himself unable to recollect it, his highest or lowest
tramp may be called, and, unless it cause him to
revoke, must be played. The call may be repeated,
but not changed ; that is, from highest to lowest, or
vice versa, until such card is played.
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EXPOSED CARDS.

33- The following are exposed cards : —

(1) The trump card, if left face upward on the
table after the second trick has been turned and
quitted.

(2) Two or more cards played at once.

(3) Any card exposed in any manner so as to
be seen by either player, no matter how exposed,
whether dropped on the table, thrown on the table,
or held above the table, detached or not detached.

34- A card is not an exposed card when dropped
on the floor, or elsewhere below the table.

35. All exposed cards shall be liable to be called,
must be left face upward on the table, and must not
be taken into the player’s hand again ; the player is
bound to play them when they are called, provided
he can do so without revoking; the call may be
repeated whenever it is the player’s turn to play
until the card is played. A player cannot be pre-
vented from playing a card liable to be called; if
he can get rid of it in the course of play, no penalty
remains.

36. If a player leads a winning card, that is, one
better than any his adversaries hold of the suit, and
then leads another, or plays several winning cards
without waiting for his partner to play, his partner
may be called upon to take the first trick, and the
other cards thus improperly played are exposed
cards; it makes no difference whether he plays
them one after the other, or throws them all on the
table together; after the first card is played, the
others are exposed.
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37. A player having an exposed card on the
table shall not play until the adversaries have stated
whether or not they wish to call that card. If he
play another card without waiting, such card shall
also become an exposed card.

LEADING OUT OF TURN.

38. If any player leads out of his turn, a suit may
be called from him or his partner when it is next the
turn of either of them to lead. The penalty shall be
exacted by the player on the right of the one from
whom the suit is called.

39. If a player leads out of turn and the other
three follow him, the trick is completed, and the
error cannot be rectified ; but if only the second or
the second and third players have played to the
false lead, the cards improperly played may be taken
back, and such cards cannot be called; the original
offender, or his partner, is liable to the penalty for
leading out of turn.

40. If a player called on to lead a suit have none
of it, the penalty is paid.

PLAYING OUT OF TURN.

41. If the third hand plays before the second, the
fourth hand may also play before the second.

42. Should the third hand not have played, and
the fourth hand have played before his partner, the
latter may be called upon to play his highest or
lowest card in the suit led, or, if he have none, to
trump or not to trump the trick.
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43- If any one omit playing to a former trick,
and such error be not discovered until he has played
to the next, the adversaries may claim a new deal.
Should they decide that the deal stand good, the
surplus card at the end of the hand shall be con-
sidered to have been played to the imperfect trick,
but shall not constitute a revoke therein.

44. If any one play two cards to the same trick,
or mix the trump card or any other card with a trick
to which it does not properly belong, he shall be
liable to the same penalty as provided in Rule 26.

THE REVOKE.

45. It is a revoke when a player, holding one or
more cards of the suit led, plays a card of a different
suit.

46. The penalty for a revoke: (1) Is at the op-
tion of the adversaries, who at the end of the hand
may consult together, and take three tricks from the
revoking player and add them to their own; add
three points to their own score; or deduct three
points from his score (or all his points, if he has
less than three). (2) Can be claimed for as many
revokes as occur during the hand. (3) Is applicable
only to the score of the game in which it occurs.
(4) Cannot be divided, that is, a player cannot add
one or two to his own score and deduct one or two
from the revoking player. (5) Takes precedence of
every other score.

47. A revoke is established if the trick in which
it occurs has been turned and quitted, or if either
the revoking player or his partner, whether in his
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right turn or otherwise, lead or play to the following
trick.

48. At the end of a hand the claimants of a revoke
may search all the tricks.

49. If a player discover his mistake in time to
save a revoke, the card improperly played beeomes
an exposed card. Any player or players who have
played after him may withdraw their cards and sub-
stitute others. The cards so withdrawn are not
liable to be called.

50. If arevoke has been claimed and the accused
player or his partner mix the cards before they have
been examined to the satisfaction of the adversaries,
the revoke shall be deemed established. A revoke
may be claimed as soon as perceived, which claim
shall be considered notification to the adversaries
not to mix the tricks until they have been exam-
ined.

51. A revoke may be claimed at any time before
the cards have been presented and cut for the fol-
lowing deal, but not thereafter.

52. The revoking player and his partner may
under all circumstances require the hand in which
the revoke has been detected to be played out.

53. Should the players on both sides subject
themselves to the penalty of one or more revokes,
neither can win the game; each is punished, at
the discretion of his adversary, as provided in
Rule 46.

54, In whatever way the penalty be enforced,
under no circumstances can the player win the game
by the result of the hand during which he has re-
voked, and he cannot score more than six.
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MISCELLANEOUS.

s5. If a player is legally called upon to play the
highest or lowest of a suit, or to trump or not to
trump a trick, or to lead a suit, or to play a card
subject to be called, and unnecessarily fails to com-
ply, he shall be liable to the same penalty as if he
had revoked.

56. Any one during the play of a trick and before
the cards have been touched for the purpose of
gathering them together, may demand that each
player draw his card.

57. If any one, prior to his partner playing, calls
attention to the trick in any manner, as by saying
that it is his or his adversary’s, or by naming his
own or his adversary’s card, or by placing any of the
cards played, without having been lawfully required
so to do, his adversaries may require their opponent
to play the highest or lowest of the suit then led, or
if he have none, to trump or not to trump the trick.

58. In all cases where a penalty has been in-
curred, the offender shall await the decision of his
adversaries.

59. When a trick has been turned and quitted,
it cannot again be seen until after the hand has
been played.

60. Should any player say, “I can win the rest,”
“The rest are all mine,” “ I have won the game,” or
use words or signs to that effect, his hand shall be
laid upon the table and treated as exposed cards.

61. No conversation shall be indulged in during
the play of the hand except such as is required or
permitted by the foregoing rules.

et

Lot
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A GAME OF INTER-CLUB DUPLICATE
WHIST IN DETAIL.






IIIL.

& Game of Inter-Club Buplicate
Abist in Detail.

T is very easy to arrange a number
of hands to show the beauty of
regular play; it would be just as
easy to arrange them so that irregu-
lar play would win. The following were not
arranged for either purpose, but are hands
which were actually dealt and played in a
game in which the writer took part; and if
A, B, G, and H win by conforming to ¢ book”
methods, the reader can rest assured that it
was not because the cards were fixed up to
suit that style of play.

The turned up trump is underscored, and
the card that wins the trick has a cross placed
overit. “L” shows the original lead. The
next lead is the card under that which has
taken the trick.
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ORIGINAL. DupLICATE.
1st Deal. 1st Table. | 1st Deal. 1st Table.
A C B D E G F H
1 2 38 4 656 6 7 8
L i
x—lz-c Qc 2¢ 4¢ 1—2d Ad 6d s5d
2—2d 3d ltd sd 2—4d 7d Kd _r;'l-:
+ +
3—8 28 As 6s 3—7¢ Qc 2c 4¢c
E +
4_s7i 55 s 4—od Qd Jd sc
5—4d Qd 6d 5c 5—10od 3d lé—h 6¢c
+
6—od Ad Jd 6c 6—8s 2s 11'; 6s
7—10d 7d lé-h Qs 7—1-& 78 58 o8
+
8—10h Ah Js 8h 8—8 3¢ Jc j:c
X ch
9—7c 3¢ 9¢ Ac [ 9—4h 6h 33 3h
10—4h 2h 3s 611 10o—Jh Xix 4s 8h
+
u—ﬁ 6h 4s 3h 11—1oh 2h gc -Q’-h
12 — 10C 71; Jc sh [ 12—10c 7h 108 ;\:
13—8c 8d 108 ;h 13—Kc 8 Js 63
Score.— A and B, 6. Score.—E and F, 3.
C and D, 7. G and H, 10.



GAME IN DETAIL. 79

ORIGINAL. DUPLICATE.

1st Deal. 2d Table. | 1st Deal. 2d Table.
E F H A B D
5 7 8 1 3 4

G Cc
(-] 2
L L
1—3s 8 28 l-\ts 1—108 48

28 lts
2—3h 2h o¢h Ih 2—3s 8s ;\*.s 75
3—7h Qh in sh | 3—3¢ oc & 8¢
4—Qd Id 3d 2d 4—{0 Je 7¢ 2d
5—108 Qs zs 78 5—Qd Xd 3d 4d
6—8h od id 4d 6—;;: Qs 53 4h
7—;;: 10d 6d &d 7—8h Qh Kh Xh
8—1-'(-c gc s5¢c 8¢ 8—3h 2h g¢h fl-l
9—;{«: Jec 7;_: 4h 9—11_1 68 ;:-)h 6h
10—3c 48 Qc 5d |10—4c od Kd s5d

+ +
11—4c 68 7d Jd | 11—Ac g8 5c sh
+ +
12—10c 98 58 6h | 12—10c 10d 6d 8d
13—5:_ Js 10h Jh 13—& Js 7d Jd

Score.— E and F, 10. Score.— A and B, 9.
Gand H, 3. C and D, 4.

A B G ad H .. .. 28
C, D,E and F . .. . 24
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ORIGINAL. DupLICATE.
2d Deal. 1st Table. | 2d Deal. 1st Tuble.
A C B D E G F H
1 2 3 4 [ 6 7 8
L L
1 —j':: 9c 4¢c 5¢ 1—Jc 9c 2¢ 5¢
+ +
2—Kc 3d 2¢ Ac 2—As 43 8 2z
+ +
3—Qc 58 3¢ 7c 3—3 55 98 Js
4— j'l-l 3h 4h 10h | 4—]h 6!1 4h 10h
+
5—Kb 6h 8h sh s—zh 3h 8*}; sh
6—2d 4d l-('-d 5d 6—2d 78 10s is
7-—<-2'—d 6d 8 7d 7—ith 6h 3c 7h
+ +
8—Ad 10d 6c Jd 8—Kc 3d 4c Ac
+
9—ogd oh 8 Js 9—od 10d ltd 5d
+ +
10—38 Qs 98 25 10—Qc Qs 6¢c 7¢
+ .
II—As 4s 108 Ks n-—ad 4d 8 Jd
+ +
12—Ah Qh 8 7h | 12—Ad 6d 8c 7d
+ +
13—2h 78 10Cc 68 13—Ah oh 10c 68
Score.— A and B, 8. Score. —Eand F, 7.
Cand D, 3 Gand H, 6.
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ORIGINAL. DupLICATE.
2d Deal. 24 Table. | £d Deal. 2d Table.
E G F H A C B D
8 e 7 8 ] 2 3 4
£ i
I—48 78 As g8 I1—4s 23 As os
z—lts 28 38 zh z—is 7s ss ah
+
3—Ah 3h Kh sh 3—6h 3h ﬁ sh
s &
4—4h 3 Jh 7h | 4—7o0s 3 7h
s—i'(-c Qc s5¢ 7¢ s—fc Qc s5c 4¢
6— 6h ;'c_)c Qh 10h | 6—9od 10d Jd Xd
jl- +
7—32c Jc 58 4¢ 7—2¢ 9 6s 7c
8—6¢c o 68 8c 8—6¢c 10c 88 Ic
9— 108 %s 8 2d 9—81 Qd ltd 2d
+
10— 8h jl; 4d 3d | 10—4h 3¢ Kh 10h
11—8 Qd Kd Id 1r—8h ]-’*:: Qh 8¢
+ +
12—0oh s5d 7d Ac | 12—¢h Js 4d 3d
+
13—od 10d Jd 6d | 13—Ah 3d 7-5 6d
Score.—E and F, 3. Score.— A and B, 6.
Gand H, 8. Cand D, 7.
A B, G, and H . ., . . 38

C. D, E,

and F . . . . 24
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ORIGINAL. DUPLICATE.
8d Deal. 1st Table. | 8d Deal. 1st Table.
A C B D E G F H
1 2 38 a 656 6 7 8
' ¥

L
Je 1— -Q'-d 7d 4d 3d
oh 2— 6h 3h 2h o¢h

1—s5c 3¢ 8¢
o
3—J]h Ib 4h 2d 3—Jh Ih sh 2d
2h
4d
48

2—7h 3h

4—&: 6h 3d 4—7h 6h ;'t;h 6d
s—id 7d 6d 5—s5c 8h Ii-h 8d
6—Js 58 & 6—4a s Jd od
7—Qd gl-x sd od 7—14(.d 6s s5d 4c
8 —6¢ Xc 2¢  4¢C 8—;'&1 3 2¢ 7c
9—28 68 38 ﬁs 9—]Js Is 38 8s
10— 108 ;\'-s 78 8s 10— 6¢ ;\'.c 8 10c
1m—gc Kec ;S 7¢ | 11—g9c Kc J-E Je
12—10d 9s lth 8d | 12—28 g8 4s 6s

+ +
13—Ad Qc Jd 10c | 13—108 Qc 75 Ks

Score.— A and B, 6. Score.— E and F, 8.
Cand D, 7. Gand H, 5.
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ORIGINAL. DUPLICATE.

38d Deal. 2d Table. | 8d Deal. 2d Table.
E G F H A C B D

8 6 7 8 I 2 38 a4

;'(-)d 6d 2d 4':1 11— itd 6d 8d 4Ld

2—2h Ih sh  3h 2—2h Qh ﬁh 3h
3—4 8 Ks Is 3—6c 4c Qc Ic
4—5s jt 38 108 4— I-Ec 4h sh 10h

5—Ja od 84 sd | s—8c oc e s

6—Ad oc ;tc 7d 6—4s od JT: 7¢

7—6s 4h ]th oh 7—;i<->d 8 2d sd
8 — 35 7h 6h 10h | 8— Id 8h 38 7d
'9—Kd 4 Jb Q4| 9—3d o = Qa
10— g-c 8h Jh =2s 10—58 Js Ks :A,—s
1m—3d g8 Qc Ic 11—06s Xh 6h oh

12— i'{-c Qh 2c s5¢c | 12—7s Qs t 28
13—7s Qs 3¢ ;t-: 13—Jd 7h J% 108
Score.—E and F, 8. Score. -.Ta-nd B, 10.
Gand H, s Cand D, 3.

A B G and H . . .. 26

G D, E, and F . . . . 26
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ORIGINAL. DurLICATE.
42A Deal. 1st Tuable. | 4th Deal. 1st Table.
A C B D E G F H
1 2 8 a4 8 6 v 8
1 —6I:i 2d J-'c-i 3d — 5':1 2d jtl od
2—sh 3h Xh zh 2—sh 3h Ih 10h
3—sd -A'-d Qd od 3—7h Qh ih 2h
4—8d 4d 4h g-t_ 4—7¢c 3¢ ic 4c
§—33 108 -Q’-s 2 §— Ec ¢ Qc ac
6—7h Qh Ih moh | 6— j't-: 8 4h 6¢c
7—Ks w6 7 | 7—80 4 Qa x
8—10d 7d 3«: 9s 8 —Xs 53 48 28
9— 7-’:: 8 43 Ks 9—10d .td 6h 7s
10—Kd Js .tc 4 | 10— 38 jt 68 gs
11—8h 3c Jh ;—c 11—8h 108 Qs l-’{.s
12— j':: s¢ 6h 6¢c | 12—~6d 7d oh Im
I3—i\tc 8 oh 10c | 1I3—Kd 8 Jh ;-c
Score.— A and B, 10. Score. —Eand F, 8.
Cand D, 3. Gand H, s
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ORIGINAL. DupLICATE.
4th Deal. 2d Table. | 4th Deal. 2d Table.
E G F H A C B D
6§ 6 7 8 1 2 3 a&
L L
1—3c 9c Je a—c 1—4c 2¢ Jc ac
+
2—6h 3d 3h sh 2—6h :& 3h 2h
3—6d 2d s5d ;t)d 3—6d li-d 5d 4d
4—8d l-ktd od E 4—8d Xd od 10d
+
5—8h Ad Qd «d 5—8h 3d $d Id
6—38 6s 58 j'; 6—3c ;;l Ah sh
+
7—48 25 s 38 7—38 As 53 Js
ra i
8—4c 7d 4h 2h | 8—4gs 78 Qs
+
9—38s Is 7h gh 9—8 28 4h oh
10— 108 1oh Jh | 1t0—108 68 7¢ Jh
+
1H—s5 9 7¢ Qh | 11—5¢ ltc 7h  10C
12—6¢c Kc Kh Ic 12— 6¢ ; 10h Qh
13—8c 2c Ah ;ic-x: 13—8 oc Kh Ic
Score.—E and F, o. Score.— A and B, 3.
G and H, 13. C and D, 10.
A, B, G and H . . . 3L
C, D, E and F . . 21
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ORIGINAL. DurLicATE.
5th Deal. 1st Table. | 5th Deal. 1st Table.
A C B D E G F H
I 2 8 a4 8 6 7 =8
L + L +
1—2c 5§ 7¢ Ac 1—2c §5¢ 3¢ Ac
2—3s L 48 8s 2—2 ﬂ; 48 8s
3—78 28 G6s 65 3—78 28 68 $s
I +
4—Js 38 4d As | 4—]s ?: 4c As
5—l-\tc 6c 3¢ 10c | 5—3d Ad 4d Kd
+
6—10h 2h X_h 3h 6—7d Jd 8d ad
+
73 S Qe % | 7—id 51 od ba
8—7d sd 8 Kd | 8—sh 2h 7h Zi
9—10d j’:i od 2d 9—i€c 6c 7¢ 10C
10— sh Xd 4 6d | ro—oh 6h A’—h 3h
+
11—Kh 6h 8h Qh u—i‘(’h 108 8h 4h
+
12— Jh l-t;s 7h 4h | 12—10h 9gc Jc os
13—oh g Jo Qd |13—Jh 8 Qc Oh
Score.— A and B, 4. Score. —E and F, 3.
Cand D, 9. G and H, 10.
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C, D, E, and F .

ORIGINAL. DUPLICATE.
5tk Deal. 2d Table. | 5th Deal. 2d Table.
E G F H A C B D
6 ?- 7 8 1 2 3 4
1—4h Ih 3h 6h 1—2c a-c 7¢ 3¢
2—7h sh Jh ;; 2—6c 4¢c & Ic
3—2c Qc ltc 3c 3—4s ; 28 38
4—5d 4d Id 2d 4—s5d 44 Qd l-&td
5— z; 8 3d Kd 5—Qs ﬁs 68 s
6—6c 4c 7c l.tc 6—As 108 8 78
7—9c Jd & Ic 7—7h 2h j’l-x 6h
8 —oh ;-s 7d 6d 8—gc sh l-'(.c 5c
g—1oh 2h 8s i’; 9—Kh j\-h 3h  10c
10— Kh ;'c-as 1od od | 10—4h 611 3d 2d
11—Qs Qh 68 7s ‘u—;I-x 8h 7d 6d
12—As Ks 23 58 | 12—10h 8 10d _‘]l;
13—;;: 8h Qd §5¢c | 13—Jc Jd Id od
Score.—E and F, 6. Score.— A and B, s.
Gand H, 7. Cand D, 8.
A, B G and H . .. . 26

. 26,
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ORIGINAL.
6¢A Deul. 1st Table.
A C B D

' 2 4

-]
x—lth 2h 4'1-1 3h

+

Js

2—8s 4s 6s
+

3—3 As Qs Zf

4—3d 3¢ 2¢ Kc
+

5—4d Qd 5d 2d

+

6—7d 10c Jc Ac

7 —10d Ed 6d 8d

8—sh 9-:_: a—c 5c

g—6h 8 6¢ 7c
-

1o—1och Ad 7h od
11—9s o¢h a-h 8h
Ah Jh
28 Jd

o+

12— 108

13—L 58

Score.— A and B, s,
Cand D, 8.

DupLICATE.
6tk Deal. 1st Table.

E G F H

5 6 7 8
1—3s Is (Ss 78
2—3d l-I(-d sd
3—4d $d 6d 2d
4—7d 4c Jc Ec
§—10d Ad zt: od
6—is 53 Js 68
7—108 48 28 7-|<-:
8—sh oh éh 3h
9—6h 2h -A'-h 8h
10—Kh 3"2 4h Jh
11— 10h ;tc 6c sc
12—8 oc Qc Xc
13—9s8 é_ 7h  Jd

Score.—~E and F, 4.
Gand H, 9,
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ORIGINAL. DUPLICATE.
6th Deal. 2d Table. | 6th Deal. 2d Table.
E G F H A C B D
1] 6 7 3 ! 2 3 4
Lo+ + L
i—z2 3 Kc Ac 1—Kh 4h Jh Qh
2—Kd ;tn 3d 8 2— ]-Es 28 68 48
3—8s s s 4 | 3—Kd 1oh 54 4
4—As 28 68 ;I-x 4— 6:: Je ¢ 6c
§—2d ;'-_o_h sd Qd | s—2c 3¢ Kec Ic
6—7s o9s sh 6h 6—2d 33 2h Xh
7—Kh 33 2h Ih 7—Id 8 3d Qd
8— 6(: 4 ¢ 6c 8—As Js 58 ;x
9—Ad 8 6t 4d 9—1od 4¢ ;-1 Ja
10—s5c 8 7h 6d 10—7s 8¢ 91-1 6d
I1—9c 108 81-: 7d II—5C I0C gt 7d
12—10d I0C 9T1 od | 12—9c 108 ;l-x od
13—Ks Jc jt Jd | 13—Qs os 6‘-: 8d
Score.—~E and F, 7. Score. —_Aa.nd B, 9.
Gand H, 6. Cand D, 4.
A B, G and H . . . . 29

C, D, E,and F . . . . a3
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ORIGINAL.
7th Deal. 1st Table.

A C B D
1 2 8 4

+ L
Kh 6h 2h

108 48 38
3—17c jt: 2c 5¢
Qs Ks
s s
Id sd
7—7d l-\td Jd
8—6d 3c.4d 7h
9—Kc Kc 8 8h

1—sh
+
2—]s

4—7ys 28
5—o9s 2d
6—3d 6

od

10— 4C Xh
1ir—6¢c 3h Jh -Q'-h
12—9c 4h 8d 84;
13—10c Qc 10d 6-';

10h gh

Score.— A and B, s
Cand D, 8.

DUPLICATE.
7tk Deal. 1st Table.
E G F H

& -] 7 8

L
1—sh ih 6h 7h
Ah 10oh zh

-2

2c
s

+

Kd

2—7s8

3—10cC 5c

4

§s
5d
+

Ad Jd

4—9s
5—]Js
6—3d 2d
7—7d 64
8—4c 3¢ 8 3s
9—7¢ 3h Jh
10—6¢c 4h li-s oh
1—Qd od 4d
12—gc Qc 8d
1od

o+ 2+ B

13—Kc Ac

Score.—E and F, 5.
Gand H, 8.
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ORIGINAL. DuPLICATE.
2th Deal. 24 Table. | 7th Deal. 2d Table.
E G F H A C B D
1.3 e 7 8 1 2 3 4
L + L
I—2c 66 5 5 1—2c Qc x 4
+
2—3cC C I0C 4cC 2—3c Kc 1oc s5¢
+ +
3—6c Ac 2d 7c 3—6c Ac 2d 7¢c
+ +
4—6h Ah sh oh 4—6h Ah sh 3h
+ +
§—23 4h 8 Kh | 5—2s 2h 8h Kh
+
6—3d 611 Jh h| 6—3d Qh Jh oh
+
7—7d ;ﬁ 33 3h 7—7d 4h 3 10h
o+
8 —g5s ;t 78 6d 8—Js 4s 7s 6s
+
9—Id sd 10d Kd | 9—As 8 Ks
+
10—od 4d Jd 8¢ 10— Qs 108 8d g-c
+ +
1IT—Js 48 g8 6s 1m1—od 4d 10d 6d
+ +
12—As 8 8 Ks |12—Ad 5d Jd Kd
+ +
13—Qs 108 Qd Jc 13—ss 7h Qd Jc
Score.—E and F, 3. Score.— A and B, 4.
G and H, r0. Cand D, 9.
A, B, G, and H . . . . 27

C, D, E, and F . . . . 26
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ORIGINAL. DurLicaTE.
8th Deal. 15t Table. | 8th Deal. 1st Tadle.
A C 8 D E G F H
1 2 8 a4 6 6 7 8
L
+ Lo+
1—Ad 3d od 6d 1—7h oh 2h 6h
+ +
2—7d sd Kd 6h 2—48 78 o8 68
+ +
3—Ks 75 3 $ 3—7c s: 3h Jh
4—7h sh 3h Jh | 4—2d Ah 4h Kh
+ +
5— As 28 Qs 5—4d 10h 8h 6d
+
6—2d Qd 10d 6¢ 6-—xc 3 Je Kc
+ +
7—Ac 3¢ Jc Kc 7—Ad 3d od g8
+ +
8—7¢c Qc 2¢ 8 8—7d sd 10d 8s
+
9—4d Ah zh Kh | 9—8 Qd i\td Js
+ +
10—4 Qh 4h 6s 10—Ks Qh 238 Qs
+
11—8d 10h 8h 8 | 11—0c -Q'-c ac 6¢
+ +
12—9c 4 98 Ioc | 12—Jd sc 38 8¢
+ +
13—Jd s5¢c 108 Js 13— As 4c 108 IOC
Score.— A and B, 3. Score.—E and F, 5.
C and D, 10. Gand H, 8.
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ORIGINAL. DUPLICATE.
8tk Deal. 2d Table. | 8th Deal. 2d Table.
E G F H A C B D
8 (] k4 8 1 2 3 4
L + L +
1—2c 4c Qc Kc 1—5c 4c Qc Kc
2—3h 6h Ih Qh 2—3h 6h :&I-h Kh
+
3—sc 8¢ Ic 2 3—z2c 8 Ac 3
+ +
4—6c As 10Cc 7C 4—6c 10d 10Cc 7C
+
§—2d r1od Id od s—2d 33 Ad od

6—6d 33 Ad Jd 6—Qd 8s
7—- .Q'.d 8 3d =2s 7—6d gs
8—17s j'; 108 4s 8—ss Js
9g—sh Jh 2h Kh 9—7 Qs
10—7h 8h 4d 10h | T0—5h 8h 4h

oh

Bt B+ A+ EA+ B 5+
%

+

1m—gc ¢ sd oh |1r—7h Jh

7 &

12—Jc Qs 7d 4h | 12—0qc s
,-\L-s +

13—58 8d 6s 13—Jc As zh Qh

10h

g

Score. —E and F, 8. Score. — A and B, 11.
Gand H, 5. Cand D, 2.

A, B, GG and H . . . . 27
C. D, E, and F . . . 35
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ORIGINAL.
9th Deal. 1st Table.
A C B D
1 2 3 4
4+ L
1—Js 8 33 28
+
2—Qs As 108 g8
+
3—4s 73 Jh Qh
+
4—8c ¢ 2¢ Kc
+
§—4h 10c 4¢ Qc
+
6—2d 3d 8 Qd
+
7—7d 4d s5d Ad
+
8—6h 10h 6¢c 3h
+
9—Kd 6d od 7h
10—0h Ith 10od 8h
+
1m—ss Ah 7¢c 3¢
+
12z—6s sh Jc oc
+
13—Ks 2h Jd Ac

Score.— A and B, 2.
C and D, 11.

+
| 10—Kd 6a 8a

DUPLICATE.
9th Deal. Ist Table.

E G F H
6 e 7 8

+

Qh
+

1oh 33 3h

1—4h sh Jh
=g
3—oh 108 7h
4—8c 10c 2¢C
5—4s 5c
6—35s 3d 6¢c

B

3c
+
9c
e
7—6s 4d 7c ltc
8—2d 73 Jc 60
9—Js As sd g
Qd
n—ﬁs 8 od 28
12—Qs :l-n 10d Ad

+
13—7d Ah Jd 8h

Score.—E and F, 2.
G and H, 11.



GAME IN DETAIL. 95

ORIGINAL.
9tk Deal. 2d Table.
E G F H

8 6 7 8
L

1—Ac Kc 2¢ 10c
z-;{s 23 §8 6s
3—38, 2h o8 63
4—4s 4h 5c iﬁ

s—ith sh 7h 3h
+

6—108 3d 7c 8s

7—od Jd fa 2

+
8—5d 7d 4d Kd

9—6h 8h oh ey
10—3cC &: 8 6¢c
u-;; Qd 84 6d
xz—j't-: 4c 10d 10h

13—

DUPLICATE.

9th Deal. 2d Table.
A C B D
1 2 38 &

1— j';: 4 2¢  IOC
2—4s 28 gs 63
3— Xc 9c §c 6¢
4— Ks zh ‘58 68
5—108 4h 7c ﬁs
6—6h 8h ah 10h
7—od Jd 4d 2d
8—3c ﬁc 8 3h
9—s5d 3d Xd

6d

10—Kh sh 7h Ih
+

11— 7d 84 Kd

1z—Js Qc 10d 8s
13—7% Qd oh Jh

oc Qh Jh

Score.—E and F, 8. Score.— A and B, 8.
Gand H, s Cand D, s
A, B G and H . . .. 26

C, D, E,and F .. . . 26



96 APPENDIX.

ORIGINAL.
10tk Deal. 1st Table.
A C B D
t 2 3 4
11— éh 4h z';n 6h
2— Xh 8h 3h 7h
3—Qc I-Ec 2c  sc
4—2d od 4d I—(Fd
§5— I0C x-c 4c  6c
6—sh oh Qh 4-’.;
7— j"; 3 9 7c
8—6s 98 Qs its
9—5 28 3 f;
10—8c 108 88 .ts
1 — ;td 3d sd 6d
12—Jh 7d 10h 7-:
13—Jd 8 Qd :d

Score.— A and B, 4.
Cand D, 9.

DUPLICATE.
10th Deal. 1st Table.
E G F H
& 6 7 8
11— jll-x 4h zli: 7h
2—Jd 3d 4d ltd
28 38 As
2¢c 7c
8 4
6—2d 98 Qs l-('-s
7—Jc Ac 4c 6c
8—Qc 3¢ 9¢c s¢c
9—8 8h 3h s
1o—r1od 7d s5d Ad
1r—sh 8d $d 6d
12— ih oh Qh 6h
13— Ah od 10h j‘;

Score.—E and F, 4.
Gand H, 9



GAME IN DETAIL. 97

ORIGINAL. DUPLICATE.
10th Deal. 2d Table. | 10th Deal. 2d Table.
E G F H A C B D
&6 6 7 8 1 2 38 4
1—4h 3h slix l-{’-h 1—7h 3h 6Lh ;';:h
2—2d Jd l.zd 3d 2—6s 48 28 Xs
3—7h oh Jh i 3—7s i 33 s
4—6s + 6n 2 4—2d Qd Kd fa
5—7s i 23 58 | 5—s5d fi 7d  3d
6—5d 4d 7d Xd 6—]Js (-55 9 2h
7—Js & 3 As | 7— b K
S—Ic 6d 8 1oh | 8—7c (-Qi-c sh Ah
9—r1od Qd ;'c-x: 8d 9—10d 4d xtc 8d
xo—;;: 8 108 9d [10—3c 4c 12;: 2c
1Ir—gc 6¢ l-ttc 2c u—s-t 8 108 od
12—7¢ Qs os ?t-: xz-—Xc 6c 8h s5c
13— 8¢ 6(: Qh s5c | 13—9c 6d Qh jl-c
Score.—E and F, 3. Score.— A and B, 4.
Gand H, 8. CandD, 9

A B, G and H ... . 25

C, D, E and F

e o . 270



98 APPENDIX.

ORIGINAL.

11tk Deal. 1st Table.
A C B D
1 2 3 a

+ L
1—2d 10od Kd 4d

+
2—8 4s ys 33
+
3—Kh Ah sh zh
+
4—Kc Jc 2¢ 8
5—(-2‘-}1 3h 6h 4h
+
6—10h 3¢ oh 7h
+
7—4c 10Cc 7¢ Ac
8—3d sd larc Ad
+
9g—108 §8 28 6s
10— As 5§C
11 —6d ad Js 8d
+
12—72d o9c Jh od
+
13—Jd 6c Qs 8h

Score.— A and B, 6.
Cand D, 7.

DupLICATE.
11th Deal. 1st Table.

E G F H
6 6 7

8
+ L
1—2d Qd Kd 4d

+
2—108 §8 28 38

+
3—3d 10d 2c 8d
4—:{3 4s
5—6d sd

6—8s 6-':: Qs

k+3
z+8 & B

7—4c Je Qc
+
8—Kc 3¢ gs 8¢
9—Kh A'-h sh 2h
;’c-»c 6h 4h
Js th
oh 8h
13—6): sh Jh Ad

Score.—E and F, 7.
G and H, 6.

10—7d
1mm—Jd

12 — 10h




GAME IN DETAIL.

ORIGINAL.
11th Deal. 2d Table.

G F H
6 7 8

L
Xh 7h  3h

4 2c

K

|
ey
(1]
8

108

&

zh

e

Jh

+
10h

12—78

13—1Js 6h

Score. — E and F, 10.
Gand H, 3.

A, B, G, and
G D, E, and

99
DurLicaTE.
11tk Deal. 24 Table.
A C B D
1 2 8 a

L
8h zh ]-Eh
Kh 7h 3h

1—4h
2—sh
3—6s 3 108 Is
4—Es 28 58 Qs
ad lz-d 4d
oh Jh Qh
sd 1moh 7d
o 3 s
o=t 7 4
xo—xc 4s 5_;3 8c
11—gd Qd Qc 10d
12—78 8s ltc gc
] éc'- 6h

§5—2d
6— toc
7—Xd
8—6d

13—]Js
Score.— A and B, 10.
Cand D, 3
H . . 28,

F ... .27



100 APPENDIX.

ORIGINAL. DUPLICATE.
18tk Deal.  1st Table. | 18th Deal. 1st Table.
A C B D E G F H
1 2 38 4 56 68 7 8
L
L
1—4h oh A-'i; 2h x—iEs 28 48 38
I-E‘ +
2— 28 48 38 2—58 78 98 Js
+
3—7h Jt 6h 3h 3—9c Kc 2¢ 3¢
+ +
4—9c 8 2¢ 3¢ 4—10h sh 6h 8h
xs +
5—53 78 68 §—2d 3d Jd sd
+ +
6—2d Qs 108 88 6—Qc 8 4c 5¢c
7 —10h Kh g:i 8h 7—?&1 4d 64 2
+
8—Qd Kd gs Js 8—8d Kd Id zh
+ +
9—Qh sh Jd sc | 9—4h Qs As Gs
+ +
10—8 3d Ad

sd | ro—~7h 10c 108 88
A &
11— Ac 10C 6c | 11—Qh oh h 3h
12—;';1 4d 74 od xz—.tc Jh Je 6c
13—Qc ltc Je 7c 13—$d Kh 7d 7c

®

Score.— A and B, 10. Score.— E and F, 11.
Cand D, 3. Gand H, a.




GAME IN DETAIL.

ORIGINAL.
18th Deal. 2d Table.
E G F H

& e 7 8
I—J'Q 33 28 fs
2—06h
3—a 3d
4—8c Jc
s—z2d 4d
6—;; 8h
7—6d 8d
S—Xh 6s

7d sd
+
Ac 4¢c
10d Xd
2h 3h
o
Kh 7h
Kd Jh
+
98 As

9—od 7s
10—4s 8s

m—3c -th 9c  5c

12— 58 ltc 10c 6c

+
1I3—10s 2¢c Qs 7c

Score.—E and F, s.
Gand H, 8.

10h éh 4h‘

101

DupPLICATE.
18tk Deal. 2d Table.
A C B D
1 2 8 4
1—-2':1 3d Kd A_ti
z—(-Sd 4d 7d sd
3—4 33 Qs i&ts
4—3c Jc ;{c 4¢
5—35s 6s 98 &
6—6h 10h a-h 3h
7—6d 84 Jd 4
8—;1-1 8h 2h sh
9—od 7s rodﬁ
10— 8¢ (.2'}: 9c s5¢
u—;{h Kc 10c 6¢c
12—Js 8 23 j'l-x
13—10s 2c li‘h 7¢

Score.— A and B, 6.
Cand D, 7.

A B, G and H .., .. a6
C, D, E and F . . . . 26



102

ORIGINAL.
13th Deal. 1st Table.

A C B D
1 2 3 4

fs 28 6s
z-—$c 2c 3¢ Je
3—58 38 lt! 78
4—3k gt 4
5—4c 9c 6 ﬁx
6—5c 4d os 65
Ad 3d sd
Kh 8h o¢h
10d 84 6d
6-'1-1 10c 7d
6!1 oh Jh
oo &
;'1-1 Jd Qd

1—As

10s

7—2d
s—xh
9-—l+(-d
10—Kc
I —7yc
12—8¢c

13— Ac

Score.— A and B, 5.
Cand D, 8.

APPENDIX .

DuPLICATE.
18th Deal. 1st Table.
E G F H

8 6 7 8

+ L
1—Ah Qh 10h 4h

+
2—Kc 2¢ 3¢ Jc

3—3h l-\th 8h ?:
4—4c 9c 10c Jh
5—ss Js Ks 78
6—7¢c :l-x 6¢c sd
7—1-3 33 28 108
8—8c ;E 48 68
9—i€d 4d 81 Qd
10— 5C gl-x 9s 6d
1m—ad ;l-l 3d 7d
12— Ac Id od 8s
13—Qc 10d jti Qs

Score. —E and F, 6.
Gand H, 7.



A, B, G and H . .

G D, E, and F

GAME IN DETAIL. 103
ORIGINAL. DuPLICATE.
18tk Deal. 2d Table. | 13th Deal. 2d Table.
E G F H A C B D
5 f 7 8 1 2 8 a
1—2h Ih 6h 8h 1—Qc 1'6c 4c ltc
2—3h 7h Kh ;(-i 2—2h Ih 6h 8h
3—Qc 10c 2¢ Xc 3—3h 4h Qh ;c-i
4—10d :d 4 3c 4—oh ;;,ti 2c 3¢
5—oh sh Qh 61:-1 5—1:82 sh Kh 64
6—l-\td 33 8 Kc | 6—Kd Id 4d  se
7— is 108 68 8s 7—2s Jh ;i 6¢
8—As 7d 9-5 9s 8—4s 7d Q*-d 7¢
9g—z2s 3d (.2*;:1' 5C 9—35s 8d j':-i 8s
10—4s 8 j'c-l 6¢c 10— lts 33 6s o8
1I1—58 4h jt 7¢ n—g’s 108 8& Qs
12—7s 10h 44:1 9c | 12—]Js ;l-z Je oc
1I3—Js Jh zTi Qs | 13—78 10h ;-d Ac
Score.— E and F, 8. Score.— A and B, 8.
Gand H, 3. Cand D, 5.

. 28.
I 12



104
ORIGINAL.

14th Deal.  1st Table.
A C B D
i1 2 8 a4

L
I—Xh 3h 2h 4h

+
2—Kh 7h sh oh

db 7n

3—6h 4d
4—2c ltc Je  4¢
+
s—Ac 3¢ 10oc Qc
+
6—gc 6¢c 7c 5c
7—8d od #a 2a
8—-Q'-d 33 Jd sd
Q—Id 8 3d 6d
+
10—108 68 48 Qs
1II—28 78 58 Is

+
12—8 9s 8h 10d
+
13—10h Js Ks 7d

Score.— A and B, 10.
Cand D, 3.

APPENDIX.

DupLicATE.
144k Deal. 1st Table.
E G F H
] ] 7 8

4+ t
1—2c Kc Jc 4¢c
2—28 63 4s 63
+
3—8s 38 58 As

+

4—Qd 4d 3d sd
5—108 Js Ks th
6—8 od Jd 2d
7—9c 3¢ 10C 5C

+

8—Kh 3h 2h oh
+

9—Ah zh sh Jh

+

Qh 6d
+

11—Ad g8 Kd 7d
+

12—10h 6¢c 8h

+
13—Ac 8 7¢ Qc

10—6h 7s

Score.—E and F, 9.
Gand H, 4



GAME IN DETAIL. 105

ORIGINAL. DupLICATE.
14tk Deal. 2d Table. | 14tk Deal. 2d Table.
E G F H A C B D
& 66 7 8 1 2 38 a4
+ I
1—28 48 As Ks 1—28 43 As Ks
2—]Jd I-Ed 3d 2d 2—7s 94; 68 2d
& +
3—7s 3 7c 3—Ah Qh 8h 3h
+ +
4—z2h Js s 3¢ 4—8 Kd 3d 3c
+
s—4d Ad sa gc | s—sb Kb ob s
+
G—Ih Kh 8h sh 6—4h 7h s5d 10h

7—2c ;c- Kc Ic 7—2c 4c Kec Ic
8—4h (-2'-11 oh 3h 8—6c sc 6d $c
9—6c 7h 6s ;'c;h 9—8c 10c 38 fc
10—8 s5c 8 $c 10—4d 7d S8 ;-C
11—8d 10Cc 108 j';: 1m—od Js 1od 7-’::
12—9d gs 6d ﬂ; 12—Jd Qs 8s ﬁ

+
13—Qd 7d 10d gl-: 13—Qd Ad 108 6h

Score.—E and F, 3. Score.— A and B, 2.
G and H, r10. C and D, 11.

A B, G and H . ., ., . 26
€ D, E, and F .. .. 26



106 APPENDIX.,

ORIGINAL. DupLICATE.

15th Deal. 1Ist Table. | 16th Deal. 1st Table.
A C B D E G F
1 2 8 a& 6 6 7

L
+
1—8 33 98 Ks 1—2s 38
2—Kh Ah 6h sh 2—2d 4d

+
3—z2h 3h 3d 3—3¢c 2c

o & R+e

>+R+4 AR B+e e ML Ptrox

Qh

Qs Is 4—s5d sc
+ +
24

4—28 78

§—10s Js 4s §—Kh Ah 6h
6—s5d 4d Qd Id 6—8 Js Qs
7—2d 2c 4c¢ Xd 7—;’<.>s 78 7c
8-—84;1 sc oh 6s 8—Qc g9c 8
9—?21 oc 10h 6d 9—8-'& 3h oh
to—;*-od 4h 7¢ od | 10—6c 4h 10C
11—Qc 7h 8c ltc ll—l-td 7h 10h
12—3c 8h 10c ;s 1z—2h 8h Qh
13—6c Jh Jc Xc 13—Jd Jh Jc

Score.— A and B, 4. Score. —E and F, 4.
Cand D, o G and H, 9.




GAME IN DETAIL.

ORIGINAL.

15th Deal. 2d Table.
E G F H
6 e 7 8

L
oh

e+
t

1—2h
+
2—Kc

3—8c

2c Jc

8+4

5c 7¢
4—3h 7h 8h :&l-h
A s—i.(-h 6h 6¢c Jh
6—sh Ed 28
7—Id 1od 2d Jd
8—4d 7d (:),'-d od
]-{'-s Js 38
p Ac i‘é 4c
IT—As 6s 7s 4s
12—6d 10C 8-'(-1 Qc
13—;51 9s 8 Qs

Score.—E and F, 8.
Gand H, 3.

10h

9—5s8

10— 108

107

DupLiCATE.
15th Deal. 2d Tuble.
A C B
1 2 3
1—2h 7h 4h
+
2—Kh 6h 8h Jh
+
3— 3: Qh 3d gh
4—As 63 25 38
5—sh

6— 108

o 2
S 78 4s
3 2¢ Jc

8—8c gc sc a-c

9—358 10c 8s 65
10—4d 7d
11— 63 Ac 6¢c 4c
12— A-'c-l 1od 84 od
13—5d Ed Js 7c

Score.— A and B, 8.
Cand D, 5.

+
7—Kc

A B, G and H . ... 26
C,D E ad F . ... 26



108 APPENDIX.

ORIGINAL, DUPLICATE.
16tk Deal. 1st Table. | 16th Deal. 1st Tadle.
A C B D E G F H
1 2 8 a& 6 6 7 8

L

1—1oh Ab 6h 2h | 1—8d 10d Kd od
2—8d Qd -htd 3d 2—38 4s ;\'-s‘ [
3—Jh 10c 8h oh 3—Js 8 23
4-—:;: 2d 5d od 4—2C $c 3c 7c
§5—6s 4s ;:s 28 3—311 10C Zc 4c

+ +
6—38 Qc Ac 4¢c 6—4h 2d Ad 3d
+ +
7—9 78 3¢ oc 7—6s 7s l@ig
8—3h 44 6¢c itc 8—sh 4d 6c oc
+
9—4h 64 8c Jo | 9—gs 6 8¢ Je

+
10—Js Ks 8 5§ [ 10—Kh Xh 6h Qh
+
1nm—sh 7d Ad at_:_ 11— 1oh $d sd 2h
+

12—Qs 10d 7h 7c 12—Jh Jd 7h oh
13—211 Jd 108 Qh | 13—Qs 7d 8h iEc
Score.— A and B, 5. Score.—E and F, 4.
Cand D, 8. Gand H, 9.



GAME IN DETAIL. 109
ORIGINAL. DuPLICATE.
16tk Deal. 2d Table. | 16th Deal. 2d Table.
E G F H A C B D
[ (-] 7 8 1 2 3 4
L
L +
I—55 4s }; 2s 1—Ks 4s 68 28
+ +
2—o9d Jd 2d 4d 2—As 78 098 38
A &
3—Ac 3¢ 4c Kc 3—5s s Js 108
+
4— Xs 78 6s 38 4—Qh oh s5h 2h
l-(!; +
5— Qs 9s 108 [ 5—od 6d Qd 4d
+ +
6—7d Ad s5d 8d 6—Qc 3¢ oc 7c
+ +
7—Qc Jc 6¢c 73c 7—Ac s5c 4c 8c
+ +
8—8 6d goc 10d| 8—2c 10c 6 Kc
+ : +
9—3d 4h Kd 8¢ 9—3h 4h Ah 8h
+
10—3h oh Xh 2h [ 10—Kh 7h 6h 10h
+ +
11—Qh sc Qd 8h 11—8 Jc 2d Jh
+ +
12—2c 10c sh 10h [ 12—3d Ad s5d 8d
+ +
13—Kh 7h 6h Jh [13—7d Jd Kd 1od
Score.—E and F, 8. Score.— A and B, 9.
Gand H, s Cand D, 4
A, B, G and H . . . . 28
C, D, E,and F . . . . 24



110 APPENDIX.

SUMMARY OF SCORE.

A, B,GandH. | C,D,E and F.
O.andD.| Gaiv. | O.andD. | GaIn.
1 28 2 24
2 28 2 24
3 26 26
4 31 5 21
5 26 26
6 29 3 23
7 27 b 25
8 27 1 25
9 26 26
10 25 27 I
11 25 27 1
12 26 26
13 25 27 1
14 26 26
15 26 26
16 28 2 24
Total 429 16 403 3
16 X 26 416 416
13 GAINED. 13 LosT.









