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Spelling and Nuinerinal Game.‘

One set of the alphabet letters are num-
bered with the odd numbers from No. 1 to
No. 51, and other scts with the even num-
bers from No. 2 to No. 52, in diffcrent colors,
s0 that the suit can be casily distinguished.

Rules of the Game.

Each player draws a card from the pack;
the person drawing the highest number is en-
titled to the deal.  The dealer commencing
at the left and dealing one or three cards at
a time as the players may agree. If two per-
sons are playing twelve cards are to be dealt
to each ; if three or four, ten cards to each ;
if five or six, eight cards to each ; il seven or
cight, six cards to each, the dealer turning a
card for trump and crediting himself wilh‘i
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the pumber upon said card, to be counted for
game.
for trump decides whether odd or even num -
bers shall be trumps. The person at the left
of the dealer plays first, and if a tramp leads,
trumps must be played by the others if they
have them.  Said trump may be taken by a

higher number of trumps or higher still by |

any number of whichit is a multiple, namely,
if even numbers were trumps and No. 40
should lead it could be taken by a higher

even number or higher still by numbers 2, 4, |

5, 8, 10, 20, as No. 40 is a multiple of these
numbers.  The highest of these numbers
winning the trick. When anumber which is
not trumps leads, the other players must fol-
low suit if they have it, and it can be taken
by a higher number of its own suit, or higher
still by any number of which it is a multiple,
the highest of these winning as already ex-
plained. If a player does not have the suit
he can trump the trick, namely, if even num-
bers were trumps and No. 49 should lead
No. 51 would hold it unless No. 7 should be
played, as No. 49 is a multiple of No. 7, and

The number upon the card turned |

any trump would now hold it ahove said No.
7. 1 No. 24 trump now held it, numbers 2,
3, 4, 6, 8, 12 would hold it above No. 24, as
No. 24 is a multiple of these numbers, the
highest of these winning. Again, if No. 52,
the highest number of trumps, held the trick,
numbers 2, 4, 13, 26 would hold it, as No.
52 is a multiple of these numbers. If a num-
ber leads which is not a multiple of any num-
ber other than itself, or No. t, the highest
nuniber of its suit or the highest number of
trumps wins. \When the cards are all played
the players count the numbers upon the cards
which they hold, a tally sheet to be kept by
each player. Then the players form or spell
as many words as possible with the letters
which they hold. The letters may be used
over and over in difterent words.  The words
to be formed must be the names of persons,
animals, fowls, insects, fruits, plants and
minerals. When a word of two letters is
formed, the count is 1o, and 20 imay he added
for every letter thereafter, the count of these
. words to be added to the number already
‘ counted. The person having the highest
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! sumber wins the game. A very good way of

i playing is to take one thousand points for

' game, the person obtaining that number first
winning. In case of nearly an even gamc

 the numbers upon the cards'have the prefer-
. ence cbove the numbers obtained by forming
the words,
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. A simple game may be played by the
“highest number of suit, or the highest num-
ber of trumps, winning the trick, and count-
ing the numbers upon the cards, and counting
Ithem over again upon the cards which form
{the words. ‘ :

Simple Game.

! Alter following the above rules in the man-
“ner of dealing, and the kinds of words to e
formed, the playcrs commence at once to
form words and count the numbers upon the
‘cards which form the words.



