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INTRODUCTION.

stood, are card games for 2 single player who plays

. against fate or chance, represented by the more or

less favourable arrangement of the cards at the outset of
the game. “The player at starting sets himself the task
to arrange the cards in some particular manner; then,
taking the pack in ibe accidental state determined by
thorough shuffling, he attempts to carry out his design,
conforming, however, to certain rules of play "—varying with
the particular game—" which materially restrict the facilities
for his operation, The effect of the restriction will vary
according to the way in which the cards fall. Sometimes
favourable combinations will zppear, sometimes unfavour-
able ; and the success or failure of the attempt will depend
therefore on the chance arrangement in which the cards
may happen to be. . .. In carrying cut this general princi-
ple, howsever, there are two varieties of games adopted, which
differ materially in the nature of the interest they offer to the
player, In one class of games the result is determined by
chance alone, without any power of the player to modify it ;
in the other class, opportunity is introduced for the exercise
of skilf, In the former the player has nothing to do but to
follow strictly the given process and to abide the result; in

@ATIENCE GAMES, as the term is usvally under-




the latter he has operations to perform which ke may doin
different ways according to his pleasure ; and thus, although
the chance fall of the cards will still have an important effect,
yet he may considerably influence the result of his mode of

play.” ®

The most frequent object of a Patience Game is to arrange
the cards in regular order of sequence, either from a low card
to a higher (as from Ace to King), in which case they are
said to be in ascemding sequence ; or from a high card to a
lower {as from King to Ace), In which case they are said fo
be in desending sequence. Occasionally both forms of se-
quence are aimed at in the same game. The card which
forms the starting paint of the required sequence iz known
as the *foundation ® card, and the sequence (or “family ") is
said to be * built up * on such card. Inscome cases the founda-
tion cards are picked out and placed in position beforehand ;
in others they are only laid down as they come to bhand in
course of play. Inseme instances it is a condition that the
cards forming the sequence shall be all of the same suit as the
foundation card ; in others the distinction of suit is disregarded.
Some games permit the provisional formation of what are
called gnrifiary sequences {descending or ascending as the
case may be), £2, groups of twe, three, or more cards in regular
order of succession as between themselves, but not yet ripe, by
reason of the absence of some intervening link, to be played
to either of the “familles,” or sequences formed on the founda-
tion cards.

There is another class of Patience Games in which the player
does not seek to form sequences, but merely to * pair” cards.
The cards thus paired are thrown aside, and if he is able,
under the limitations of the particular game, to throw out all

* Dr, Pole, in the Cyelopedic of Card and Table Games, Tit.,, PATIENCE
GAMES.
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the cards in this way he has won. There is yet ancther class
of Patiences in which the player is entitled to throw out or
otherwise dispose of any two cards which together form a
particular number, say eleven or thirteen—his success, as
before, depending upon his being able to get rid of all the
cards in this manner.

It will be obvious that the endeavour thos to arrange, pair,
or combine the cards of a whole pack is a matter of con-
siderable difficulty, varying in degree according to the
restrictions of the particelar game. The player must there-
fore, pa.rticularl'y if a novice, be prepared for a good many
failures, sometimes when he appears to have all but reached
the goal of success. Hence, donbtless, the special appropria-
tion of the name of Patismee Gamesto recreations of this
description.

The majority of Fatience Games were originally played
with the ordinary whist pack of 52 cards, though in some,
mostly of continental origin, the piquet or bézigue pack of 32
cards only (consisting of the ace, seven, eight, nine, ten, knave,
queen, and king of each suit) is used. Of late years there has [
been a tendency, however, more frequently to use two whist |
packs shuffled together. The practice has its advantages and
diéadvantages. On the one hand, the greater bulk of cards is
somewhat awkward to handle, and demands an inconvenient
amount of table-space for its development. On the other, the
fact that there are eight, instead of four cards of each de-
nomination gives greater variety, and the fact that eight
sequences are in course of simultaneous formation tends, or
scems to tend (for the advantage is sometimes more apparent
than real), in favour of the player, In any case, the use of
the two packs makes undoubtedly a livelier game,

By way of conclusion to this brief introduction it may be
well, once for all, to explain certain terms which are more or




]

_._..______udr'
r_ﬂw

o F:I}"i

less peculiar to Patience Games, and which we shall have
frequent ocecasion to use in our description.

The preliminary arrangement on the table of the prescribed
number of cards or heaps of cards (before the actual
play begins), is known as the fableaw, or lay-out. The
diagrams prefixed to the descriptions which follow represent
the tableaux of the respective games described.

The cards in hand not employed in the formation of the
tablean, or remaining for the time being unplayed, constitute
the stock, or talon*

In the course of play, each card of the stock is in due
succession turned up, I the rules of the particular game per-
mit it is*played,” usually to a principal or auxiliary sequence.
If its nature docs not allow of its being so played, it is laid
face upwards in front of the player, the cards so deposited
being known as the *waste-" or "rubbish-heap.” Many
writers on Patience Games (including the author of the work
from which the following pages are translated), have fallen
into the error of regarding the waste-heap as still forming
part of the fafom, and included under its name, therehy
gratuitously complicating their descriptions. When the
waste-heap is (according to a license permitted in many
Patiences) again gathered up in the hand for a second distri-
bution it may fairly be referred to as the sfock or Zadon, but
under no other circumstances,

A card dealt face vpwards is known as an “exposed ” or
“faced” card; a card dealt face downwards as a *covered ”
card, even though no other card be laid vpon it.

In some games certain cards are beforehand thrown out, no
use being made of them in the game in question. These are
known as * dead” cards,

When the player reaches & point at which he can make no

* Talsn is 2 French word, signifying the heel of a shoe, or the remains of a cut
loaf, and is by analogy applied to the sedrelt portion of a pack of cards.
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