D, can count ten tricks, the game is won, The next in turn shuffies, ele.
us before, the lasg rmrt,i'uguin decides what set are victors.

A little practice and familiarity with this game will mmake Games No,
8, 10, 24, }?}, 83, 34, 85, and 47 easily understood,

No. 24, Quartet Game of National Emblems, is played the
samo 68 No. 28, the four sets or suits being designated by Eagles,

Flags, Stars, and Shields, instead of Pres., Vice-Pres., ete. This ia the

most popular game in the pack when amusement only is con- |

sidered. Btudy and praetice it until made familiar.

No. 25, Quartet Game of United States Cabinet. The
rules and explanations of No, 28 apply to this game. The Secretaries
of State, Treasury, War, and Navy are used,

No. éﬁ, Match Game with National Executives, for three or

more persons,  Similar to the game “ 0ld Muid.?  Pres, and Vice-Pres.
are mates ; also rival Pres. and rival Vice-Prea. For example: 1st Pres,

and 1st Viee-Pres. are miates; 15th .rival Pres. and 15th rival Viee-
Pres, are mates,- Shufllé and deal ; the last card is lain aside; and its &

mate, whoever happens to have it at the close ot the game, is the Old
Maid, Before commencing the game each player discards all the

matehes, The dealer then Jdraws a card from his left hand neighbor; if

it makes & mateh it is lain aside, otherwise it increases his stock, and
the next in turn draws, and so on,

No. 27, Match Game with National Emblems, is played
the same as No. 26, Eagles and Shiglds are mates, and Flags and Stars.

No. 28, Match Game with U. 8. Cabinets. For rules see No.
26, Bees. State and War are mates, and Sees, Treasury and Navy,

No. 29, Exchange Game with National Executives, for
three or more persons, Shutlle and deal as usual. Thoe object of this
game is to seeure the most books or sets ; the four cards comprising the
1st Adm, is the first book, and so on. Lach examines his cards and
lays aside any complete books he may have and says aloud, I have the
4th, 6th, or 10th book, as it may be, A, the dealer, commences the game
by saying to B, or any one in the party,  Exchange your poorest card
with me,” We will suppose A holds but one card (Andrew Jackson) of
the 7th Adm., B holds but one card (U. 8. Grautg of the 15th Adm.;
this exchange may help one or both to complete a book; should the
exchange enable A to complete a book, he has the privilege of calling
until he fuils, B in turn exchanges, and so on, The game is won in two
ways., (See No. 18,) Variety and interost is given to this game by call-
ing the names; for example, A says, * What will you exchange for
Andrew Jackson, Pres. of the Tth Adm.1” B answers, * U, 8, Grant,
Pres, of the 15th Adm.,” and so on, (2'%is is similar to Game of Authors,
though wnuch inproved.

No. 30, Exchange Game with National Emblems, is playa]_

the same as No. 28, In calling for cards suy, * What will you exclang.
for 1st Engle; or 15th Star?” and so on.

No. 31, f'}xchauge Game with U, 8, Cabinets; rules of No.
20 apply to this gwne; in ealling, say for example, ** What will you ex-
change for Geo. Bancroft, 8ec. Navy, 10th Adm. ¥ ete.

Ng. 32, Draw Game with National Executives, is played the |
same as No, 24, excepting A druws in silence from any in the party a card,

face unseen—it it completes a book, he announces which book it is, ete.

No. 33, Draw Game with National Emblems; for rules in
playing, sce Nos, 20 and 52,

No. 34, Draw Game with U, §. Cabinets} rulea of Noa, 24,
81, and 32, apply to this game,

No, 35, A B C Draw Game, for two or more persons, (best
suited to young children.) The letters at the left of the emblems only
are used.  Place the cards well shuflled in the center of the table, face
down; A draws a card from the pack and places it upon the table, fice
up, and says A, N, double H, or whatever it happens to be; B then in
turn draws a card and announces what it is, and so on round ; the high-
est curd wins; A is higher thun B or Z; Bb is higher than B; Ddd’is
higher than Dd or D. The one that has the highest number of tricks
wina the game,

No. 36, Notation Game, is played the same as No. 85; the nu-
meruls at liu.: right of the enblems are used,

No. 37, A B C Grab Game, is played similar to No. 35; deul
the cards equally to each, face down; each puts a card upon the table,
fuce up, from his pile before him; the winning party puts the trick
at the bottom of his pile and leads off aguin;‘tﬁa
one of the party has secured all the cards.

No. 38, Notation Grab Game. See Noa, 86 and 87.

No. 39, Blockade Game

ing (we will suppose) No. 85, the next player must match the § or M
and thus the game proceeds, each player matehing the outside numeru

or letter, [f one cannot mateh, the next in turn plays. If no one ean
3 t i

mateh, the game is blocked. The one that holds the lowest number, by

count of numerals, wins the count of all the others, which are added to
! { one can play all his |
cards, when the last is played he eries * Domino,” and wins to his count |

his own, 50 or 100 is the game, ns agreed upon,

all the others, (There are but four cards of each numeral, as four 1’s,
four 2's, and so on, When it happens that any four curds of a set have
been played, any player in the'ecourse of the game, if he chooses, may

announce for matching the next numeral or set either above or below |

the set completed. )

.. /N0..40, Domino Dra
R
the, ‘not, untilhe ean matchoy iaeiopie oo o AL AN % A

Y Nosgdl [Pyt e IV
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game i3 won when |

(similar to Block Game in Dominoes,) |
for two or imore persons, A deals twelve to euch, B commences by pluy- | .

:G'am‘ai‘;; ﬁ‘. nies
annot playy he draws

from the’ balance:

ame'of Great' Events
srsons, s Tha event at the top of. each' card is us
_sganvohx‘ds&t’he‘mnda being well-shufiled and pla
terof the fabld face down.?aAstakes & card from,
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}if he answers corr ‘the | :
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be answered to win the eard.

No. 41, Centenary Game, is played the same as No. 48, except-
ing the ten first or eurliest cards are discarded. '

No. 45, Electoral College Game, for two or mors persons.
The rules of No, 1 apply to this {{nme, except the eards are played with-
ont being read; the ono that plays the eard with the highest electorul
vote wins the trick ; in ease of a tie the priority of eard wins, which is
determined by the numeral at the right of each emblem.

No. 46, Game of Popular Votes, for two or four persons. Dis-
card the first 20 cards, also the remaining Vice-Pres. and their rivals,
leaving only the Pres. and their rivals from the 6th to the 15th Adm,
inclusive, 20 cards in all to be nsed. Play according to rules of No. 43,
The first best card is U, 8. Grant; second best, A. Lincoln; third best,
H., Seymour; fourth best, J. Buchanan, ete,

No. 47, Great Fortunes Game, for two or more, or it may be
played as a Quartet and partners chosen, aceording to the rules of No,
23, In this game the letters at the left of the emblems are used, four
kinds or sets are noticed, namely, ?8} single, (18) double, and (6) triple
letters of the alphabet, exclusive of the letters of vnlueé MNAUN numer-
als) and (18) Roman numerals (letters) as I, V, X, L, C, D, M, and O.
The value of each is denoted by the Arabic, numeral above it. The 1st
best set of cards are Roman numerals; 2d Dest, triple letters ; 3d best,
double letters ; 4th best, single letters, Kach card in the ack has its
number from 1 to 60, which is found at the right of the eml;lom. Card
No. 68; 14-Ddd=21,000, is-the highest card of Roman. numerals. The
highest card of triple letters is No. 57, 15-Ece=45, the firat lettera of
the alphabet being more valuable than the last ones, No, 57 being higher
by priority than No, 60, 15~Hhh=45. The highest card of double let-
ters is No. 89, 10-Mm=20,000. The highest card of single lotters is
No. 18, 4-M=4,000, The value of No. 15% 4-0=40; of No, 41, 11-Oo=
1,100. The value of card No. 27 is 14

_Bhuffie, cut, and deal as usual ; the last card denotes which set are
vietors ; if & quartet (four) is playing, follow the rules of No, 32.. The
game is won in two ways, first by the party (or partners) who have the
most tricks, second by the party (or partners) who have the highest
numerical numbers by count, {

No. 48, Game of Honored States, for two or more, is X!nyéd'

with the Pres., Vice-Pres., and their rivals ;’ distribute equally. com-
mences the game by saying, (for exam],:le,i “1linois leads her honored
statesman, Abraham Lineoln as Pres,” B follows by saying, “ 1 will
mateh it with U, 8. Grant as Pres.” C plays 8. A. Douglas as rival

G st 8 L1 Hand SOHEOrS i ha 08 foanawent |

represented on 13 carda, M

at the ontset of the game whether both guestions, or one only, must

e e

v

| candidate for Pres, If the party is composed of more than three, the

others will play a low card of' some other state—as IlL is represented by
only three cards Nos, 53, 54, and 574 A. Lineoln being the highest card
(53£wina‘ the winning party leads again. Each player must follow
with o statesmigh from the State that led; if he cannct, then play the
poorest card of the set'he lolds most of. ‘ ¢

The most valuable cards are No. 50, (Col.) 47, (Ala.) 56, (Ga.) 65,
(Me., Conn.) 69, (Ind.) 43, (Miuh.? and 41, (La.) Phese states are each

. represented by only one eard, and whoever can lead any of them wins

the trick, as no one can mateh them. N. Y. is represented by 18 cards’;
Mass., 10, Va., 8, ete.” The one that has the highest number ‘of tricks'

. wins the game. This and the two fu}lr)wing rames are deserving-of®

special attention for their Historical and Politieal value,

No. 49, Game of Cabinet ITonors. Therules of No. 48 apply, -

to this game. In leading off A says, (for example), * N: Y, leads for
Cabinet Honors, Wm. II. Beward as Sec, State.”” B follows by saying
“N. Y. also leads Wm. L. Marcy as See. War.” The earliest card
wins, denoted by the numeral at the ‘I’i%llt of the emblem. The two
best cards are 54 (Me., or Ind.)'ahd 59, (Towa.) In this game N. Y, is
uss. 16, Va, 12, ete, R
0. 50, Political Campaign Game, is played the same as No.'
48; the Pres., Vice-Pres., and their rival candidates only are used. A
SaYys, Efor exnmglel{z “I'1l play Winfield Scott, as whig candidate for,
Pres.” B plays Z. Taylor as'whig I'res. ; C plays ITenry Clay as & whig
candidate for Pres., and 8o on. Nos. 1, 2, 3, and 4 are played as blan
candidates ; No. 50 (J. C. Fremont) is the leading or best card of the Re-
publican set, being the earliest. No. 1 (Washington) is the best card
of the blank get; No. 5 (Adams) the first or best of the Federal set, ete,
No. 51, Give Away Game, for two or more. Similar to Muggins.
Before shuffling lay the four 1's in a row in the centre of the table.
These are the foundation cards, The object of each player is to get rid
of the cards first. Each player, with his cards before him in a pile, face
down, takes the top card, if it fits any card on the table being the next
higher eard, it is put on top, and so on till each pile is run up from 1 to
15, If each player in turn cannot fit any of the center piles, or either of
his neighbors, (the latter by a card one higher or one lower,) then he

‘starts a new pile, face ugJ‘ along side of his original pile. Each plays ns
£

many cards as he can if he fails to fit he puts it on his own pile.
Two points of the game should slways be observed, namely, first play
on the eenter piles if possible ; 2d, each player must play from his new
ile first, if it will match the center or his neighbor’s piles. If by care-
essness he fails to do this, and it is noticed, the ery of **Out” is heard
and each player adds one to the defunlter’s new pile, When the origina
plie iz gone the new pile is turned fice down, and the game goes on.
No. 52, Pyramid Game, for four persons, (partners,) See rules
of No. 61, It is mutuully agreed to whom each 15 foundation eard be-

wongs, the object being to see which will get a Pyramid first, from 15
Jda 1. If any cards are left with the one that builds the first Pyramid,

thie other players may draw one at a time in turn after he has failed to
fit with his own pyrumid, :

No. 53, Etymology Game, (the art of word-making,) for three or
four fumons. The letters at the left of the emblems are used. Shuifle
and deal an equal number to each. If three are playing they may play
for the following words, one at a time: Ape, Boy, Cat, Dog, Elk,g‘in,
Gum, Hat, Ink, Jug, Key ; if four are playing: Aunt, Barn, éozy, Dial
Eggs, l“Ui.i‘ Gout, vte. A commences by saying, I ecall for the worc
Ape, or any of the ubove words that he can lead the initinl letter; 13
pluf‘u some card that has the next letter on it; C plays the next letter,
aud 50 ony when one eannot play the next in turn follows ; the highest
card in the order of their number wins; the party that wins calls for an-
othier word, and leads the first letter of the same; at the close of the
e, the one that holds the highest number of words wins the game.
I'he cards in which deuble and triple letters oceur, only one letter at a
time cun be used.

No. 54, Syntax Game, (the art of sentence making,) for two or
more, is played the same as No. 53, The leader makes choice of oue of
«he following sentences, and leads the initial letter: Welconie, one and
all ; Happy ave we to-night ; The Union forever ; Our national emblem ; .
The old flag forever ; Long mdy it wave; Work before play ; or any sen-
tence which the letters of the cards will make. The one that plays the
highest eard in the sentence wins. Shuffle and deal again. :

No. 55, Upside Down Game, for two or more. The letters at
tlie left of the emblems only are used. Place the first 26 cards (letters
of the alphabet) in the center of the table, well shuffled, face down.
Shatlle and distribute the balance equally, Each player, with his cards
spread out before him, face up, takes a card from the center pile, an-
nounees its letter, and fays it aside; if any player has one or more cards
with & corrl:spon(iin¥ letter he turns them face down, the next turns up
o card, and g0 on, 150 or 200 may be agreed upon as the game. Theone
that turns all his cards down first wins to his count all the bold numbers
of the others that are not turned down j the next that turns down all his
ciards wins to his count those not already turned down. When the center
pile is gone, if any have cards not turned down, it is proof of an over-
sight, and their count takes that much from the game of the offender.

Every historleal fact here noted is believed to be correct. If any errors are

. dlecovered, the Publisher will gladly eorreet the same if attention s called to it.




Amusement and Instruction Combined.

2 Tu= History of the Government, comprising its most prominent
events and actors for 100 years, are briefly told in its 15 Administra-
tions, from Washington's (lst) to Grant's (16th), which are familiarized
in L%eo use of the following games: First of a]’l, become familiar with
the tontents of the eards, which is easily done by arranging them in the
order of their events, rank, or value, Each eard has its nmnber, from 1
to 60, found at the right of each emblem, That which is most promi-
inent on these cards are the national emblems, Eagles, Flags, Shields,
and Stars, fifteen of each. The bold numerals, four of each, from 1 to
15, at the left of each emblem, denotes to which Adm, the card belongs.
Underneuth these are found the letters of the alphabet used in Games
Nos, 85, 87, 47, 63, 54, and 56, The bold letters G. A+ M. E, at the
right. of the emblems, are used in Games Nos. 89, 40, 51, and 52; they
ulso facilitate in calling for eards in Games Nos, 18, 19, 20, 20, 50, and 81,
Underneath these is I:Ee number of each card from 1 to 60.. The top and
bottom lines of the first ten cards give the most important events prior
to 1776, The top lines of the 50 cards from 11 to 60 Eive the most im-
portant events of each year of the first half century ; the bottom lines of
the same give the leu.diu§ event of each year for the last half century.
Over and above the emblems in bold letters are found the names of each
President, each Rival Candidate for Pres., each Vice-Pres., and each
Rival Candidate for Vice-Pres. for 100 years. On the Eagle or G
cards (1 to 15) are found in bold letters the names of every Pres. of the
U. 8., trom what Stute, over what Adm. they presided, when inaugu-
ruted, how long in office, when born, when died, (if aeceascd,) their
Sulitics, number of electoral votes, and the popular vote of each from

. Q. Adams to U, 8, Grant. Underneath the agies are found in bold
letters the names of every Secretary of State, the State they represented,
and what Adm, they served. On the Flag or A cards (1 to 15) ar¢
tound the names of every Rival Candidate for the Presidency, the State
they represented, the Adm. over which they sought to preside, their
{}Ulltii:.'!‘ electoral vote of each, and popular vote of each from ’Henry

lay to Horace Greeley, Underneath the Flags are found the names of

cach Secretary of the T'reasury for 100 years, the States they represented, |

and what Adm, they served. On the Shield or M cards (1 to 15
are found the names of every Vice-Pres., the States they represented,
their politics, their electoral vote, and what Adm. each served, Under-
neath the Shields are found the nmmes of every Secretary of War, the
States they represented, and the Adm. they served. On the Star
or I cards (1 to 15) are found the names ol every Rival Candidate for
the Viee-I’residency, the States they 1'u5:ruscntcd their polities, and for
w st Adio.they were candidates, - Underfieath the Bwes -are found the
names of every Becretary of the Navy for 100 years, where from, and
what Adm. served, The name of each State and Territory is found at
the bottom of the cards, the date of their admission into the Union, or
of their territorial organization, is given; also, the population of each
Ly the Census of 1870. The upper tigures at the left of each State de-

notes the chronological order of their admission ; the figures underneath:

denote in what perlod the State was admitted, whether in the 1st, 2d,
dd, or 4th.  Thoe upper figures at the right of each State denote the com-
purative rank of each according to the population of 1870; the figures
underneath denote the magnitude of each State, whether it be the 1st, ete.

The superiority of this set of cards over all others is manifest from the
almost endless variety in which they may be played in their various
combinations, Games Nos. T, 9, 18, 20, 43, 24, 25, 26, 29, 39, 47, 48, 40,
51, 52, and 54 are best suited for adults. Read and re=read the rales,
study and practice the games, until made faniiliar, The above-mentioned
gumes are speciully commended as the most fascinating and in-
structive games in the whole range of parlor amusements,

EXPLANATION OF ABBREVIATIONS.

Avw., Administration; AM,, American; B., Born; D., Died; Dgu
Democrat ; B.Y., Electoral Vole ; ¥ep., Federal ; Isn., Independent ; Lan,,
Liberal ; Por, Ill?mfa!im ; PV, Pupular Vole ; Pres., Prosident; Rer.,
fftﬁ?&b{'i‘ﬂr!ﬂ,‘ o Term ; V. P, Viee-President; Y., Years.

0., 1, American Chronology Game, (A.) In this game only
the events comprising the top line of cach eard are used, and may be played
by two or more persons. A mixes the cards; B deals, face down, s cand
to each until all are distributed ; € selects a card and roads the event at
the top, omitting the dute, and puts it upon the table, face down; I
next follows in like manner, and 80 on until all have played. The one
that played the card with the earliest event wins the trick ; the winning
party leads off another set, and so the game goes on until all the cards
are used. The one that has the most tricks wins the gune, or the
number 5 or 10 sets may be agreed upon as the game.

No. 2, American Chronology Game, (B) is played the same as
No. 1, the bottom lines only being used.

No. 3, Odd or Even Game, (A) is played the same as No. 1,
except the one that leads, in reading the event omits the date, and says
odd or even, as denoted by the date of the eard. If he says even, thén
all must play a card of even date; if odd, than all must play odd dates.
The earlicst dute of course wins, If toward the close of the gume ons
ounnot tollow the leading card, he passes, or omits playing, until such
eard is led that he can follow,

No. 4, Odd or Even Game, (B) is played the sume as No. 3,
except in the use of the historicul events, the bottom line only is-
used,

No. 5, Grab Game, is played by three or more persons—may be
layed as a quartet, and choose partners if desired. Shutfle and deal us
efore directed. A leands off, fuce down, and the rest fullow, same as

in No. 1.
“ Laat half century ;” if at the top of card, he says, ** First half cen-
tury ;" and all nist play cards with the events and dates at top or bot-
tom as called for by the leader. A takes up the cards and passes them
to the one that played the card with a date nearest to the leading card;
these are put at the bottom of those already in his hand, and he leads
the next set. In this way the cards are ull won by two persons. If they
ure partners ﬂm'gume is theirs ; if not partners, the one that has the most
eards by count wins, 5 ]

No. 6, Vendue Game, is played by any number of persons, A
holds all the cards, and draws one from the pack, or may take them in
turn from the top or bottom, and says to B, ** What will you give for
1849 7 (supposing that he held that card.) If he sa 8, " Discovery of
gold in California,” the-eard .is won at his bid, A draws another ecard
and says to C, * What will you give for ——17 (naming the date.) If
le fuils to give the correct answer, the next in turn bids, and so on till
all are used or sold. A (auctioneer) bids in for himself all the cards that
no one can answer. The one that wins the most bids has the gume.

No. 7, The Union Game, for two or more persons. The names
of the States and Territories are used, (48 and four blanks, 52 in all,)
the last eight cards, 53 to 60, are discarded. The value of each card is
denoted by the upper numeral prefixed to it. Delaware is the best card,
being the 1st State in the Union ; Wyoming, the 48th, being the poorest
card. The four blanks, 49 to 52, are the lowest in value. Shuflle, and
deal as usval. Each player with his cards before him in a pile in the
order in which they were ciealt, plays a card from the top and puts it
upon the table, face up, commencing with the dealer. The highest canl
wins the trick. The winner leads again, and so on until all are pluyed.
The one that hasthe highest number of tricks (in one, two, or three deals, *
as may be agreed upon) wins, : )

No. 8, The Union Quartet Game. The rules of Game No. 23
apply to this game. The four-sets of cards are denoted by the lower
numeral at the left of each State or Territory. The 13 original States
belong to the 1st period, 14 to 26 inclusive belong to the 2d period, 27
to 30 to the 8d period, 40 to 52 to the 4th period j the four last ure
blanks, but eount in the game, 52 in all.

j No. 9 2 Excelsior Game, for two or more, is 'pla.'yed the same as
_ATpL i, Tl
|

he value of ench cyrd is denoted by the upper numeral at the
right of the State, which designates its runk; thisis determined by the
Pop. as given by the census of 1570 found under each State, New York
being the highest, and Alaska the lowest.

. _No. 10, Excelsior Quartet Game, is played the same as Gume
No. 8, The tour sets of cards are denoted by the lower nameral at the
right of each State or Territory. The States from 1 to 18 inelusive are
States of the st magnitude, 14 to 26 the 2d magnitude, 27 to 39 the $d
magnitude, 40 to 52 the 4th magnitude. Ser No, 23,

No. 11, Census Game, for two or more, is played the same us
Game No. 7. The leader, after each have played, reads aloud the popu-
lation of eanch State, the largest wing—the winner leads off and ru:uLs the
next set, and 50 on.  The rank of each Btute is denoted by the upper
right numeral atlixed to ench State.  This guiue is made more instructive
Ly each player holding his sards and reading the State and its populution
as the cards are played.

No. 12, Duet Game of National Emblems, for two or more,
Place the eards well shuflled in the center of the table, face down.
Eagles and Shields are thates, (the historical events at the top and bot-
tom of these cards are of even date ;) also Flags and Stars, (the events at
the top and bottom of these cards are of odd date.) A takes the top
eard and ealls aloud the emblem, and places it upon the table, fuco up.
B, in turn, plays the next; if it matches A's curd he wins the trick
and sets them aside; if not, then A plays the next eard from the pile;
~.Af it matches the lust card put down he wins; it not, they keep putting

down cards until A or B matches the last ecard ]i)lltl down by his rival,
and he wins all the eards. The winning person leads again, and so on
until the eards are exhausted, The person gnl:l)‘iug the lust card tukoes
all on the tuble whether he matches or not.  Thoe one holdiug the high-
est number of curds wins the game,

No. 13, Everlasting Game of National Emblems, is played
the swme as No, 12, Interest and variety is added to it by each person
tuking an equal number of cards in u pile to himself, and us each wins o
trick, putting them at the bottom of his pile, and thus keep on playing
until one of the party wins all the eards,

No. 14, Duet Game of National Executives, is
the same as No. 12
und rival Vice-Pres,
sponding emblems.

No. 15, Everlasting Game of National Executives.
rules of Nos. 13 und 14 apply to this game.

No. 16, Duet Game of U. N. Cabinet, differs fromm No, 12
only in watehing Cabinet Otticers. Bees. of State and War sre mates ¢
also Sces, of Treasury and Navy.

V is played
Pres. and Vice-Pres. are mates, ulso rival Pres,
These are cssily distingnished by their eorro-

The

If he reads an event at the bottom of the card, he says, ..

No. 17, Everlasting GGame of U. 8. Cabinet, is played tha
same as Noa. 13 and 163 calling each Seerctary'’s nume when played,

No. 18, Four-in-Hand Game of National Executives, for
three or more persons. (Similar to Game of Authors.) The Pres. and
Viee-Pres., and their rival Candidates, for 100 years are used, compria-
ing 15 sets, or Administrations; and four cards to each set. This
guaine, and No, 20, are specially commended to young and old for their His-
torical and Plitical information, as well as their fund of amusemendt.) .

A shuffles, B deals, and C eommences by calling for a card from any
one he chooses, to hu’lp complete a set of which he already holds one or
more, Ezmnp)s : The 10th set, or Adm., is comimaud of James K. Polk,
Proa., EG}; Henry Cluy, rival Prea,, (A); Geo. M. Dallas; Vice-Pres., (M);
T, Frelinghuysen, rival Vice-Pres., (E). If C holds the Pres. and Vice-
PPres., he may call for the rival Candidate for Pres., 10th Adm. ; if the
person ealled on has it, he responds by saying, * Henry Clay.” C then
ealls for the rival Vice-P., 10th Adm.; if the person called on has it
he responds by saying, 1 Frelinghuysen.” C continues to call until
he fuils.  The next in tirn continues to call for persons and papers
[ (eards) to complete some partial book, or Adm., that he holds, Each Adm.
i when complete makes a G, A. M, K. or trick, and is laid aside.

| All the cards in each book are recognized by the numeral that denotes

el

‘the Adm. to which it belongs, The game may be won in two ways,
(if all agree,} by the one that holds the most books or tricks, or gbly
count} the one that has the highest sum total of Administrations. If
oue has the 1st, 6th, and 15th Adm., he counts 22,

No. 19, Four-in=-Hand Game of National Emblems, i3
Y’Inyud the same a3 No. 18, exeept, in ealling, you ask for 1st Engle, 1st
Mlug, Ist Star, and 1st Shicld, ete., to eomnplete a book.

No. 20, Four=in=Iland Game of United States Cahinets.
The rules and instructions of No. 18 are applicable to this game. In
culling you ask for 1st Sec. of State, 1st Sce. of Trensury, 1at Sec. of
War, and 1st SBec. of Navy to emnlalutc a cabinet, and so on.

No. 21, The Politicians® Four-in=-Iland Game.
lay aside the first 20 cards of the pack
us No. 18; it differs only in asking for the Popular vote of the Pres.
or rival Pres. of a certnin Adm. When the Viee-Pres. or rival Vice-
Pres. is wanted to complete a book, usk for them for that purpose as
their popular vote is not given.

No. 22, Electoral College Game, (a Four-in-hand Game.) The
rules of No. 18 upply to this gane. Any player having one or more
curds containing the Electoral vote of any purticular Adu. may call
tor the remaining cards, one at a time, that complete that Election, b
asking for the Electoral vote of the Pres. or Viee-P'res., ete., of thy

; Discard or
and the gmmne is played the same

#

A Im, he wishes to complete, _ : h
o+ No. 23, Quartet Game of National Executives, for four \
persons, Phe Presidents (1 to 15) and their rival Cundidates, (1 to 15,)

the Vice-Presidents (1 to 15) and their rival Candidates, (1 to 15,) arc
used in this game, comprising the fitteen Administrations in the history
of the U. 8. Government. The four sets (or suits) of cards which are
known by the Eagles, or G's, (! to 15) are Presidents ; the Flags, or A's,
(1 to 15) are rival Candidates for Pres. ; the Shield, or M’s, (1 to 15) aro
Viee-Pres. ; and Stars (1 to 15) are rival Candidates for Vice-Pres. A and
¢, B aud D, are partners by mutual consent, or this mu{ be decided by
the two that draw the two highest cards. A shutfles, B cuts the pack,
(! deals face down, to the left, one at a time, to each till all are distrib-
uted.  The last card comes to the dealer, which he turns face up, that
all may see it if it is a President he says, * Pres. are vietors,” if rival
l'ra-.\,{m says, * Rival Pres. are vietors,” ete. The value or rank of each
card is known by the numeral prefixed to the Eagle, Flag, ete,, denot-
ing what Administration. Washington ranks the highest, or best card
of the Pres.; Grant, the 15th Adm., or lowest card of that set (or suit.)
Juyhn Adams, in the 1st Adm,, is the first best or highest card of Vice-

P'res.; and Sehuyler Colfux, the 15th Adm., or lowest card, :y
atr Ol -
The lowest eard (15) of vietors will talke even the highest eards offho
other sets whenever it happens that one cannot follow the suit led.
1, at the right of the dealer, commences the game by putting down &
vard fice up ; if he holds any of the leading cards (1st Pres., 1st Vice-
Pres,, Ist rival Pres., which is blunk, or 1st rival Viee-Pres., a blank)
it is the best poliey to play them, and all must follow suit from left to
right by playing tlhe same kind or set of cards. ‘The highest card of
the four on the table wins the trick. If you cannot follow suit, a low
card of victors will win, unless the party following is also unable to fol-
low suit, and he should pluy a higher victor, and thus win, It you should
not care to play a vietor, and think your partuer able to take the trick,
then play (or throw away) a low eurd. The party who H)l:\ys the last
card hus an opportunity of knowing which of the three already played
holds the trick; it the card played by his partner wins, then the last
player puts down a low curd, or, if his partner has played low, it is his
duty to play high it' it will win, otherwise play low. It is policy for
the second player to put out a low card (unless he have the highest card
not already out of the set that led) and ml;{ upon his partuer to win.
Vietors can only be played when victors lead, or whenever you are un-
uble to follow suit. The one whose card won the trick leads again,
and 80 on until the fifteen sets or tricks are taken, A and € count
their tricks, B and D theirs; tour tricks make a book, and all the tricks
in exeess of four count toward the sume, nud when A and O, or B and
N

A
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1799 George Washington dies.

MARTIN VAN BUREN, CN. Y.)

1
(Dem.) Pop. Vote, 1,128,702: E. V. 60, T
J. G. BIRNEY, (N. Y.) i

8

¥
!

(Abolition) Pop. Vote, 17,600.
Rwal Pres. Candidates 9th Adm,

Secretaries of Treasury, 8th Adm.

34 KANSAS = 29 )
3  Jan. 29, 1861, -, Pop. 864,809,
~  Gold discovered in California, 1849,

THOMAS EWING, (Ohio.)
i W. Forward, (Pa.) G. M, Bibb, (Va.)




