


THE COMPLEAT GAMSTER.

Σ
Ε

Α
Λ
Λ
Α

Α
Λ
Λ
Α



THE

EXPLANATION

OF THE

FRONTISPIECE

Illiards from Spain at firſt deriv'd its Name,

Both an ingenious, and a cleanly Game.

One Gamefter leads, (the Table green as Grass)

And each, like Warriors, firive to gain the Pals.

But in the "Contest, e'er the Pafs be won,

Hazzards are many into which they run.

Thus while we play, on this Terreftrial Stage,

Nothing but Hazzard doth attend each Age.

Next here are Hazzards play'd another Way,

By Box and Dice ; ' tis Hazzard is the Play.

The Bully Rock, with mangy Fift, and Pox,

Justles fome out, and then takes up the Box.

He throws the Main, and cries, Who comes at

Sev'n.

Thus, with a dry Fift, nicks it with Elev'n.

If out, he raps out Oaths I dare not tell,

Hot, piping out, and newly comefrom Hell.

Old Nick o'er-bearing, by a Palming-trick,

Secures the Gamefter, thus the Nicker's nickt.

Now t'Irish, or Back-Gammoners we come,

Who wish their Money, with their Men, fefe

bome :

A But



The Explanation of the Frontifpiece.

But, as in War, fo in this fubtile Play,

The ftragling Men are taken up by the Way.

By ent'ring then, one reinforceth more,

It may be, to be loft, as thofe before.

ByTopping, Knapping, andfoul Play, fome win;

But thofe are Lofers, who fo gain by Sin.

Afterthefe Three theCock-Pit clames aName;

A Sport gentile, and call'd a Royal Game.

Nowfee the Gallants, crowd about the Pit,

Andmost are frock'd with Money, more than Wit;

Elfe fure they would not, withfo great a Stir,

Lay Ten to One, on a Cock's faithless Spur.

Laſtly, obferve the Women, with what Grace,

Theyfit, and look_their_Partners in the Face.

Who, from their Eyes, fhoot Cupid's fiery Darts,

Thus make them lofe, at once, their Game and

Hearts.

Their white foft Hands, ( whene'er the Cards

they cut )

Make the Men wish to change the Game to Putt.

The Women know their Thoughts, then cry,

Enough,

Let's leave offWhiſt, andgo to Putt, or Ruff.

Ladies, don't trust your Secrets in that Hand,

Who can't their own ( to their great Grief )

command.

For this, I will affure you, ifyou do,

In Timeyou'll lofe your Ruff and Honour too.
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THE

EPISTLE

TO THE

READER

READER,

I

Was once refolved to have

let this enfuing Treatife

have ſtepp'd naked into the

World, without fo much as

the leaft Rag of an Epiſtle to defend it

a little from the cold Welcome it may

meet with in its Travels ; but know-

ing that not only Cuſtom expects, but

Neceffity requires it , give me Leave

to fhew you the Motives inducing

to this prefent Publication.

It is not ( I'll affure you ) any pri-

vate Intereſt of my own, that caus'd

me to adventure on this Subject,

but the Delight and Benefit of every

individual Perfon ; Delight to fuch,

who will pass away their fpare Mi-

nutes



To the READER.

nutes in harmlefs Recreation, if not

abuſed ; and Profit to all, who by in-

fpecting all manner of Games may ob-

ferve the Cheats, and Abules, and fo

be armed againſt the Injuries that may

accrue thereby.

CERTAINLY there is no Man fo fe-

vere to deny the Lawfulnefs of Re-

creation There was never any Stoick

found fo cruel, either to himſelf,

or Nature, but at fome Time or

other he would unbend his Mind,

and give it Liberty to ftray into fome

more pleaſant Walks, than the miry

heavy Ways ofhis own four wilful Re-

folutions. You may obferve, the Hea-

then Sages of the first World found-

ed with their Laws, their Feaſts ; with

their Labours, their Olympicks ; with

their Warfare, their Triumphs. Nay,

at this Day, the fevereft Dionyfian-

Pedagogue will give his Scholars their

Play-Days, and Breakings up, with a.

Horummiferere laborum. Feffum quies plu-

rimum juvat. And the moſt covetous

Maſters will tye their Servants but to

certain Hours ; every Toil exacting as

ex officio, or out of Duty, fome Time

for



To the READER.

for Recreation. I my felt have ob-

ferved, in the Courſe of many Men,

of exceeding ftrict Lives and Conver-

fation, to whom although Severity of

Profeffion, Infirmity of Body, Extre-

mity of Age, or fuch like, have taken

away all actual Recreation ; yet have

their Minds begot unto themſelves

fome Habit or Cuſtoms of Delight,

which have in as large a meaſure gi-

ven Contentment, whether they were

their own, or borrowed, as if they

had been the fole Actors of the fame.

Furthermore, Recreation is not only

lawful but neceffary.

I terpene tuis interdum gaudia curis,

Ut poffis animi quemvis fufferre laborem.

So intermix your Care with Joy, you may

Lighten your Labour by a little Play.

Now what Recreation this ſhould

be, I cannot preſcribe, nor is it re-

quifite to confine any to one Sort of

Pleaſure, fince herein Nature takes

to herſelf an efpecial Prerogative ; for

what to one is noft pleaſant, to ano-

ther is moſt offenfive ; fome ſeeking

to fatisfy the Mind, fome the Body,

and others both, in a joint Motion. To

this



To the READER.

this End I have laid before you, what

Variety of Paſtimes I could collect for

the Prefent, leaving the reft ( as you

like thefe ) to be ſupply'd hereafter.

Miſtake me not, it is not my Inten-

tion to make Gamefters by this Col-

lection, but to inform all, in Part, how

to avoid being cheated by them.

To conclude, Let me advife you;

ifyou play ( when your Buſineſs will

permit ) let not a covetous Defire of

winning another's Money engage you

to the Lofing your own ; which will

not only diſturb your Mind, but by

the Diſreputation of being a Gamefter,

if you loſe not your Eftate, you will

certainly loſe your Credit and good.

Name, than which there is nothing

more valuable.

THUS hoping you will be thus advi-

fed, and will withal excuſe myErrors, I

fhall ever ſtudy how to ſubſcribe my

felf. a Well-willer to all Men.

·

CON-
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THE

Compleat Gamefter.

Of GAMING in General.

G

AMING is an enchanting witch-

ery, gotten betwixt Idleness and

Avarice : An itching Diſeaſe,

that makes fome fcratch the

Head, whilft others, as if they were bitten

by a Tarantula, are laughing themſelves to

death : Or laftly, It is a paralytical diftem-

per, which feizing the Arm, the Man can-

not chufe but fhake his Elbow. It hath

this ill property above all other Vices, that

it renders a Man incapable of profecuting

any ſerious Action, and makes him always

unfatisfied with his own Condition ; he is

either lifted up to the top of mad Joy with

B Suc-
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Of Gaming in General.

Succefs, or plung'd to the bottom of De- -

fpair by Misfortune, always in Extreams,

always in a Storm ; this Minute the Game-

fter's Countenance is fo ferene and calm,

thatonewould think nothing could diſturb

it, and the next Minute fo ftormy and

tempeftuous, that it threatens Deſtruction

to itſelf and others ; and as he is tranſport-

ed with Joy when he wins ; fo lofing, he

is toft upon the Billows of a high fwelling

Paffion, till he hath loft fight both ofSenfe

and Reafon.

I have ſeen fome Dogs bite the Stones

which Boys have thrown at them, not re-

garding whence they were flung ; ſo I have

feen a lofing Gamefter greedily gnawing

the innocent Box, and fometimes tearing

it to pieces as an Acceffary to his throwing

out ; nor muft the Dice go unpunished for

not running his Chance,and therefore in rage

are thrown on the Ground to be kick'd to

and fro by every Body ; and at laſt look'd

upon no other than the fit Companions of

every faucy Skip-jack.

THEN freth Dice are called for, ás

thinking they will prove more kindthanthe

former , or as if they believed fome were

good-natur'd, others bad, and that every

Bale produced a different Difpofition. If

thefe run crofs too, the Box-keeper fhall

not go without a horrid Execration, iffor

nothing



OfGaming in General. 3

nothing elfe but that he look'd ſtrictly to

the Caft, it may be conceiving that hisvery

Eyes were capable of making them turn to

his Difadvantage. This reftlefs Man (the

miferable Gamefter) is the proper Subject

of every Man's Pitty. Reftlefs I call him,

becaufe (fuch is the itch of Play ) either

winning or lofing he can never relt fatis-

fied ; if he wins, he thinks to win more ; if

he lofes he hopes to recover. To this Man's

Condition the Saying of Hannibal to Mar-

cellus may be fitly applied, that nec bonam,

nec malam fortunam ferre poteft, he could

not be quiet either Conqueror or Conquer-

ed. Thus have I heard of fome who with

Five Pounds have won Four Hundred

Pounds in one Night, and the next Night

have loft it to a Sum not half fo much ;

others who have lofttheir Eftates, and won

them again with addition, yet could not be

quiet till they loft them irrecoverably.

AND therefore fitly was that Queſtion

propounded, Whether Men in Ships at Sea

were to be accounted among the living or the

dead, because there were but few Inches be-

tween them and drowning. The fame quære

may be made ofgreat Gamesters, tho' their

Eftates be never fo confiderable, Whether

they are to be eſteemed poor or rich, fince

there are but few Cafts at Dice betwixt a

rich Man (in that Circumftance) and a Beg-

gar?
NowB 2



OfGaming in General.

NOW fince Speculation will not be con-

vincing unless we fhew fome ofthe modern

Practice , we must therefore lay our Scene

at an Ordinary, and proceed to Action :

Where note, an Ordinary is a handſome

Houfe, where every day about the Hour

of Twelve, a good Dinner is prepared by

way of Ordinary, compofed of variety of

Diſhes in ſeaſon, well dreſs'd, with all other

Accommodations fit for that purpoſe; where-

by many Gentlemen, of great Eftates and

good Repute, make this Place their reſort,

who after Dinner play a while for Recrea-

tion, both moderately and commonly, with-

out deferving Reproof: But here is the

Miſchief, the best Wheat will have Tares

growing among it, Rooks and Daws will

fometinies be in the Company of Pigeons ;

nor can real Gentlemen now-a-days fo fe-

clude themſelves from the fociety of fuch

as are pretendedly fo, but that they often-

times mix Company, being much of the

fame Colour and Feather, and by the Eye

undiftinguishable.

IT is reported of the Polypus (a Fiſh)

that it will conform itſelf to the Colour of

whatis neareſt, for Security and Advantage :

And fo do thefe pretended Gentlemen at-

tire themſelves in what is both genteel and

fafhionable, that under that diſguiſe they

may with more facility riggle themſelves

into
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into the Society of fuch worthy Perfons,

out ofwhom they intend to fqueeze fome

firms ofMoneys by Cards, Dice, or other-

ways.

THESE ROOks can do little harm in the

day-time at an Ordinary, being forc'd to

play upon the Square, although now and

then theymake an advantage,whenthe Box-

keeper goes with him, and then the Knave

and Rafcal will violate his Truft for Pro-

fit, and lend him (when he fees good) a

Tickler fhall do his Buſineſs ; but if difco-

ver'd, the Box-keeper ought to be foundly

kick'd for his pains : Such Practices, and

fometimesthe Box-keeper's connivances, are

fo much us'd of late, that there is nothing

near that fair-play in an Ordinary, as for-

merly.

THE Day being fhut in, you may pro-

perly compare this Place to thofe Countries

which lie far in the North, where it is as

clear at mid-night as at noon-day : And

tho? it is a Houfe of Sin, yet you cannot.

call it a Houſe of Darkness, for the Candles

never go out till Morning, unless the fud-

den fury of a lofing Gamefter make Jar

extinct.

THIS is the time (when ravenous ea

ufually feek their Prey) wherein com

fhoals of Huffs, Hectors, Setters, Filts, Pads ,

Biters, Divers,Lifters, Filers, Budgies, Drop-

pers
B. 3
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pers, Crofs-biters, &c. and thefe may all

pafs under the general and common appel-

lation of Rooks. And in this particular,

an Ordinary ferves as a Nurfery forTyburn;

for if any one will put himſelf to the trou-

ble of Obfervation, he fhall find, that there

is feldom a Year wherein there are not fome

of this Gang hung as precious Jewels in the

Ear of Tyburn : Look back and you will

find a great manygone already, God knows

how many are to follow.

THESE Rooks are in continual Motion,

walking from one Table to another, ' till

they can diſcover fome unexperienc'd young

Gentleman, Cafhier or Apprentice, that is

cometo this School ofVirtue, being unskill'd

in the Quibbles and Devices there prac-

tifed ; theſe they call Lambs, or Colls :

Then do the Rooks (more properly called

Wolves) ftrive who fhall faften on him firſt,

following him clofe, and engaging him in

fome advantageous Bets, and at length wor-

ry him, that is, get all his Money ; and

then the Rooks (Rogues I fhould havefaid)

laugh and grin, faying, the Lamb is bitten.

SOME ofthefe Rooks will be very im-

portunate to borrow Money of you with-

out any intention to pay you ; or to go with

you Sevento Twelve, halfa Crown or more,

whereby without a very great Chance (ten)

to one or more) he is fure to win: If you

are



Of Gaming in General. 7

are fenfible hereof, and refufe his Propo-

fition, they will take it fo ill, that ifyou

have not an especial care they will pick.

your Pocket, ninr your Gold or Silver But-

tons, off your Cloak or Coat; or it may be

draw your filver-hilted Sword out ofyour

Beltwithout diſcovery, cfpecially if you are

eager upon your Caft, which is done thus ;

the filver Buttons are ftrung, or run upon

Cat-guts faftened at the upper and neather

end ; now, by ripping both ends very in-

genioufly (asthey call it) give it the gentle

pull, and fo rub off with the Buttons ; and'

ifyour Cloak be loofe, ' tis ten to one but

they have it.

BUT that which will moft provoke (in

my Opinion) any Man's Rage to a juſt Sa-

tisfaction, is their throwing many times at

a good Sum with a dry Fift (as they call it)

that is, if they nick you, ' tis theirs , ifthey

lofe, they owe you fo much, with many

other quillets : Some I have known fo abo-

minably impudent, that they would fnatch

up the Stakes, and thereupon inftantly draw,

faying, ifyou will have your Money, you must

fight for it, for he is a Gentleman and will

not want ; however if you will be patient,

be willpay you another time. If you are fo

tame to take this, go no more to the Or-

dinary ; for then the whole Gang will be

ever and anon watching an opportunity to

B. 4 make



8
Of Gaming in General.

Co

make a Mouth of you in the like Nature.

Ifyou nickthem, 'tis odds if they waitnot

your coming out at Night and beat you:

I could produce you an hundred Examples.

of this kind ; but they will rarely adven-

ture, unless they are back'd with fome Bul-

ly Huffs, and Bully-Rocks, and others whoſe

Fortunes are as defperate as their own.

We need no otherTeftimonyto confirmthe

Danger of affociating with theſe Anthro-

pophagi or Man-eaters, than Lincolns-Inn

Fields, whilft Speering's Ordinary was kept

in Bell-Yard ; and that you neeḍl not want

a pair of Witneffes for the proof thereof,

take in alfo Covent-Garden.

NEITHER is the Houſe itſelfto be ex-

empted, every Night almoft, fome one or

other, who either heated with Wine, or

made cholerick with the lofs of his Money,

raifes a Quarrel, Swords are drawn, Box

and Candleſticks thrown at one-anothers

Head, Tables overthrown, and all the Houſe

in fuch a Garboyl, that it is the perfect

Type of Hell. Happy is the Man now

that canmake the frame ofa Table or Chim-

ney-corner his Sanctuary ; and if any are

fo fortunate to get to the Stair-head, they

will rather hazard the breaking of their

own Necks than have their Souls puſh'd out

oftheir Bodies in the dark by they know

not whom.

I
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I once obferved one of the Defperadoes

ofthe Town (being half drunk) , to prefs a

Gentleman very much (at Play ) to lend.

him a Crown, the Gentleman refus'd

him feveral times, yet ftill the Borrower

perfifted, and holding his Head fome--

what too near the Cafter's Elbow,

it chanced to hit his Nofe, the other.

thinking it to be affront enough to be de-

nied the loan of Money without this flight

touch on the Nofe, drew, and ſtepping back

(unawares to the Gentleman) made a full

Pafs at him, intending to have run him:

through the Body ; but his drunkenneſs

mifguided his Hand fothat he ran him on-

ly through the Arm : This put the Houſe

into fo great a Confufion and Fright, that

fome fled, thinking the Gentleman flain..

This wicked Mifcreant thought not this

fufficient, but tripping uphis Heels, pinn'd

him, as he thought, to the Floor ; and af-

ter this, takes the Gentleman's filver-hilted

Sword, leaving his inthe Wound, and with

a Grand-Jury ofDammees (which may here-

after find him guilty atthe Great Tribunal

bid all ftand off if they. lov'd their Lives,

and fo went clear off with Sword and Li-

berty ; but was (notwithſtanding the Gen--

tleman's recovery) compell'd to makewhat

Satisfaction he was capable of making; be-

fides a long Impriſonment ; and was not

B-S long
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long abroad before he was apprehended for

Burglary, committed, condemned, and juſtly.

executed.

Fatebere tandem

Necfurdum, nec Tirefiam quenquam effe

'Deorum.

But to proceed on as to Play : Late at

Night, when the Company grows thin, and

your Eyes dim with watching, falfe Dice:

are frequently put upon the Ignorant, or

they are otherwife cheated by Topping, Slur-

ring, Stabbing, &c. and if you be not care-

ful and vigilant, the Box-keeper fhall ſcore

you up double or treble Boxes, and tho'

you have loft your Money, dun you as fe--

verely for it, as if it were the jufteft Debt

in the World..

1

THE more fubtle and genteeler fort of

Rooks (as aforefaid) you fhall not diſtin-.

guifh by their outward demeanor from Per-

ions of Condition ; theſe will fit by a whole

Evening, and obferve who wins ; if the

winner be bubbleable, they will infinuate

themſelves into his Company, by applaud-

ing his Succefs, advifing him to leave off

whilft he is well ; and laftly, by civilly in

viting himto drink a Glafs of Wine, where

having well warm'd themfelves, to make.

him more than half drunk, they wheadle :

him into . Play; to which ifhe condefcend,

he fhall quickly have no Money left in his

Pocket,
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Pocket, unless per chance a Crown the rook--

ing Winner lent him in courtefie to bear

his Charges homewards.

THIS they do by falfe Dice, as High--

Fulhams 4, 5 , 6. Low-Fullams, 1 , 2, 3 .

By Brittle-Dice, which are fitted for that

purpoſe, bysticking a Hog's-briſtle fo inthe

corners, or otherwife in the Dice, that

they fhall run high or low as they pleaſe ;

this Bristle muſt be ftrong and short, by

which means the Briftle bending, it will

not lie on that fide, but will be tript over ;

and this is the newest Way of making a

high or low Fullam : The old Ways are by

drilling them and loading them with Quick-

filver ; but that Cheat may be eafily dif

covered by their Weight, or holding two

Corners between your Fore-finger and

Thumb, if holding them fo gently between

your Fingers they turn, you may then con-

clude them falfe, or you may try their

falfhood otherwife by breaking or splitting

them: Others have made them by filing

and rounding ; but all theſe Ways fall fhort

of the Art of thoſe who make them ; fome

whereofare fo admirably skilful in making

a Bale ofDice to runwhat you would have

them, that your Gamefters think they ne

ver give enough for their Purchaſe, ifthey

prove right. They are fold in many Places

about the Town ; Price current, (by the

help

;
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help of a Friend) eight Shillings, whereas

an ordinary Bale is fold for fix Pence ; for

my part, I fhall tell you plainly, I would

have thofe Bales of falfe Dice to be fold at

the Price of the Ears of fuch deftructive

Knaves that made them.

ANOTHER Way the Rook hath to

cheat, is firſt by Palming, that is, he puts

one Dye into the Box, and keeps the other

in the hollow of his little Finger, which

noting what is uppermoftwhen he takes him

up, the fame fhall be when he throws the

other Dye, which runs doubtfully any Caft.

Obferve this, that the bottom and top of

all Dice are ſeven ; fo that ifit be 4 above,

it must be 3 at the bottom ; fo 5 and 2.

6 and 1. Secondly, By Topping ; and that

is, when they take up both Dice and feem

to put them in the Box, and fhaking the

Box, you would think them both there,

by reafon of the rattling occafioned by the

fcrewing ofthe Box, whereas one of them

is at the top of the Box between his two

Fore-fingers, or fecured by thrufting a Fore-

finger intothe Box. Thirdly, By Slurring,

that is, by taking up your Dice, as you

will have them advantageouſly lie in your

Hand, placing the one a-top the other, not

caring if the uppermoft run a Mill-ftone

(as they ufe to fay) if the undermoft run

without turning ; and therefore a ſmooth

TableI
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Table is altogether requifite for this pur

pofe ; on a rugged rough Board it is a hard

matter to be done ; whereas on a ſmooth

Table (the beft are rubb'd over with Bees-

wax to fill up all Chinks and Crevifes) it

is ufual for fome to flur a Dye two Yards

or more without turning. Fourthly, By

Knapping, that is, when you ftrike a Dye

dead that it fhall not ftir, this is beſt done

within the Tables ; where note, there is

no fecuring but of one Dye, although there

are fome who boaft of fecuring both : I

have ſeen ſome fo dexterous at Knapping,

that they have done it through the handle

of a quart Pot, or over a Candle and Candle-

ftick: But that which I moſt admired, was

throwing through the fame lefs than Ámes

Ace with two Dice upon a Groat held in

the left Hand on the one fide ofthe Han-

dle a Foot diſtance, and the Dice thrown

with the right Hand on the other.

LASTLY, By Stabbing, that is, having

a fmooth Box, andfmall inthe bottom, you

drop in both your Dice in fuch manner as

you would have them fticking therein by

reaſon of its narrowness, the Dice lying one

upon another ; fo that turning up the Box,

the Dice never tumble ; if a fmooth Box,

if true, but little ; by which means you

have bottom according to the tops you put

in ; for Example, Ifyou put inyour Dice

10
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fo that two fives or two fours lie a-top,

you have inthe bottom turn'd up two two's,

or two treys ; fo if Six and an Ace a-top,

a Six and an Ace at bottom.

Now, if the Gentleman be paft that

Claffis ofIgnoramuffes, thenthey effect their

purpoſe by Cross-biting, or fome other dex-

terity, ofwhich they have all variety ima-

ginable. A Friend of mine wondering at

the many Slights a noted Gamefter had to

deceive, and how neatly and undiſcoverably

he managed his Tricks, wondering withal

he could not do the like himſelf, fince he

had the fame Theory ofthem all, and knew

how they were done ; O young Man, re-

plied the Gamefter, there is nothing tobe

attain'd without Pains ; wherefore hadyou

been as laborious as myſelf in the Practice

hereof, and had ſweated at it as many cold

Winter Mornings in your Shirt as I have

done in mine, undoubtedly you would have

arrived at the fame Perfection.

HERE you muft obferve, that if theſe

Rooks think theyhave metwith a fure Bub-

ble, they will purpoſely loſe fome ſmall Sum

at firft, that they may engage him the

more freely to bleed (as they call it) which

may be at the fecond, if not, beware ofthe

third meeting, which under the notion of

being very merry with Wine and good

Cheer, theywill make himpayforthe roaft.

CON-
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CONSIDER the further inconveniences

ofGaming as they are rank'd under theſe.

Heads.

FIRST, Ifthe Houfe find you free to

Box and a conitant Cafter, you fhall be

treated with Suppers at Night, and a Caw-

dle in the Morning, and having the Ho-

nour to be filed a Lover of the Houſe,

whilft your Money lafts, which certainly

cannot be long ; for hereyou fhall be quick-

ly deftroy'd under pretence of Kindneſs, as

Men were by the Lamie of old ; which

you may eafily gather, if from no other

Confideration than this ; that I have ſeen

three Perfons fit down at twelve-penny In.

and In, and each draw forty Shillings a-

piece in lefs than three Hours, the Box

hath had three Pounds, and all the three

Gameſters have been lofers.

SECONDLY, Confider how many Per-

fons have been ruined by Play ; I could

nominate a great mány, fome who have had

great Eftates have loft them ; others ha-

ving good Employments, have been forced

to defert them and hide themfelves from

their Creditors in fome foreign Plantation,

by reafon of thofe great Debts they had

contracted through Play.

THIRDLY, This courfe of Life fhall

make you liable to fo many Affronts, and

manifold Vexations, as in time may breed

Diftraction.
I

H



16 OfGaming in General.

Diſtraction. Thus ayoung Fellow, not many

years fince, had by ftrange Fortune, run up

a very small Sum to a thoufand Pounds,

and thereupon put himſelf into a Garb ac-

cordingly, but not knowing when he was

well, fell to play again,. Fortune turn'd,

he loft all, ran mad, and fo died.

FOURTHLY, Is it not extreme_Folly

for a Man that hath a competent Eftate,

to play whether he or another Man fhall

enjoy it, and if his Eftate be ſmall, then

to hazard even the lofs of that and reduce

himſelfto abfolute beggary; I think it mad-

nefs in the higheft Degree. Befides , it

hath been generally obferved, that the loſs

of one hundred Pounds fhall do you more

prejudice in difquieting your Mind, than

the gain of two hundred Pounds ſhould do

you good, were you fure to keep it.

FIFTHLY, Confider not only your lofs

ofTimewhich is invaluable, Nulla major eft

jactura quam temporis amiffio, but the da-

mage allo the very Watching brings to

your Health, and in particular to the Eyes,

confirmed by this Diſtick,

(& Ignis,

Allia, Vina, Venus, Fumus, Faba, Lumen

Ifta nocent oculis, fed vigilare magis.

Garlick
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(and Light,

Garlick, Wine,Women, Smoak, Beans,Fire,

Do hurt the Eyes, but Watching more the

(Sight.

LASTLY, The further ill Confequences

of Gaming may be feen in the following

confiderable Inftances well vouched ; tho'

to prevent difguft, or drawing a blemish

upon any Family, I fhall wave the men-

tion ofthe Owners Names, and the Towns

where the Eftates lie However , the

County maybe inoffenfively fet down, with

fome Marks of Time

To begin : A Gentleman in the County

of Effex, play'd away an Eftate above the

Value of 2000 1. per Annum.

AN Eftate of3000 1. per Annum in York-

fbire, loft the fame Way.

A confiderable Eftate in Huntingdon-

Shire loft.

TWELVE hundred Pounds a Year in

Berkshire play'd for at Bowls in an After-

noon : And when the Moiety was loft, the

other half, ventur'd on a fingle Game, was

given up for gone, and moft furprizingly

recover'd by a Bowl thrown away in De-

fpair.

N. B. The foregoing Inftances happen'd in

the Reign of King Charles II. at which

time the Legislature being very fenfible of the

deftructive
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deftructive Confequence of this Practice, made

fome Provifion against it by an Act 16 Car.

II. cap. 6.

AN Eftate in Kent, of no fmall bulk, loft

at Play fince the Year 1700.

SEVERAL thouſand Pounds loft, and a

great Eftate dipt in Suffolk.

A Perfon of Quality, living not long

fince, (the late E. of O. ) lamentably exhau-

fted by this Diverſion.

I fhall now conclude with a penitential

Sonnet, written by a Lord (a great Game-

fter, a little before his Death) which was

in the Year 1580..

.

By lofs in Play, Men oft forget.

the Duty they do owe

To him that did bestow the fame,

and thoufands Millions moe.

I loath to hear them fwear andftare

when they the Main have loft,

Forgetting all the Byes that were

with God and Holy Ghoft :

By Wounds andNails they think to win,

but truly 'tis not fo ;

For all their frets and fumes in Sin,

they Moneyless must go..

There is no Wight that us'd it more

than he who wrote this Verfe,

Who cries Peccavi now therefore,

his Oaths his Heart do pierce.

There
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Therefore Example take by me

that curfe the luckless time,

That ever Dice mine Eyes did fee,

which bred in me this Crime.

Lord, pardon me for what is past,

I will offend no more,

In this most vile and finful Caft,

which I will fill abbor.

The Character ofa GAMESTER.

SOM

OME fay, he was born with Cards in

his Hands, others, that he will die fo ;

but certainly it is all his Life, andwhether

he fleeps or wakes, he thinks of nothing

elfe. He speaks the Language ofthe Game

he plays at, better than the Language of

his Country ; and can lefs endure a So-

lecifm inthat thanthis : Heknows no Judge

but the Groom-porter, no Law but that of

the Game, at which he is fo expert, all ap-

peal to him as fubordinate Judges to the

fupream ones. He loves Wintermorethan

Summer, becauſe it affords more Gameſters ;

and Christmas more than any other time,

becauſe there is more Gaming then. He

gives more willingly to the Butler than

to the Poors Box, and is never more re-

ligious than when he may win.
prays he

He
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He imagines he is at Play, when he is at

Church ; he takes his Prayer-book for a

pack of Cards, and thinks he is fhuffling

when he turns over the Leaves. This Man

will play like Nero, when the City is on

Fire ; or like Archimedes,when it is Sacking,

rather than interrupt his Game. If Play

hath reduced him to Poverty, then he is

like one a drowning, who faftens upon any

thing next at hand. Amongst other of his

Shipwracks he hath happily loft Shame, and

this want fupplies him. No Man puts his

Brain tomore uſe than he, for his Life is a

daily Invention, and each Meal a new Stra

tagem, and like a Fly, will boldly fup at

every Man's Cup. He will offer you a

Quart of Sack out of his Joy to fee you,

and in requital of this Courtely, you can do

no less than pay for it. His Borrowings

are like Subfidies, each Man a Shilling or

two, as he canwell difpend,whichthey lend

him not with hope to be repay'd, but that

he will come no more. Men fhun him at

length as they do an Infection : And thus

being difregarded and defpis'd by every

Body,he at laft makes a deſpicable Exit.

GAMES



GAMES

ON THE

CARD S.

I. OMBRE, a Spanish GAME.

L

HERE are feveral Sorts of

this Game, called Ombre, but

that which is the chiefis called

Renegado, at which three only

can play, to whom are dealt nine Cards

a-piece, fo that by difcarding the Eights,

Nines and Tens, there will remain thir-

teen Cards in the Stock. There is no

Trump but what the Player pleaſeth.

The firft Hand hath always the Liberty to

play or pafs, after him the ſecond, &c..

THERE
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THERE are two Sorts of Counters for

Stakes, the greater and the leffer, which

laft have the fame Proportion to the o-

ther as a Penny to a Shilling; ofthe great

Counters each Man ftakes one for the

Game, and one of the leffer for paffing ;

and for the Hand when eldeſt, and for e-

very Card taken in one Counter.

;THERE are two Suits, black and red

ofthe black there is firſt the Spadillo, or

Ace of Spades ; the Mallillio or black

Duce, the Basto, or Ace of Clubs ; the

King, the Queen, the Knave, the Seven,

the Six, the Five, Four and Three. Of

the red Suit there is the Spadillo, Punto,

Mallillio, &c.

THE Spadillo, or Ace ofSpades, is al-

ways the firft Card and always Trump,

and the Bafto, or Ace of Clubs is al-

ways third. Of the black there is ele-

ven Trumps, of the red twelve. The

red Ace enters into the fourth Place when

it is Trump, and it is called Punto then,

otherwife only called an Ace.

THE leaft fmall Cards of the red are

always beft, and the moſt of the black;

except the Duce and red Seven, which

are called the Millillio's and always fecond

when Trump. The Matadors ( or kil-

ling Cards ) which are the Spadillo, Mal-

lillio and Bafto, are the chief Cards ; and

when
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.

when they are all in a Hand, the others

pay for them three ofthe greater Coun-

ters a-piece ; and with theſe three for

Foundation you may count as many Ma-

tadors as you have Cards in an inter-

rupted Series of Trumps , for all which

the others are to pay you one Counter a-

piece.

t

He who hath the firft Hand hath his

Choice (as aforefaid ) of playing the

Game, of naming the Trump, and oftak-

ing in as many and as few Cards as he

lift, and after himthe fecond, &c. having

demanded whether any one will play with-

out taking in, you oblige your felf to take

in though your Game be never fo good,

wherefore you do well to confider it be-

fore.

IF you name not the Trump before you

look on the Cards which you have taken

in, any other may prevent you and name

what Trump they pleafe: If you know

not of two Suits which to name Trump

firft, the black Suit is to be preferred be-

fore the red, becauſe there are fewer

Trumps of it. Secondly, you were beſt

to chufe that Suit of which you have

not the King, becaufe, befides your three

Trumps, you have a King which is as

good as a fourth. When you have the

Choice of going in three Matadors, or the

two
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two black Aces, with three or four other

Trumps, if the Stakes be great you are .

to chuſe this laſt, as moſt like to win moſt

Tricks ; if it be but a fimple Stake, you

are to chufe the firſt, becauſe the fix

Counters you are to receive for the three

Matadors more than countervail the four

orfive you loſe for the Game.

8

He that hath the firft Hand is never

to take in, nor play, unleſs he have three

fure Tricks in his Hand at leaft ; to un-
;'

derftand which the better, know the End

oftheGame is to win moft Tricks, whence

he that can win five Tricks of the nine

hath a fure Game ; or if he win four, and

can fo divide the Tricks as one may win

two, the other three, if not it is either

Codillio, or Repuesto ; fo the Player loofeth

and maketh good the Stakes.

IT is called Codillio when the Player is

beafted, and another wins more Tricks than

he; when this takes up the Stakes, and

the other makes it good:

HERE note, although the other two

always combine to make him lofe, yet

they all do their beft ( for the common

good) to hinder any one from winning,

only ſtriving to make it Repuesto, which is

when the Player wins no more Tricks

´than another, in which Cafe the Player

doubles the Stake without any ones win-

ning
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ning it, and remains fo for the Advan-

tage of the next Player.

HERE note that Kings of any Suit are

accounted as good Trumps, mean while

all other Cards but Kings and Trumps

are to be difcarded.

THE Player having taken in, the next

is to confider the Goodneſs of the Game,

and to take in more or lefs for the beſt

Advantage of his Game ; neither is any,

for the faving a Counter or two, to neg-

lect the taking in, that the other may com-

modiouſly make up his Game with what

Cards he hath left, and that no good

Cards may lie dormant in the Stock, ex-

cept the Player playeth without taking

in, when they may refufe to take in, if

they imagine he hath all the Game.

WHEN one hath a fure Game in his

Hand, he is to play without taking in,

then the others are to give him each one

of the great Counters, as he is to give

them, if he play without taking in a

Game that is not fure, and loſeth it ; if

you win all the tricks in your Hand, or

the Voll, they likewife are to give you

one Counter a-piece ; but then you are

to declare before the fifth Trick, that you

intend to play for the Voll, that fo they

keep their beft Cards, which elfe, feeing

C
you
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you win five Tricks ( or the Game ) they

may carelefly caft away.

IF you renounce, you are to doublethe

Stake, as alfo if you have more or fewer

Cards than nine, to which End you muſt

carefully count your Cards in dealing, and

taking in, before you look on them : Be-

fides, according to the Rigour of the

Game, if you ſpeak any Thing tending

to the Diſcovery thereof, either in your

own Hand, or another (excepting Gagno)

-or playfo, to hinder the making of Repue-

fa , or Cedillio, you are not fit to play.

OBSERVE, that in playing Trumps, if

any plays an ordinary one, and you have

only the three beft Cards, or Matadors,

fingly or jointly in your Hands, you may

refufe to play them without renouncing,

becauſe of the Priviledge which theſe

Cards have, that none but commanding

Cards can force them out of your Hand.

You are to fay nothing when you play

your Card, but Ipass, or play, or gagno,

or gagno del Re , when you play your

Queen to hinder them from taking it with

the King.

Now fince it is impoffible to provide

against all Accidents in the Game, only

take notice of theſe general Rules.

FIRST never win more than one Trick

f you cannot win more than two, becauſe

of

1
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of the Advantage you give the Player by

it, in dividing the Tricks.

SECONDLY, you are to win the Trick

always from the Player if you can, un-

leſs you let it pafs for meer Advantage,

where the ſecond is to let paſs to the

third if he have the likelier Game to beaft

the Player, or if he be likelier to win it.

There may be divers Advantages in re-

fufing to take the Player's Trick ; but

the chief is, if you have the Ten-aces in

your Hand, that is, two Cards, and ifyou

have the Leading, you are fure to loſe one

ofthem ; if the Player lead to you, you are

fure to win them both. For Example, if

you have Spadillo and Bafto in your

Hand, andhe have the Mallillio and another

Trump, if
you

leadyou lofe one ofthem

for either you play your Spadillo, and he

plays the leffer Trump upon it, and wins

your Bafto the next Trick with his Mal-

lillio, andfo the contrary ; whereas if he

leads he loofeth ; for ifhe leads his Mal-

lillio you win it with your Spadillo, and

with your Bafto win the other Trump,

&c.

IF you are not fure to win five Tricks,

havingonlythree Matadors, and Kings your

auxiliary Cards ; if youhave the Leading,

I play firft a Matador or two before you

play your Kings to fetch out his Trumps,

C 2

cauf

which

;
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which might have trumped them, and if

you have three Matadors, with two other

Trumps, your beſt way is to play your

Matadors firft to fee where the Trumps

lie ; if both follow, you are fure if the

Trump be red, there remains only one

Trumpin their Hands, if black, none at

all.

LASTLY, if the Players have but a

weak Game, they are to imitate cunning

Beaft-players in dividing the Tricks, and

confulting to play their Cards. To con-

clude, lay your Tricks angle-wife, that

you may with more Eaſe compute them.

本 晶泰 ♣♣弟弟弟弟弟弟弟弟兔兔兔兔兔兔AGMORGENENATISFAGAGAGAGAGAGAMING

II. PRIMERO, a Spaniſh Game.

TH

HIS Game was anciently, amongſt

the graver Sort of Spaniards, held in

very great Efteem ; but it continued not

long fo; for fince the late ingenious In-

vention of the Spanish Game, call'd Om-

bre, the Reputation it had is quite dimi-

nifhed, and the other in extraordinary Re-

queft, as having a very divertive Addi-

tion, which the ancient Primero was de-

fective in.

THE
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THE main Difference between the two

Games, is, that Primero is play'd with fix

Cards, and Ombre with nine ; but as

to the Terms or Appellations that they'

bear, they are much thefame ; Spadillo, or

the Ace of Spades, being here as there

counted the beft Card ; and two or three

may fit down to play asthey do at that.

THEY have, as Ombre has, Bafto the

Ace of Clubs, Punto, for the Ace of

Trumps, with Manillio the Seven of the

red Cards, or Deuce of black ; alfo Ma-

tadors, being Sequence of the first three beſt

Cards.

THERE is alſo another Variation be-:

tween the Games, which gives this we

are mentioning its Appellation, and that

is, as at Ombre, when any one has a

fure Game, and plays for the Voll, Spa-

dillo, Mallillio, or Kings, that are as good

as Trumps, with the aforefaid Matadors,

intitle him to win ; fo here, he that has

Cinquo Primero, which is a Sequence of

five of the beft Cards, affifted with Spa-

dillo, or any other valuable Trump, is

fure to be fuccefsful over his Adverfary..

HE C. 3
BAS-
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III. BASSET, a French Game.

TH

HIS Game, amongſt all thoſe on the

Cards, is accounted to be the moſt

Courtly, being properly, bythe Underſtan-

ders of it, thought only fit for Kings and

Queens, great Princes, Noble-men, &c. to

play at, by reafon of fuch great Loffes, or

Advantages, as may poffibly be on one fide

or other, during the time of Play.

IT is in its nature not much unlike our

late Royal-Oak-Lottery; and as that, bythe

Lottery-man's having five Figures in two

and thirty for himſelf, muſt certainly be a

confiderable Profit to him in length of

Time, fo here the Dealer that keeps the

Bank, having the first andlaft Card at his

own Difpofe, and other confiderable Privile

ges in the dealing the Cards, has (without

doubt) a greater Profpect of gaining than

thofe that Play : This was a Truth fo ac-

knowledgedin France, that the King made a

publick Edict,that the Privilege of a Talliere,

or one that keeps the Bank at Baffet, fhould

only be allow'd to Principal Cadets, or Sons

of
great Families, fuppofing that whoever

was fo befriended as to be admitted to keep

the Bank, muft naturally in a very ſhort

time become Poffeffor of a confiderable E-

ftate.

BUT
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BUT all others, for fear ofruining private

Perſons and Families,are confin'd Politically

to a Twelve-penny Bank, tho ' here they

have the Liberty offtaking what they pleaſe.

The Terms of the Game are thefe..

Tailliere,

Croupiere,

Punter,

The Faffe,

The Couch,

The Paroli,

The Maſſe,

The Pay,

Alpiew,

Sept-et-le-va,

Quinze-et-le-va,

Trent-et-le-va,

Soiffant-et-le-va, &c.

The Explanation of the Terms.

TH

I. HE Taillere is he that keeps the

Bank, who lays down a Sum of

Money before all thofe that Play, to an-

fwer every winning Card that ſhall appear

in his courſe of Dealing.

•
2. The Croupiere is one that is affiftant

to the Talliere, and ſtands by to ſuperviſe

the lofing Cards ; that when there are a

confiderable Company at Play, he may

not loſe by overſeeing any thing that might

turn to his Profit.

3. The Punter is a Term for every one

of the Gameſters that Play.

4. The Faffe, is the firft Card that is

turn'd up by the Talliere, belonging to the

whole Pack, by which he gains half the

C4
Value
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Value ofthe Money that is laid down up-

on every Card ofthat Sort by the Punters.

5. The Couch is a Term for the firft

Money that every Punter puts upon each

Card, every one that plays having a Book

of Thirteen feveral Cards before him, up-

on which he may lay his Money more or

lefs according to his Fancy.

6. The Paroli is a Term explain'd thus,

that having won the Couch or firft Stake,

and having a mind to go on to get a Sept-

et-le-va, you crook the Corner of your

Card, letting your Money lie without be-

ing paid the value of it by the Talliere.

7. The Maffe is when you have won the

Couch or firft Stake, and will venture more

Moneyupon the fame Card, which is only

purſuant to the Diſcretion of the Punter,

who knows or ought to know the great

'Advantages the Talliere has, and therefore

fhould be fubtle enough to make the beſt

of his own Game.

8. The Pay is when the Punter has won

the Couch or firft Stake, whether a Shilling,

Half-crown, Crown, Guinea, or whatever

he lays down upon his Card, and being

fearful to make the Paroli, leaves off; for

by going the Pay, if the Card turns up

wrong he lofes nothing, having won the

Couch before ; but if by this Adventure

Fortune favours him, he wins double the

Money that he ftakes. The
9.
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10.
ע

9. The Alpiew is much the fame thing

as the Paroli, and like that Term us'd,.

when a Couch is won by turning up, or

crooking the corner ofthe winning Card.

10. Sept-et-le-va is the firft great Chance :

that fhews the Advantages of this Game,

as for Example : If the Punter has won

the Couch, and then makes a Paroli by

crooking the corner of his Card, as is faid

before, and going on to a fecond Chance,

his winning Card turns up again, it comes

to Sept-et-le-va, which is feven times as

much as he laid down upon his Card.

11. Quinze-et-le-va, as next in its Turn,

is attending the Punter'sHumour, who per-

haps is refolv'd to follow his Fancy, and

ftill lay his Money upon the fame Card,

which is done by crooking the third corner

of his Card; whichcoming up bythe deal-

ing ofthe Tailliere, makes him win fifteen .

times as much Money as he ſtak'd..

12. Trent-et-le-va fucceeds Quinze-et-le-

va, and is mark'd by the lucky Punter, by

crooking or bending the End of the

er fourth corner of his winning Card, which

coming up, makes him Purchaſer ofthree :

and thirty times asmuch Money as he laid

down.

ng

or

up

he

де

13. Soiffant-et-le-va is the higheſt and

re greateſt Chance that can happen in the

he Game, for it pays Sixty-feven times as much

C..5 Money

A

"
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Money as is ftak'd, and is ſeldom won

but by fome lucky Punter, who refolves

to push the Extream of his good For-

tune to the Height : It cannot be won but

by the Talliere's dealing the Cards over

again, which if his winning Card turns

up, pays him with fuch a prodigious Ad-

vantage.

AND as I fometimes have ſeen at the

Royal Oak Lottery ( before mention'd ) a

Figure come up that by fome Guineas laid

on it in full, by the winning eight and

twenty Times as much has broke the

Keeper of it, fo by the Courage and ex-

traordinary Luck of fome pufhing Punter

at this Game, fome great Stake with Soif

fant-et-le-va may turn up, and by that

Means break the Bank.

BUT this very rarely happens ; the

Talliere, like the Lottery-Man being a

great deal more likely to break the Game-

fters than they him. The Senſe of this

great Advantage which the Dealer has

(feveral Families having been ruin'd by

playing at it ) has caus'd this Game to be

modell'd toa twelve-penny Bank in France.

The Order ofthe Game is thus.

THEY fit down round a Table, as ma-

ny as pleaſe, the Talliere in the midft of

them with the Bank of Money before

him,
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him, and the Punters each having a Book

ofthirteen Cards, laying down one or two,

three or more as they pleaſe with Money

upon them, as Stakes, then he takes the

Pack altogether in his Hand and turns

them up, the bottom Card appearing is

call'd the Faffe, and pays him half the

Value ofMoney laid down bythe Punters

upon any Card of that Sort, as has been:

faid before.

The Manner of the Play is thus..

AFTER the Faffe is turn'd up, and the

Talliere and Croupiere have look'd round

the Cards on the Table, and taken half

the Advantage ofthe Money laid onthem,

he proceeds in his Deal, and the next

Card appearing, whether King, Queen,

Ace, or whatever it be, wins for the Pun-

ter, who may receive, if he has laid Mo--

ney on fuch a Sort of Card, the Value,

or making Paroli go on to a Sept-et-le-

va, as has been faid ; the Card after that

wins for the Talliere, who takes Money.

from each Punter's Card of that Sort and

brings it to his Bank.

THE Talliere's Manner ofExpreffion in

playing the Game is thus : If the win-

ning Card be a King, and the next appear-

ing after it be a Ten, then he fays (thew-

ing the Cards that appear to all the Pun-

ters
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;

ters round ) King wins, Ten loſes, pay-

ing the Money to fuch Cards as are of

the winning Sort, and taking the Money

to fupply his Bank from thoſe that lofe

that done, he goes on with the Deal, as,

Ace wins, Five lofes, Knave wins, Seven

lofes, and fo every other Card alternate-

ly winning and lofing till all the Pack be

dealt but the laſt Card.

THE laft Card turn'd up (as I hint-

ed before ) is an Advantage to the Tal-

liere, becauſe by the Rule of the Game,

which was contriv'd for his Benefit, tho'

it be turned up, and the Punter may hap-

pen to have ftak'd upon one of the fame

Sort, yet it is allowed as one of his Dues

in Relation to his Office, and he pays no-

thing.

THE Punter, 'tis certain, who is luckily

adventurous, and can push on his Couch

with a confiderable Stake to Sept-et-le-va,

Quinze-et-le-va, Trent-et-le-va, &c. if he

have the Fortune to arrive at that Pitch,

muſt in a wonderful manner multiply his

Couch, or firft Stake, but that is fo fel-

dom done, confidering the Frequency of

the Punter's Loffes in Compariſon to the

Bank's Advantage, that the dimmeſt Eye

may eaſily fee without a pair of Specta-

cles, howmuch and confiderably the De-

fign
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the Talliere.

THE Liberty that is uſed by our Eng-

lih pufhing Adventurers at this Game

makes it of quite another Kind than it is

in France ; for they (as has been faid)

are compelled by the fovereign Authority

to ftint the prodigal Humours in Punting,

and are only to play at a twelve Penny

Bank, where the Loffes or Gains cannot

be ruinous, nor fo extravagant as to make

a Defolation in a Family : But here in

England the Punters being oblig'd by no

fuch Confinement, have the Liberty to

ſtake one, two, three Guineas, or more,

upon a Card, as I frequently have feen

fome of the Nobility do at Court, which,

the Couch being alpiew'd, or paroli'd, to

Sept-et-le-va, Quinze-et-le-va, Trent-et-le-

va, &c. ( which does fometimes happen)

muſt needs redound extreamly to the Pun-

ter's Profit, who by the Advantage of the

Multiplication muft undoubtedly raiſe his

Couch, or Stake ( if he be fo couragious

to make it valuable ) to a very extraor-

dinary Sum : And if he be fo befriended

by Fortune to bring it to Soiffant-et-le-va,

he is very likely to break the Bank, by

gainingaSum fo bulky, that, 'tis probable,

at prefent the Talliere is not able to pay.

BUT
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BUT this (like Snow in Summer) is a

Rarity that happens very feldom, tho' it

fometimes has been, and therefore is in-

deed only a Decoy for the Punter to urge

him to venture his Stake boldly : The

Talliere's certain Advantage for all this

fpecious Demonftration of the Punter's

Probability of winning, being plainly ob-

vious and unanswerable, as fhall further

appear.

SUPPOSE Ten, or any other Card wins

for the Punter, if another Ten comes up

juft after in the winning Card's Place, it

does not win for him, but for the Bank,

but ifit comes up three or four Cards af

ter that, it wins for the Punter : If Ace

or any other Card wins at first, and af-

terwards come up again in the next win-

ningCard's Place, it does not go, but by a

Term they have for that Part of the

Game is faid to retire, till the next Op-

portunity, becauſe by the Rule of the

Game it muſt go for the Bank before the

Punter.

BUT then in Return of this, and fub-

tilly to gain the Efteem of all the young

Adventurers who are apt to fet their

Money briskly, if the Card happens to

come in the next lofing Place, it does

not lofe, becauſe it has not gone for the

Punter, but alſo retires without paying

the
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the Bank, having won a Couch, which the

Talliere faves, and fhould have paid.

To conclude, this Game, as the afore-

faid Royal- Oak-Lottery was formerly, is

of fo tempting and decoying a Nature,

by reafon of feveral fpecious Multiplica-

tions and Advantages, which feemingly it

offers to the unwary Punter, that a great

many like it fo well, that they will in

fome Coffee-Houfes, and other publick

Places, play at fmall Game rather than

give out ; and rather than not play at all,

will punt at a Groat, three-permy, nay a

two-penny Bank, fo much the Hopes of

winning the Quinze et-le-va, and Trent-et-

le-va intoxicates them ; but the Judicious,

whofe Love of Gaming doesnot exceed his

governable Underſtanding, will not engage

at it, or if he does, will play fo warily as

not to be drawn by the feeming profita-

ble Gloffes, fince 'tis most certain that it

cannot be upon the Square, and that the

Talliere ifhepays you twenty Pound in one

Night's Play, only gives you Opportunity

in another to lofe an Hundred.

མ IV. PICKET.
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IV. PICKET.

EFORE you begin the Game at

Picket, you muſt throw out of the

Pack the Deuces, Trays, Four, and Fives,

* and play with the reft of the Cards,

which are in Number thirty and fix.

THE ufual Set is an hundred, not but

that you may make it more or leſs ; the

laft Card deals, and the worſt is the

Dealer's.

2
THE Cards are all valued according to

the Number of Spots they bear, the Ace

only excepted, which wins all other Cards,

and goes for Eleven.

THE Dealer fhuffles, and the other

cuts, delivering what Number he pleaſeth

at a Time, fo that he exceed not four,

nor deal under two, leaving twelve on

the Table between them.

HE that is the elder, having look'd o-

ver his Cards, and finding never a Court-

* Theſe were the Rules of the Game when it

was play'd with the Sixes, but however the Rules

hold for the Game as it is play'd at preſent with-

out the Sixes, only when it is play'd without Sixes

the elder Hand is to take in five of the eight

Cards in the Stock,

Card
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Card among them, fays, I have a Blank,

and I intend to diſcard fuch a Number of

Cards, and that you may fee mine, dif

card you as many as you intend ; this

done, the eldeft fhews his Cards and

reckons ten for the Blank, then taking up

his Cards again, he difcards thoſe which

he judgeth moft fit : Here note, he is al-

ways bound to that Number, which he

firft propounded. This being done, he

takes in as many from the Stock as he

laid out; and if it fhould chance to fall

out that the other hath a Blank too, the

younger's Blank fhall bar the former, and

hinder his Picy and Repicy, tho' the eldeſt

Hand's Blank confifts of the biggeſt Cards.

IT is no fmall Advantage to the eldeſt

to have the Benefit of difcarding, becauſe

he may take in eight of the twelve in the

Stock, difcarding as many of his own for

them, not but that if he find it more ad-

vantagious he may take in a lefs Num-.

ber ; after this the Antagoniſt may take

in what hethinks fit, acquitting his Hand

of the like Number. Here note, that

let the Game be never fo good, theGame-

fters are both obliged to diſcard one Card

at leaft. After the difcarding you muſt

confider the Ruff, that is, how much

you can make of one Suit ; the eldeſt firſt,

and if the youngeſt makes no more, the

Ruff

H
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Ruff is good, and fets up one for every

ten he can produce ; as for Example,

for thirty reckon three, for forty four,

and ſo onward ; withal take notice you are

to count as many for thirty five as for

forty, and as much for forty five as for

fifty, and fo of the reft ; but from thirty

five to thirtynine you muſt count no more

than for thirty five, and fo from thirty to

thirty four count no more than for thirty ;

and this Rule is to be obferved in all o-

ther higher Numbers.

As for Sequences and their value after

the Ruff is paid, the elder acquaints you

with his Sequences ( ifhe have them ) and

they are Tierces, Quarts, Quints, Sixiefms,

Septiefms, Huietiefms and Neufiefms ; as

thus ; Six, Seven and Eights ; Nine, Ten,

and Knave; Queen, King, and Ace; which

laft is called a Tierce Major, becauſe it

is the higheft. A Quart is a Sequence of

four Cards, a Quint of five, a Sixiefm

offix, &c. Thefe Sequences take their De-

nomination from the higheſt Card in the

Sequence. It is a Tierce Major, or a Tierce

ofan Ace when there is Queen, King,

and Ace ; a Tierce of a King, when the

King is the beft Card ; a Tierce of a

Queen, when there is neither King nor

Ace; and fo till you come to the loweft

Tierce, which is a Tierce of an Eight.

You
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You muſt reckon for every Tierce three,

for a Quart four, but for a Quint fifteen,

for a Sixiefm fixteen, and fo upward ; now

whatever you can make of all you muſt

add to your Blank, and count the whole

together.

HERE note, that the biggeft Tierce,

Quart, or other Sequence, although there

be but one of them, makes all the other

lefs Sequences uſeleſs unto him, be they ne-

ver fo many, and he that hath the biggeſt

Sequence, by Virtue thereof reckons all his

lefs Sequences, though his Adverfary's Se-

quences be greater, and otherwife would

have drowned them.

FARTHER obferve, that a Quar

drowns a Tierce, anda Quint, a Quart, and

fo of the reft ; fo that he who hath a

Sixiefm may reckon his Tierces, Quarts,

or Quints, though the other may happen

to have Tierce, Quart, &c. of higher Va-

lue than the others are that hath the Six-

iefm , trace the fame Method in all the

other like Sequences.

AFTER you have manifefted your Se

quences, you come to reckon your three

Aces, three Kings, three Queens, three

Knaves, or three Tens; as forNines, Eights,

Sevens, and Sixes, they have no Place in

this Account : For every Ternary you

count three, and they are in Value as it

is
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is in Sequences. Aces the higheſt and beſt,

Kings the next, after theſe Queens, then

Knaves, and laft of all Tens. The higher

drowns the lower here, as in Sequences.

HE that hath three Aces may reckon

three Queens, Knaves, or Tens, if he

have them, though the other hath three.

Kings ; and this is done by reaſon

of his higher Ternary. Now he that

hath four Aces, four Kings, four Queens,

four Knaves, or four Tens, for each reckons

fourteen, which is the Reaſon they are

called Quatorzes.

You muſt fhew your Point, Quint, or

Quart, before you play, or elfe the other

may reckon his, though inferior, upon

fhewing them..

Now they begin to play the Cards,

the elder begins and the younger follows

in Suit, as at Whisk, and for every Ace,

King, Queen, Knave, or Ten, he reckons

one.

.

A Card once play'd muft not be recal-

led, unleſs he have a Card of the fame

Suit in his Hand ; ifthe elder Hand plays

an Ace, King, Queen or Ten, for every

fuch Card he is to reckon one, which he

adds to the Number of his Game be-

fore ; and if the other be able to play

upon it a higher Card of the fame Suit,

he wins the Trick, and reckons one forና

his
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his Card as well as the other. Whofoe-

ver wins the laft Trick reckons two for it,

ifhe win it with a Ten, but ifwithany Card

under, he reckons but one ; then they tell

their Cards, and he that hath the moſt is

to reckon ten for them.

AFTER this each Perfon fets up his

Game with Counters, and ifthe Set be not

At up, deal again ; now a Set is won after

this manner ; admit that each Party is fo

forward in his Game, that he wants but

four or five to be up, if it fo happens that

any ofthe two have a Blank, he winsthe

Set, becauſe the Blanks are always firſt

reckoned ; but if no Blanks then comes

the Ruff, next your Sequences, then your

Aces, Kings, Queens, Knaves and Tens,

next what Cards are reckoned in Play, and

laft of all the Cards you have won. If

any of the Gamefters can reckon either

in Blanks, Ruffs, Sequences, Aces, &c. up

to thirty in his own Hand without play-

ing a Card, and before the other can

reckon any thing, inftead of thirty he

fhall reckon ninety, and as many as he

reckons after above his thirty, adding

them to his ninety: This is known bythe

Name ofa Repicy.
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MOREOVER, he that can make in like

manner, what by Blank, Ruff, Sequences, &c.

up to the faid Number, before the other

hath
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hath play'd a Card, or reckoned_any

Thing, inftead of thirty he reckons fixty,

and this is called a Picy. Here note, that

ifyou can but remember to call for your

Picy, or Repicy, before you deal again,

you fhall lofe neither of them, otherwife

you muft.

He that wins more than his own

Cards reckons ten, but he that wins all

the Cards reckons forty, and this is called

a Capet.

THE Rules belonging to this Game

are theſe. Ifthe Dealer give more Cards

than his due, whether through Miftake,

or otherwiſe, it lieth in the Choice of

the elder Hand whether he fhall deal a-

gain or no, or whether it ſhall be play'd

out.

HE that forgets to reckon his Blank,

Ruff, Sequences, Aces, Kings, or the like,

and hath begun to play his Cards, cannot

recal them. So it is with him that fhew-

eth not his Ruff before he play his firſt

Card, lofing abfolutely all the Advantage

thereof.

He that mifreckons any thing, and hath

play'd one of his Cards, and his Adver-

fary finds at the Beginning, Middle, or

End ofthe Game, that he had not what

he reckoned, for his Puniſhment he ſhall

be debar'd from reckoning any Thing he

really
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really hath, and his Adverfary fhall reckon

all he hath, yet the other fhall make all

he can in play. He that takes in more

Cards than he difcardeth, is liable to the

fame Penalty.

HE that throws up his Cards, imagin-

ing he hath loft the Game, mingling them

with other Cards on the Table, though

afterwards he perceives his Miftake, yet

he is not allowed to take up his Cards

and play them out.

No Man is permitted to difcard twice

in one Dealing.

HE that hath a Blank, his Blank fhall

hinder the other's Picy and Repicy, al-

though he hath nothing to fhew but his

Blank.

HE that hath four Aces, Kings, Queens,

&c. dealt him, and after he hath diſcard-

ed one ofthe four reckons the other three,

and the other fay to him, Is it good? he

is bound to tell the other, if he ask him

what Ace, King, Queen, &c. he wants.

IF after the Cards are cleanly cut, ei-

ther of the Gamefters know the upper

Card by the Backfide, notwithſtanding

this the Cards must not be fhuffled again.

In like Manner, if the Dealer perceive

the other hath cut himſelf an Ace, and

would therefore fhuffle again, this is not

permitted; and if a Card be found faced,

it
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it fhall be no Argument to deal again,

but muft deal on; but if two be found

faced, then may he fhuffle again.

LASTLY, Whofoever is found changing

or taking back again any of his Cards, he

fhall lofe the Game, and be accounted a

foul Player.

L

V. LANTERLOO.

ANTERLOO is a Gamemay be play'd

feveral Ways, but I fhall infift on

none but two; the firft Way is thus.

LIFT for dealing, and the beſt Putt

Card carries it ; as many may play as the

Cards will permit, to whommuſt be dealt

five a-piece, and then turn up Trump.

Now if three, four, five or fix play, they

may lay out the Threes, Fours, Fives,

Sixes and Sevens, to the intent they may

not be quickly loo'd ; but ifthey would

have the Loos come faft about, then play

with the whole Pack.

HAVING dealt, fet up five Scores, or

Chalks ; and then proceed forwards in

your Game.

HE
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HE that is eldeft Hand hath the Pri-

vilege of paffing by the Benefit thereof,

that is, he hath the Advantage of hear-

ing what every one will fay, and, at laft,

may play or not play, according as he

finds his Game good or bad. If the El-

deft faith he paffeth, the reft may chufe

whether they will play or no.

You may play upon every Card what

you pleaſe, from a Penny to a Pound.

Trumps as at Whift are the beft Cards,

all others in like Manner take their Pre-

cedency from the higheſt to the loweſt.

.

You muſt not revoke, ifyou do, you

play all on the Table. If you play, and

are loo'd ( that is, win never a Trick )

you muſt lay down to the Stock fo much

for your five Cards, as you plaid upon e-

very one of them.

EVERY Deal rub off a Score, and for

every Trick you win fet up a Score by

hey you, till the firſt Scores are out, to re-

member you how many Tricks you have

won in the feveral Deals in the Game.

res,

may

lay

ALL the Chalks for the Game being

rub'd out, tell your own Scores, and for

fo many Scores or Tricks which you have

a won, fo much as they were valued at in

in the Game, fo much you must take from

the Stock ; thus muft every one do ac-

cording

HE

D
1
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cording to the Number of Tricks he

hath won.

HERE note, that he who hath five

Cards of a Suit in his Hand loos all the

Gameſters then playing, be they never fo

many, and fweeps the Board ; ifthere be

two Loos he that is eldeſt Hand hath

the Advantage.

As there is Cheating (as they fay ) in

all Trades, fo more particularly intolerable

in Gaming ; as in this, for Example, if

one ofthe Gamefters have four of a fuit

and he wants a fifth, he may for that fifth

make an Exchange out of his own Pocket,

if he be skilled in the cleanly Art of

Conveyance ; if that fail, fome make uſe

of a Friend, who never fails to do him.

that kind Office and Favour. There are

other Cheats to be performed, which I

fhall omit, fince it is not my Bufinefs to

teach you how to cheat, but fo to play

as not to be cheated.

LANTERLOO another Way plaid.

L

IFT for dealing as aforefaid, and

the beſt Put-card deals five to e-

very one a-piece. The Dealer for his

five Cards muft lay down fo many Six-

pences, Shillings, &c. as they conclude up-

on,
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on, and agree for every Card, or fo ma-

ny Counters being valued at either Six-

pence or Twelve-pence, more or lefs. Af-

ter this all muft play ; if any be loo'd he

muft lay down fo much for his Loo aş

his five Cards amount to. If any next

dealing be loo'd he muft lay down as

much for his Dealing, and as much for

his Loo.

If after this the eldeft Hand paſs, the

reft may refuſe to play, or play if they

think they can win a Card.

HERE note, If there be never a Loo,

the Money may be divided by the Game-

fters according to the Number of their

Tricks : If there be a Loo, the Winners

muft take up the Money, and he that is

loo'd muſt lay down as much Money on

the Board, as every one had laid down

before, be it never fo great a Sum, be-

fides the like Quantity for dealing, if he

that was loo'd dealt.

2
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VI. English Ruff, and Honours, and

Whift.

UFF and Honours, ( alias Slamm)

and Whift, are Games fo commonly

known in England, in all Parts thereof,

D 2 that
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"that every Child almoſt of eight Years

old hath a competent Knowledge in that

Recreation, and therefore I am unwilling

to fpeak any thing more of them than

this, that there may be a great deal of

Art ufed in dealing and playing at theſe

Games, which differ very little one from

the other.

IN playing your Cards you muſt have

recourfe altogether to your own Judgment

or Difcretion, ftill making the beſt of a

bad Market ; and though you have but

mean Cards in your own hand, yet you

may play them fo fuitable to thofe in

your Partner's Hand, that he may either

trump them, or play the beſt of that Suit

on the Board.

You ought to have a fpecial Eye to

what Cards are play'd out, that you may

know by that Means either what to play,

if you lead, or how to trump fecurely and

advantagiously. Reneging or renouncing,

that is, not following Suit when you have

it in your Hand, is very foul play, and

the that doth it ought to forfeit one, or

the Game upon a Game, and he that lof-

eth dealing lofeth one, or a Trick, as you

make it.

AT Ruff and Honours, by fome cal-

led Slamm, you have in the Pack all

the Deuces, and the Reafon is, becaufe

four
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four playing, having dealt twelve a-piece,

there are four left for the Stock, the up-

permoft whereof is turned up, and that is

Trumps. He that hath the Ace of that

ruffs, that is, he takes in thoſe four Cards,

and lays out four other in their Lieu ; the

four Honours are the Ace, King, Queen

1 and Knave ; he that hath three Honours

in his own Hand, his Partner not having

the fourth, fets up eight by Cards, that

is, two Tricks ; if he hath all four, then

fixteen, that is, four Tricks ; it is all one,

if the two Partners make them three, or

four between them, as if one had them.

If the Honours are equally divided among

the Gamefters of each Side, then they

fay Honours are fplit. If either Side are

at eight Groats he hath the Benefit of

calling, Can-ye, if he hath two Honours

in his Hand, and if the other anſwers

one, the Game is up, which is nine in

all ; but if he hath more than two he

fhows them, and then it is one and the

fame Thing ; but if he forgets to call after

playing a Trick, he loofeth the Advan-

tage of Can-ye for that Deal.

at!
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ALL Cards are of Value as they are

fuperior one to another, as a Ten wins a

Nine, ifnot Trumps, fo a Queen a Knave,

in like Manner ; but the leaſt Trump

will win the higheft Card of any o-

D 3 ·
ther
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ther Card, where, note, the Ace is the

higheſt.

Whift is a Game not much differing

from this, only they put out the Deuces,

and take in no Stock ; and is called Whift

from the Silence that is to be obferved

in the Play ; they deal as before, playing

four, two of a Side, ( fome play at two

handed, or three handed Whift ; if three

handed, always two ftrive to fupprefs and

keep down the rifing Man,) I fay they

deal to each twelve a-piece, and the

Trump is the bottom Card. The Man-

ner of crafty playing, the Number ofthe

Game nine, Honours and Dignity of o-

ther Cards are all alike ; and he that

wins moft Tricks is moft forward to win

the Set.

He that can by Craft overlook his Ad-

verfary's Game hath a great Advantage,

for by that means he may partly know

what to play fecurely ; or if he can have

fome petty Glimpfe of his Partner's Hand.

There is a Way by Winking, or the Fin-

gers, to diſcover to their Partners what

Honours they have, as bythe wink of

one Eye, or putting one Finger on the

Nofe, or Table, it fignifies one Honour,

fhutting both the Eyes, two ; placing

three Fingers, or four on the Table, three

or four Honours. They have feveral

Ways
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Ways of fecuring an Honour or more in

the Bottom when they deal, either to

their Partners or felves ; it to their Part-

ner, they place in the fecond Lift next to

the Top, one, two, three or four Aces,

rve or Court Cards all of a Suit, according as

they could get them together in the for-

mer Deal, and place a Card of the fame

Suit in the Bottom, when the Cards are

cut they muſt uſe their Hand fo dexte-

roully, as not to put the Top in the

Bottom, but nimbly place where it was

before.

4
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If they would fecure Honours to them-

felves, when dealing, they then place fo

many as they can get upon their Lap, or

other Place undifcerned, and after the

Cards are cut, then clap them very neat-

ly under. But the cleanlieft rooking Way

is by the Breef, that is, take a Pack of

Cards and open them, then take out all

the Honours, that is as aforefaid, the

four Aces, the four Kings, &c. then take

the reft, and cut a little from the Edge

of them all alike, by which Means the

Honours will be broader than the rest,

fo that when your Adverfary cuts to you,

you are fure of an Honour, when you

cut to your Adverfary, cut at the Ends,

and then it is a Chance if you cut him

an Honour, becauſe the Cards at the

D..4 Ends
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Ends are all ofa Length ; thus you may

make Breefs end-ways as well as Side-

ways.

THERE are a Sort of cunning Fellows

about this City, who before they go to

Play will plant half a Dozen of theſe

Packs ( nay, fometimes half a Score ) in

the Hands of a Drawer, who, to avoid

being fufpected, will call to their Confede-

rate Drawer for a frefh Pack of Cards,

who brings them, as from a Shop, new;

and fome of thefe Packs fhall be fo finely

mark'd, whereby the Gamefter fhall plain-

ly and certainly know every Card therein

contained, by the outfide, although the

beft of other Eyes fhall not difcern where

any Mark was made at all ; and this

done, with that Variety, that every Card

of every Suit fhall have a different diftin- :

guiſhing Mark.

SOME have a way to flick, with a

Slick-Stone, all the Honours very smooth,

by which means he will be fure to cut his

Partner an Honour, and fo his Partner to

him again ; and that is done by laying

a Fore-finger on the Top indifferent hard,

and giving a flurring Jerk to the reft,

which will flip off from the flick'd Card.

IT is impoffible to fhew you all the

Cheats of this Game, fince your_cunning

Gamefter
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Gamefter is always ftudying new In-

ventions to deceive the Ignorant.
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VII. FRENCH-RUFF

A

T French-Ruff you muſt lift for

Deal, moſt or leaft carries it ac

cording to the Agreement of the Game-

fters.

1

A

You may play either two, four or fix

of a Side, dealing to each five a-piece,

either two firit, at a Time, or three,

according to Pleaſure, and he that deals

turns up Trump : The King is the high-

eft Card at Trumps, and fo it is higheſt

in all other Cards that are not Trumps ;

the Queen is next, the Knave next, and

next to that the Ace, and all other Cards

follow in Preheminency, according to the

Number ofthe Pips, but all finall Trumps

win the higheſt of any other Suit.

HAVING turn'd up Trumps, he that

hath the Ace muft take the Ace turn'd

up, and all other Trumps which imme-

diately follow that, iffo agreed among the

Gamefters, laying out fo many Cards as.

he took up in Lieu thereof.

D 5 AFTER



$8 The Gam
e

of Bra
gg

.

AFTER this they play. To win two

Tricks fignifies nothing, to win three or

four wins but one, but to win five is the

winning of five.

IF you play at Forfat, (that is, the Ri-

gour of the Play ) he that deals wrong

lofeth one and his Deal. You are bound

to follow Suit, and ifyou renounce or re-

nege, you loſe the whole Game, if you

fo make it, otherwife but one or two, ac-

cording to Agreement.

HE that plays a Card that is trumped

by the Follower, if the next Player hath

none ofthe former Suit, he muſt trumpit

again, although he hath never a Trumpin

his Hand that can winthe formerTrump,

and fo it muſt pafs to the laft Player.

ALL the Players round are bound to

win the higheſt Trump play'd if they can.

Here note, he who playeth before his

Turn, lofeth one, unless it be the laft

Card of all.

VIII . The ingenious and pleaſant Game

ofBRAGG.

THEPerfon,

appointed to have the

have the
eldeft Hand, deals with the whole

Pack about the Table, to thofe that fit

and
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and are defirous to fhare in the Gain and

Diverfion. As many play at it as theCards

will hold out to fupply, he dealing three

a-piece to each of the Gamefters at one

Time, turning up the laſt Card all round,

belonging to every one there.

EACH Gamefter is to put down three

Stakes, one for each Card, as much, or

as little as the Humours ofthe Company

will confent to ; whether three Guineas,

three Crowns, three Shillings, three Six-

pences, or what other Stakes, according

to their Qualities and Purpoſes, is thought

convenient : And this being thus done, the

Manner of playing the Game, is as fol

lows :

THE beft Card turned up in the deal-

ing round, in its Degree, beginning from

Ace, King, Queen, Knave, and fo down-

wards, through all the Cards of the Per-

fons fitting, wins the firft Stake ; and the

Perfonwho has the Luck to have it dealt

him, is to demand it from the reft, who

pay it accordingly, unless the Ace of Dia

monds be turn'd up amongst them, which

iffhewn by a Superior Authority in the

Game, is to beprefer'd, and wins the Stake.

And note befides, that tho' the eldest

Hand that has an Ace carries it from the

reft bya kind of Defcent ; yet the Ace of

Diamonds, by the aforefaid Authority,

even

2
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even in the youngeſt Hand, which is the

laft Card that is dealt, wins the Stake

from any other that is turn'd up before.

•

THE next Principal Matter, and the

main Thing by which the fecond Stake

is to be won, is called the Bragg, which

by the Ingenuity of its Management,

gives the Game its Name. The Nature

of it is, that you are to endeavour toim-

pofe upon the Judgment of the reſt that

play, and particularly on the Perſon that

chiefly offers to oppofe you, by boaſting

of Cards in your Hand, whether Pair

Royals, Pairs or others, that are better

than his or hers that plays againſt you ;

the beſt Cards you can have really to

bragg of, are a Pair Royal of Aces, the

next of Kings, Queens, &c. A Pair Royal

of any Sort, winning from any Pair of

the beſt Sort, as a Pair of any Sort, wins

ofany other Cards that are not Pairs.

"

BUT here you are to obferve, that

the witty ordering of this Bragg, is the

moſt pleaſant Part of this Game ; for

thofe that by faſhioning their Looks and

Geftures, can give a proper Air to their

Actions, as will fo deceive an unskilful

Antagoniſt, that fometimes a Pair ofFives,

Treys or Deuces, in fuch a Hand, with

the Advantage of his compos'd Counte-

nance, and ſubtle Manner of over-awing

2
the
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the other, fhall out bragg a much greater

Pair Royal, and win the Stakes with great

Applaufe and Laughter on his Side,, from

the whole Company.

THE Knave of Clubs is here a principal

Favourite, as at Pam, and makes a Pair

with any other Card in Hand, or with

any other two Cards a Pair Royal, and is

often in this Game very neceffary to ad-

vance the Credit ofthe Bragg, to him that

has the Affurance of impofing upon the

Company, and by fuch convenient Confi-

dence, the advantage of winning the fe-

cond Stake.

THE third Stake is won by the Perfon

that firſt makes upthe Cards in his Hand

one and thirty, each Ace, King, Queen,

Knave, &c. going for Ten, and drawing

from the Pack, as is uſual in that Game ;

or in Lieu of the one and thirty, if his

fortune will not oblige him, the neareſt

to it may win, he having the Privilege to

draw, or not to draw, as he pleaſes, ac-

cording as he finds it convenient, by the

Cards that are in his Hand ; for if he

draws out, he lofes his third Stake.

SOME very nice Players at this Game,

make the Nine of Diamonds a fecond Fa-

vourite Card, with the Knave of Clubs,

to make a Pair Royal of Aces, fo that

thofe

·
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thoſe two joined with one natural Ace,

fhall win from any Pair Royal of Kings,

Queens, Knaves, or any other Cards, but

´a Pair Royal of natural Aces.

THE Perfon that is fo lucky to win all

the three Stakes, is to be rewarded by

the whole Company of Gameſters round

the Table, with three Stakes more, ifthey

play the Strictnefs of the Game, which

neceffarily makes the Winnings and Lo-

fings amount to a confiderable Sum of

Money ; but very often our Modern

Gameſters wave this Particular, and out of

a decent Regard to their Pockets, content

themſelves with the Satisfaction of the

Pleaſure of the Bragg, rather than truft

to the uncommon good Fortune of win-

ning the three Stakes, from the rest of

the difappointed Company.

THE Deal is to go round from Perfon

to Perfon, and by the different Manage-

ment of the Bragg, you may find very

great Diverfion, fome doing it fo awkard-

ly, with fo little Cunning, and fo ill an

Addrefs, that the Defects or Value of

their Game will preſently be diſcovered,

whilſt others with amore comical Affurance,

and by their fubtle management, will wit-

tily banter and impofe upon their Ad-

verfaries, and feldom fail of their defign-

ed Profit.

IT
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IT is not fair for any of the Game-

fters, that fit near him that makes the

Bragg, to peep into his Hand, or by any

mute Sign or Token to give the Oppofer

any Knowledge of the Cards, that he

has in his Hand ; becauſe it may chance

that the Oppofitions, natural to this Game,

may draw on a confiderable Sum ofMo-

ney to be ſtaked down, cach of the two

that are concerned, valuing his own Cards,

and leffening thofe of his Antagonist, as

he thinks he has reafon.

A very notable Damage, occafioned by

one Perfon's peeping into another's Hand,

I once my felf chanced to be Spectator

of. Some Gentlemen and Ladies were

cafually one Evening playing at this Game,

when one of the Gamefters, who feemed

to be ofthe Sort of thoſe who were very

skilful at the Game in general ; but par-

ticularly fo, at the fubtle Management of

the Bragg, and by his artful Method and

cunning Manner ofBehaviour, had induc-

ed his Competitor to believe that he re-

folved to out-bounce him upon very low

and infignificant Cards ; but it was the

Gentleman's good Luck at that Juncture,

to have in his Hand far otherwife than

he imagined, having been dealt two na-

tural Aces and the Knave of Clubbs,

which join'd with the other two, made

I the
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the greateſt Pair Royal that could then

poffibly be dealt ; and confequently pro-

per to win alfo the greateſt Stake that

could be laid ; he kept his Countenance

demure, and with a Geſture neither over-

joy'd nor defponding, made a Bragg of

Half a Crown ; the other who had in

his Hand a Pair Royal of Kings, and as

afterwards was difcovered, had, through

the Imprudence of the Dealer, cafually

feen an Ace or two given about to other

Gameſters, thinking himfelf alfo as fecure

as poffible, anſwers with a Crown ; his

Antagoniſt then fets an Angel, and the

Oppofer immediately twenty Shillings,

they ftill raifing the Stakes every Time,

and vying with each other, till the fame

amounted to feven Pounds, when as ill

Fate for one of them would have it,

a too curious Impertinent of the Female

Kind, who fat next to him that had

the Aces, having a furious Itch upon

her to know whether his repeated Bragg

was upon a fure Foundation or no, could

not forbear covertly peeping into his

Hand, and at the View was fo furprized,

that on a fudden fhe gave a violent Shriek,

and by that indifcreet and rafh Noife,

gave the Gamefter with the Pair Royal

of Kings, warning of his unavoidable Lofs,

giving him reafon to cease the Bragg,

2

and
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and hinder the other's winning the further

intended Stakes, which he declar'd he de-

figned to raiſe and go on with, till it came

to an hundred Pounds. If in drawing for

one and thirty, to win the laft Stake, up-

on fhewing the Cards, any two or more

ofthe Gamefters fhould happen to have

the fame Cards, they are permitted to

draw again, till they get either the one

and thirty a better Game, or lofe it by

drawing out. And this is all I know fig-

nificant, in the ingenious and pleaſant Game

of Bragg.

,

pás,15

IX, The Game at CRIBBIDGE.

A

T Cribbidge there are no Cards to

be thrown out, but all are made

ufe of; and the Number ofthe Set is fix-

ty one.

IT is Advantage to deal, by Reafon of

the Crib, and therefore you muſt lift for

it, and he that hath the leaft Card deals.

THERE are but two Players at this

Game, the one fhuffles and the other cuts,

the Dealer delivers out the Cards one by

one, to his antagoniſt firſt, and himſelf

laft, till five a-piece be dealt to one ano-

ther ;
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ther ; the rest being fet down in View on

the Table, cach looketh on his Game,

and ordereth, his Cards for the beſt Ad-

vantage.

HE that deals makes out the beft

Cards he can for his Crib, and the other

the worst, becauſe he will do him as little

Good as he can, being his Crib ; which

Crib is four Cards, two a-piece, which

they lay out upon the Table, not know-

ing nor feeing one another's Cards, and

then they turn up a Card from the Par-

cel that was left of dealing, and each of

them may make uſe of that Card to

help them on in their Game in Hand, and

when they have plaid out their three Cards,

and fet up with Counters their Games in

their Hands, the Crib is the others the

next Deal, and fo they take it by turns.

THE Value of the Cards is thus : A-

ny fifteen upon the Cards is two, whether

Nine and Six, Ten and Five, King and

Five, Seven and Eight, &c.

A Pair is two, a Pair Royal fix, a

double Pair-Royal twelve, Sequences of

three is two, Sequences offour is four, of

five five, &c. and fo is a Flush of three,

three; of four, four, &c. Knave Noddy,

is one in Hand, and two to the Dealer ;

that is, if you have a Knave of that Suit

which is turned up, it is Knave Noddy.

A Pair
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A Pair of Aces, Kings, Queens, Knaves,

Tens, &c. is two ; three Aces, Kings,

Queens, &c. is a Pair-Royal , a double

Pair-Royal is four Aces, four Kings,

four Queens, &c. and is twelve Gamesto

him that hath them.

HAVING look'd on your Cards, you

count your Game after this Manner :

Suppofe you have in your Hand a Nine

and two Sixes, after you have laid out

two Cards for the Crib, that makes you

fix Games, becauſe there is two Fifteens

and a Pair, by adding your Nine to the

two Sixes, and if a Six chance to be turn-

ed up, then you have twelve Games in

your Hand; for though you muſt not take

the turn'd up Card into your Hand, yet

you may make what ufe you can of it in

counting, fo that the three Sixes makes

you Six, being a Pair-Royal, and the Nine

added to every Six, makes three Fifteens,

which Six more added to the former,

makes Twelve, which you muſt fet up

with Counters, or otherwife, that your

Opponent may know what you are, tho'

you must not fee his Cards, nor he yours;

if you think he plays foul by reckoning

too much, you may count them after the

Hand is play'd.

THUS you have fet up your Twelve,

your Oppofite, it may be, hath Four,

Five
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Five and Six, in his Hand; that is two,

becauſe of Sequences of Three ; then it is

two more becauſe it is Four, Five and Six ;

again, taking in the counting Six that is

turned up, that is in all Four, then there

is Fifteen and Fifteen, Four and Five is

Nine, and Six is Fifteen, and then with

the Six turn'd up, it is fifteen more,

which makes eight Games, this he like-

wife fets up, keeping his Cards undifco-

vered. Here note, he that deals not, fets

up Three in Lieu thereof.

*

HAVING thus done, he that dealt not

plays firft, fuppofe it is a Six, if you

have a Nine play it, that makes Fifteen,

for which fet up two; the next may play

a Four, which makes Nineteen, you a

Six twenty five, and he a Five, that is

thirty, you being not able to come in,

having a Six in your Hand, he fets up

one, ( for it is one and thirty you aim

at in playing the Cards) becauſe he is

moft, and two for Sequences, Four, Five

and Six, which were his Four, after

the Fifteen, your Five and his Six ; and

that doth not hinder them from being

Sequences, though the Six was play'd be-

tween the Four and the Five ; but if an

Ace, Nine, King, Queen, or the like, had

been play'd between, they had been no

Sequences ; fo the two for the Sequences,

and
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and the One for Thirty being moft ( as

at One and Thirty ) makes him three,

which he muſt fet up to the reſt of his

Game, and in this playing of the Cards

you may make Pairs, Sequences, Flushes,

Fifteens, Pair-Royals, and double Pair-

Royals, ifyou can, though that is rarely

feen.

LASTLY, you look upon your Crib,

that is the two Cards a-piece laid out at

firft, which is the Dealer's ; if he find no

Games in them, nor help by the Card

that was turned up, which he takes into his

Hand, then he is bilk'd, and ſometimes

it ſo happens that he is both bilk'd in Hand

and Crib. Thus they play and deal by

Turns till the Game of Sixty One be

up.

HERE note, if you get the Game be-

foreyour Adverfary is forty five (fortyfour

will not do it) you must then fay, I have

lurkt you, and that is a double Game,

forwhatever you play'd with, fix Shillings,

or a greater Sum.

of
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X. of PUTT, and the High Game.

P

UTT is the ordinary rooking Game

of every Place, and feems by the few

Cards that are dealt to have no great Dif-

ficulty in the Play, but I am ſure there

is much Craft and Cunning in it ; of

which I fhall fhew as much as I under-

ftand.

IF you play at two handed Putt, (or

if you pleaſe you may play at three

Hands ) the beft Putt-Card deals. Hav-

ing thuffled the Cards, the Adverſary cuts

them, then the Dealer deals one to his

Antagonist, and another to himself, till

they have three a-piece : Five up or a

Putt is commonly the Game. The eldeft,

ifhe hath a good Game, and thinks it bet-

ter than his Adverfary's, putts to him, if

the other will not, or dare not fee him, he

then wins one, but if he will fee him

they play it out, and he that wins two

Tricks, or all three, wins the whole Set ;

but if each win a Trick, and third ty-

ed, neither win becauſe it is Trick and

Tye.

SOMETIMES they play without putt-

ing, and then the Winner is he that wins

moft Tricks. Here note, that in your

playing



of Putt, and the High Game. 71

0

playing keep up your Cards very clofe ;

for the leaft Diſcovery of any one of

them is a great Advantage to him that

fees it.

THIS Game confifts very much in dar-

ing; for a right Gamefter will put bold-

ly upon very bad Cards fometimes, as

upon a Five, Seven and a Nine ; the o-

ther thinking there are good Cards in his

Adverfary's hand, having very indifferent

ones in his own, dares not fee him ; and

fo by going to Stock lofeth one. Here

note, that he that once hath the Confi-

dence to putt on bad Cards cannot recal

his putting, by which means he frequent-

ly pays for his Bravado.

THEbeft Putt-Cards are, firft, the Trey,

next the Deuce, then the Ace, the reft

follow in Preheminence thus, the King,

the Queen, the Knave, the Ten, and fo

onwards, to the Four, which is the mean-

eft Card at Putt.

SOME ofthe Cheats at Putt are done

after this Manner.

FIRST, for cutting to be fure ofa good

Putt-Card, they ufe the Bent, the Slick,

and the Breef; the Bent is a Card bend-

ed in Play, which you cut ; the Slick is

when beforehand the Gamefter takes a

Pack of Cards, and with a Slick-Stone

fmooths all the Putt-Cards, that when

he
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he comes to cut to his Adverſary with

his Fore-Finger above, and his Thumb

about the Middle , he flides the reſt

of the Cards off that which was flick-

ed, which is done infallibly with much

Facility ; but in this there is requir'd

Neatnefs and Dexterity, for fear of a

Difcovery, and then your, Confidence in

this Contrivance will be vain, and of no

Effect.

LASTLY, the Breef in cutting is very

Advantagious to him that cuts, and it is

thus done. The Cheat provides, before-

hand, a Pack of Cards, whereof fome

are broader than others ; under fome of

which he plants, in Play, fome good Putt-

Cards, which though they fhuffle never

fo much, they fhall rarely feparate them ;

by which Means he that cuts ( laying

his Fingers on the broad Card ) hath

furely dealt him a Putt-Card.

IN dealing, thefe Rooks have.a Trick

they call the Spur, and that is, as good

Cards come into their Hand that they

may know them again by the Out-fide

(and fo diſcover the Strength or Weak-

nefs of their Adverfary's Game ) I fay,

fomewhere on the Out-fide they give them

a gentle Touch with their Nail.

Now when they intend to bleed a Cull

to fome Purpoſe whom they have fet be-

fore,
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fore (as I have related in Whift ) by flick-

ing them or fpurring them, that is, giv-

ing them fuch Marks that they fhall cer-

tainly know every Card in the Pack, and

confequently every Card that is in his Ad-

verfary's Hand, an Advantage that can-

not be greater.

BUT ifthey are not furnished with fuch

Cards, and cannot accomplish their Ends

by the former indirect Means, without

palpable Diſcovery, then they have Ac-

complices who ftand by the Innocent Cull,

look over his Game, and diſcovers what it

is to his Adverfary ; and to ftrengthen

their Intereft by Cheating, they frequent-

ly carry about them Treys, Deuces, Aces,

&c. in their Pockets, which they uſe

as need requires, or ifnot, they will ſteal

them out ofthe Pack whilft they are play-

ing, which is the fecureft Way, and freeft

from Diſcovery.

.

LASTLY, they have one moft egregi-

ous Piece of Roguery more, and that is

playing the High Game at Putt ; and this

is to be done but at a fet Meeting ; and

therefore on this depends the abfolute O-

verthrow of the Cull that plays, or the

Cull that is a Stander by.

THIS High Game at Putt is thus per-

formed: The Rook whilft playing fingles

out the Deuces and Treys for the laft

Game,E
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Game, and placeth them thus in Order,

hiding them in his Lap or other Covert,

firſt a Deuce, then a Trey, next a Deuce,

then a Trey, then a Trey and a Trey ;

now ftooping letting fall a Card or fome o-

ther Way, as he ſhall think fit, he claps

thefe Cards fac'd at the Bottom, having

fhuffled the Cards before, and bids his

Adverfary cut, when he nimbly and neat-

ly, with both his Hands, joins the divid-

ed Cards, and then the Bottom faced

Cards are upwards, and then he deals;

and leaſt there fhould be a Difcovery made

of the facing, he palms them as much as

he can, nimbly paffing the laft Card.

Now do the Gameſters fmile at the

Goodness of each other's Game, one fhews

his to one, the other his to another ; and

cries, who would not putt at fuch Cards?

The other in asbrisk a Tone, fays, Come

if you dare. What will you lay of the

Game, fays the Rook ? What you dare,

fays the Cull; then paufing a while the

Rook feems to confult with his Friends,

who cry, they know not what to think

on't ; five Pound, cries a rooking Confe-

derate, on this Gentleman's Side ; the Gull

encouraged hereby, cries, ten Pounds more;

and thus the Rook holds him in Play -till

there be a good Sum of Money on the

Board, then anfwers the Putt of the

•

now
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now ruined Cully. They now play ; the

Cullbegins with a Deuce, the Rook wins

that with a Trey ; the Rook then plays

a Deuce, and the Cull wins it with his

Trey ; then he plays his Deuce which

is won with a Trey ; thus the Rook wins

the Day. This Game maybe plaid other-

ways, according to Fancy: Let thefe and'

the former Cheats be a fufficient Warn-

ing.

D

རྣ

XI. The Game at GLEEK

Euces and Treys must be caft out as

uſeleſs in this Game, then lifting for

dealing, the leaft Card deals. TheNum

ber of Perfons playing muſt be three, nei-

ther more nor lefs, and moft frequently

they play at Farthing, Halfpenny, or Pen-

ny-Gleek, which in Play will amount con-

fiderably.

THE Dealer delivers the Cards by

four till every one hath twelve, and the

reft are laid on the Table for the Stock,

being in Number eight ; feven whereofare

bought, and the Ace is turned up ; the

turned up Card is the Dealer's ; and if

it be Tiddy turned up, is four a-piece from

each to the Dealer.

E 2 THE
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1

THE Ace is called Tib, the Knave Tom,

the four of Trumps Tiddy, Tib, the Ace

is fifteen in Hand, and eighteen in play,

becauſe it wins a Trick; Tom the Knave

is nine, and Tiddy is four, the fifth Tow-

fer, and fixth Tumbler, which, ifin Hand,

Towfer is five, and Tumbler fix, and fo

double if turned up, and the King and

Queen of Trumps is three.

THE eldeft Hand bids for the Stock in

hopes ofbettering his Game, though ſome-

times it makes it worfe: The first Penny

you bid is twelve, thirteen, and fo on ;

if at fixteen they ſay, take it, and none will

venture more for it, he is bound to take

it, that is, taking in feven Cards, and put-

ting out feyen in their Stead, and muſt

pay befides eight to one, and eight to

the other of the Gamefters for buying,

if any odd Money be given, as fifteen,

feventeen, or the like, the eldeſt Hand

ufually claims it, or elſe it is given to the

Box , but if he have Mournival, Gleek, or

Fiddy in his Hand, after he hath taken

in the Stock, he bates for them all, and fo

poffibly may gain by it, if he have a good

Hand, and pay for his buying two.

HERE you must note, that if Tib be

turned up, it is. fifteen to the Dealer,

in reckoning after play, but he muſt not

make uſe of it, in play, being the Trump-

Card,
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Card, for then it would make him eigh-

teen, becauſe it would win a Trick, which

is three more.

NEXT you ſpeak for the Ruff, and he

that hath moft ofa Suit in his Hand wins

it, unleſs fome of the Gamefters have

four Aces, and then he gains the Ruff,

though you have never fo many of a

Suit in your Hand. Ifany wins a Ruff

and forgets to fhow it before a Card plaid,

he lofeth it, and he that fhews any for

a Ruff after, fhall have it.

THE firft, or eldeft fays, I'll vie the Ruff;

the next fays, I'll fee it, and the third,

I'll fee it and revie it , I'll fee your Revie,

fays the firft, becauſe he hath as many in

his Hand as another ; the Middle pro-

bably fays, I'll not meddle with it ; then

they fhew their Cards, and he that hath

moft of a Suit wins Sixpence, or Far-

things according to the Game of him that

holds out longeft, and four of the other,

that faid he would fee it, but after re-

fufed to meddle with it ; but if any of

the three Gameſters fays he hath nothing

to fay as to the Ruff, he pays but a Far-

thing, Half-penny, Penny, according as

the Game is aforefaid ; and if the el-

deſt and ſecond Hand paſs the Ruff, the

youngeſt hath Power to double it, and

thenE 3
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then it is to be plaid for the next deal,

aud ifany forgets to call for the double

Ruff, it is to be for the next Deal af-

ter that.

SOMETIMES one ofthe Gamefters hav-

ing all of a Suit in his Hand, bids high

for the Ruff, and the other having four

Aces is refolved to bid higher, ſo that it

fometimes amounts to fixteen and more,

then I'll fee it and revie, faith one ; I'll

fee itand revie, faith another, that is eight

to the Winner, and all above is but two

a Time, as it may be, they will fay, I'll

fee it and revie it again, and I'llfee that

andrevie it again, faith another, for which

Seeing and Revying they reckon but two,

after that it is once come to eight ; but

he that hath the four Aces carrieth it

clearly, &c. as aforefaid.

BUYING or Bidding for the Ruff, is

when you are in likelyhood to go in for

Mournival Gleek, or Increaſe of Trumps,

that fo if you have bad Cards, you may

fave your Buyings and your Cards too,

whereas otherwife you may lofe all.

IF you call for either Mournival or

Gleek, and have lay'd them out in the

Stock, if you be taken in it, for forfeit,

double what you receive.

SOMETIMES Out of Policy, or a Va-

pour, they will vie when they have not

above
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above thirty in their Hands, and the reſt

may have forty or fifty, and being afraid

to fee it, the firft many Times wins out

of a meer Bravado, and this is good play,

though he acquaint you with it here-

after.

A Mournival of Aces is eight, ofKings

fix, of Queens four, and a Mournival of

Knaves two a-piece.

A Gleek of Aces is four, of Kings

three, of Queens two, and of Knaves

one a-piece, from the other two Game-

fters.

A Mournival is either all the Aces,

the four. Kings, Queens or Knaves,

and a Gleek is three of any of the afore-

faid.

HERE note, that twenty two are your

Cards ; if you win nothing but the Cards

that were dealt you, you lofe ten ; if

you have neither Tib, Tom, Tiddy, King,

Queen, Mournival nor Gleek, you loſe be-

cauſe you count as many Cards as you had

in Tricks, which must be few, by Rea--

fon ofthe Badneſs ofyour Hand ; ifyou

have Tib, Tom, King, Queen ofTrumps

in your Hand, you have thirty by Ho-.

nours, that is, eight above your own

Cards, befides the Cards you win by them.

in play. If you have Tom only, which is

is nine, and the King of Trumps, which

three,

E
4.
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three, then you reckon from twelve, thir-

teen, fourteen, fifteen, till you come to

two and twenty, and then every Card wins

fo many Half-pence, pence, &c. as you

play'd for ; if you are under two and

twenty you lofe as many.

HERE note, that before the Cards are

dealt, it is requifite to demand, whether

the Gamefters will play at Tiddy, or leave

it out, it being a Card that is apt to be

forgotten ; and know that it is look'd up-

on as very foul play to call for a Gleek

of Kings, Aces, Queens or Knaves,

when the Perfon hath but two in his

Hands. If you difcard wrong, i. e. lay

out but five or fix Cards, if you call

for any Gleek or Mournival, you lofe

them all, if it be found out that you dif-

card. Let this fuffice for this noble and

delightful Game or Recreation.

XII. A Game at ALL-FOURS.

LL-FOURS is a Game very much

Aplay'd in Kent, and very well it

may, fince from thence it drew its firft

Original ; and although the Game may be

look'd upon as trivial and inconſiderable,

yet
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yet I have known Kentish Gentlemen, and

others of very confiderable note, who

have plaid great Sums of Money at it,

yet that adds not much to the Worth

of the Game; for a man may play away

an Eftate at One and Thirty ; as I knew

one lofe a confiderable Sum, at moſt, at

three Throws.

THIS Game, I conceive, is called, All-

Fours, from Highest, Loweft, Jack and

Game, which is the Set as fome play it ;

but you may make from ſeven to fifteen,

or more, ifyou pleafe, but commonly ele-

ven.

THERE are but two can play at it at

a Time, and they muft lift for Dealing,

the higheft Putt-Card deals, who delivers

to his Adverfary three Cards, and to him-

felf the like, and the like again ; and

having fix a-piece, he turns up a Card

which is Trump ; if Jack (and that is

any Knave ) it is one to the Dealer.

IF he, to whom the Cards were dealt,

after Perufal of his Game, like them not,

he hath theLiberty of begging one; ifthe

Dealer refufe to give one, then he deals

three a-piece more ; but ifhe then turns

up a Card of the fame Suit, he deals

further till he turns up a Card of another

Suit.

E
S HERE
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HERE note, that an Ace is four, a

King is three, a Queen is two, a Knave

one, and a Ten is ten.

Now you must play down your Cards,

but to what Advantage I cannot here pre-

fcribe, it muſt be according to the Cards

you have in your Hand managed by your

Judgment, to the beſt Advantage.

HAVING play'd your Cards, you rec-

kon, ifyou are Higheft and Loweft, of

what is Trumps, you reckon two ? ifyou

are only Higheſt but one, and the like of

Jack and Game; fometimes you are High-

eft, Loweft, Jack and Game, and then

you muſt reckon four ; the Game is he

that tells most after the Cards are play'd,

and therefore a Ten is a very fignificant

Card, which crafty Gamefters know fo well,

that they will frequently take out of a

Pack of Cards , two Tens , and hide

them contrary to the Knowledge of the

other, which is a great Advantage to this

foul Player, if he play ofthe fame Suit

of thefe Tens, he hath abfconded ; for it

muft of neceffity fecure him from lofing

the Game.

HERE note, That he that wins Jack,

wins one alfo , and furthermore obferve,

that for Advantage reneging is allowable,

if you have Trumps in your Hand to

trump it.

THERE
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THERE is another Sort of All-Foursɔ →

called Running-All-Fours, at which they

play Oneand Thirty up , and in this Game

the Dealer hath a great Advantage, for

if he turn up an Ace, it is four, a King

three, a Queen two, and a Knave one ;

and theſe are the fame alfo in Play. A

Ten is the beſt Card for making up.

XIII, FIVE-CARDS.

Ive-Cards is an Irish Game, and is:

much play'd in that Kingdom, and

that for confiderable Sums of Money, as

All-Fours is play'd in Kent, but there is

little Analogy between them.

THERE are but two can play at it, and

there are dealt five Cards a-piece. The

leaft of the Black, and the moſt ofthe

Red wins. The Ace of Diamonds is the

the worst of the whole Pack, unless it

prove to be Trump.

THE five Fingers (alias, five ofTrumps)

is the beft Card in the Pack ; the Ace of

Hearts is next to that, and the next is the

Ace of Trumps, then the Knave, and the

reft of Cards are beft according to their

Value in Pips, or as they are Trumps.

BEFORE
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BEFORE you play ask whether he will

five it, if he fpeaks affirmatively turn up

the next Card of the Pack under that firft

turned up, and that must be Trumps ;. if

not play it out : He that wins moſt Cards.

wins five, but he that wins all, wins ten..

OBSERVE, that the Ace of Hearts wins

the Ace of Trumps, and the Fivefingers

not only wins the Ace of Trumps, but

alfo all other Cards whatever.

XIV. Of a Game called,. COSTLY-

COLOURS.

TE

HIS Game is to be plaid out only

by two Perfons, of which the eldeſt

is to play firft as in other Games. You

muft deal off three a-piece, and turn up the

next Card following ; then the eldeſt is to

take his Choice whether he will Mogg

(that is change a Card, or no ) and who-

foever refufeth is to give the other one

Chalk or Hole, of which generally three-

fcore and one makes the Game. Then

muft the eldest play, and the other, ifhe

can, muſt make it up fifteen, for which

he fhall fet up as many Holes, or Chalks,

as there are Cards upon the Table ; fo

likewife for five and twenty, and. alſo as

many
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many Cards as are plaid to make up thir-

ty, no more or lefs, fo many Chalks may

be fet up who play'd laſt, to make up one

and thirty ; and if one and thirty be not

made, then he that play'd laft, and is

neareſt one and thirty, without making

out, muft fet up one, which is called, fet-

ting up one for the latter.

THIS being done, the eldeſt muſt ſhow

how many Chalks he hath in his Hand

to fet up, and after him the youngeſt,

which they muſt reckon in this Manner,

taking notice both of the Colour and Num-

ber of Pips upon the Card turned up, as

thofe in their Hands, ftill reckoning as

many for all the fifteen and five and twen-

ty as there go Cards to make the Num-

ber; and ifyou have it by Chance in your

Hand, and with the Card turned up, one

and thirty, then you muſt fet up four

for that: You must alfo fet up. if you

have them in your Hands, or can make

them fo in the Card turned up, as fol-

loweth, two for a Pair, be they either

Coat-Cards, or others ; two for a Knave,

and if a Knave of the fame Colour and

Suit ofthe Card turned up, then you muſt

fet up four; and fo for a Deuce four, if

it be of the fame Colour turned up : If

you have three of a Sort, either Three,

Fours, Fives, Sixes, or Coat-Cards, you

muftI
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muft fet up nine, and this is called a Pair

Royal: Now ifthey are all either Hearts,

Diamonds, or the like, then you muſt ſet

up fix for Coftly-Colours. If you have

three of a Colour, you can reckon but two

for Colours.

WHOSOEVER dealt, if he turned up

either Deuce or Knave, he muſt ſet up

four for it ; as for Example, imagine you

had dealt your Adverfary three Cards,

viz. the Five of Hearts, four of Hearts,

and eight of Hearts ; to your ſelf the

Deuce of Hearts, feven of Clubs, and

nine of Hearts. Laftly, you turn up a

Card, which is the Knave of Hearts,

for which you must fet up four ; then

becauſe he will not ask you to change

one, he gives you one, which you muſt

fet up, and then he plays ; fuppofe it

be his Five of Hearts, you then play

your Seven of Clubs, which makes twelve,

then he plays his Eight of Hearts,

which makes twenty ; then you play

your Nine of Hearts, which makes twen-

ty nine ; and becauſe he cannot come in

with his Five of Hearts, you muſt play

your Deuce of Hearts, which makes

you one and thirty. For your Five

you must fet up five, then he muſt fet

up what he hath in his Hand, which

you will find to be but fix, for he hath

nothing
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nothing in his Hand but Coftly-Colours.

Then muſt you fet up your Games, which

firft are two for your Nine of Clubs, and

Nine of Hearts, which make fifteen,

then that Fifteen, and the Knave turned

up, makes five and twenty, for which fet

up three; then for your Deuce ofHearts,

which is the right, fet up four, and three

for Colours, becauſe you have three of

a Sort in your Hand, with that turned

up; now thefe, with the Five you got

in playing for thirty one makes you, this

Deal, with the Knave turned up, and the

Cards in your Hand, juft twenty. Many

other Examples I might give you, but

that it is needlefs, fince this one is fuf-

ficient to direct you in all others. And

thus much for Coftly- Colours.

T

XV. BONE-ACE.

HIS Game you may look on as

trivial, and very inconfiderable, and

fo it is by Reaſon of the little Variety

therein contained, but becauſe I haveſeen

Ladies and Perfons of Quality have play'd

at it for their Diverfion, I will briefly de-

fcribe it, and the rather becauſe it is a

licking Game for Money.

THERE
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THERE are feven, or eight ( or as ma-

ny as the Cards will permit ) play at it at

one time. In the lifting for dealing the

leaft deals, which is a great Diſadvantage ;

for that makes the Dealer , youngest

Hand.

THE Dealer deals out two to the firſt

Hand, and turns up the third, and fo

goes on to the next, toto thethe third,

fourth, fifth, &c. He that hath the big-

geft Card carries the Bone, that is, one

half of the Stake, the other remaining

for the Game ; now if there be three

Kings, three Queens, three Tens, &c.

turned up, the eldeft Hand wins it.

Here note, that the Ace of Diamonds is

Bone-Ace, and wins all other Cards what-

ever. Thus much for the Bone ; after-

wards the neareſt to one and thirty wins

the Game, and he that turns up, or

draws to one and thirty, wins it immedi-

ately.

aaaaaaaaadaa

XVI. WIT and REASON, a

Game fo called..

WITand Reaſon is a Game which
feems very eafy at firſt to the

Learner,
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Learner, but in his Practice and Obfer-

vation fhall find it otherwife. It is a

Game fomething like one and thirty, and

is plaid after this Manner.

Two playing together, the one hath

all the red Cards, and the other hath the

black : Then they turn up Croís, or Pile,

who fhall lead ; for the Leader hath a

great Advantage over the other, as fhall

be demonftrated.

You are not to play a Ten firft ; for

if you do you fhall certainly lofe ; for one

and thirty, being the game, he that firſt

comes to it wins ; now fhould the Leader

play a Ten, the Follower will play ano-

ther Ten, that makes twenty ; let the

Leader then play any Thing next, the

Follower will be fure to make it up one

and thirty.

HE that hath the Lead, if he play a

Nine, may certainly win the Game, if he

look about him ; ever remembring to get

firft to twenty, without fpending two of

one Sort, as two Deuces, two Treys, two

Quaters, &c. otherwife you will lofe : As

for Example, you play a Nine first, your

Adverfary plays a Deuce that makes ele-

ven, you play a Nine again, and that

makes twenty ; thus you have plaid but

both your Nines, wherefore your An-

tagoniſt plays a Deuce, now you can play

on
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on no Card but he wins ; for if you play

an eight ( for you cannot come in with

your Ten ) and you have never a Nine,

then he hath an Ace for one and thirty ;

fo if you play a feven, which makes

Nine and Twenty, he hath a Deuce re-

maining to make up one and thirty, and

fo you may obferve in the rest of the

Cards.

TAKE this for a general Rule, that

you have a very great Advantage in fetch-

ingout, by Play, any two of a Number, as

aforefaid ; as two Fives, two Sixes, two

Sevens, &c. wherefore you muſt not play

rafhly, but with due Confideration arith-

metically grounded to make up a certain

Game of one and thirty. To conclude,

he that hath the Art of playing well at

One and Thirty, with Cards, that is, by

naming fuch a Number, at firft, and pro-

fecuting it by fuch Addition of others,

that your Adverfary cannot think of any

Number, but what fhall be your Game;

I fay, fuch a Man is fitteft to play at

this Game called Wit and Reaſon.

XVII. A
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XVII. A Paftime called, The ART

of MEMORY.

HIS Art of Memory is a Sport at

TwhichMen' may play for Money,

but it is moſt commonly the Way to

play the Drunkard. It is the beſt when

many play at it ; for with few it is no

Sport at all ; for Example, as many Per-

fons as do play, fo many Cards trebled

muſt be thrown down on the Table, with

their Faces upwards , which every one-

must take notice of, and endeavour to re-

gifter them in his Memory. Then the

Dealer muft take them all up, and fhuf-

fling them, after cutting deals to every

one three a-piece.

·

THE firft it may be calls for a King,

which must be laid on the Table, with

his Face downwards by him that hath it.

in his Hands ; the next it may be calls

for a Ten of Spades, which muſt be laid

down in like Manner, and foit goes round;

nowifany one calls for what is already laid

down, if they play for Liquor, he muft

then drink a Glafs ; iffor Money, he muſt

then pay a Farthing, Half-penny, or the

like.

THIS
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THIS Sport wholly depends on the

Memory ; for want of which a Man may

lofe at this Sport, his Money, or his Un-

derſtanding.

DOBICEIAIAINENE NO NESIS vivoit AEAE

XVIII. A Game called PLAIN-

DEALING.

E that deals hath the Advantage of

Hthis Game,for if he turn up the

Ace of Diamonds he cannot lofe : To his

Adverfary he delivers out nine, and but

three to himſelf, then are the Cards plaid

as at Whift, the beſt of Trumps, or o-

ther Cards wins and but one to be got-

ten at a Deal. I cannot commend this

Paftime for its ingenuity, and therefore

only name it, becauſe we treat of Games

in general.

榮

XIX. A Game called, QUEEN

NAZAREEN.

HERE may as many play at it

as the Cards will allow of, five

Cards
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Cards are dealt to every Player ; the

Queen of Diamonds is Queen Nazareen

and he that hath it demands three a-piece

of every Player. The Knave of Clubs is

called Knave Knocher , and he that

has it challengeth two a-piece. If Wo-

men play among Men, it is customary for

Knave Knocher to kifs Queen Nazareen.

LASTLY, he that lays down a King,

the laft Card that is play'd, challengeth

one, and begins again ; and he that hath

firft plaid away his Cards demands as

many Counters as there are Cards in the

Hands of the reft.

92 9292929292

XX. A Game called PENNEECH.

HAV

Aving dealt feven Cards a-piece,

turn up a Card, and that is Trumps.

The Ace and Coat-Cards of Trumps are

thus reckoned, the Ace is five, the King

Four, the Queen three, and the Knave

two.

HAVING play'd, he that wins the firſt

Trick turns up another Card, and that is

Trumps ; and fo every Trick produceth

a freſh Trump, till all the feven be plaid.

Now
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Now if it fo happen, that what is turn-

ed up proves an Ace, or Coat-Card, that

is a great Advantage to him who won

the laſt Trick ; for if it be an Acè turn'd

up, then he reckons five, if a King four,

ifa Queen three, as aforefaid.

AFTER all the feven Cards be play'd

(which at firſt are dealt one by one ) he

that won the laft Trick turns up a Card,

and ifit prove Ace, King, Queen or Knave,

he reckons for it accordingly, as aforefaid.

If the Seven of Diamonds be turned up,

that is Penneech, and is reckoned four-

teen turned up, but it is but feven in

Hand, and not that neither, unleſs Dia-

monds be Trumps ; if it be Trump, it is

the higheſt Card, and wins all others ; if

it be not Trump it wins all Diamonds.

LASTLY, Having play'd out all the

fourteen Cards betwixt you, count how

many Cards you have more than your

own ſeven at firſt dealt you, and for e-

very Card reckon one, and fo you muſt

reckon on with the Value of your Coat-

Card Trumps, with Penneech turn'd up, or

in Hand, till you come to fixty one,

which is the Game.

HERE note, if you have neither Ace.

nor Face, you may throw up your Game

and deal again.

XXI. POST
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XXI. POST and PAIR.

Pos

OST and Pair is a Game on the

Cards very much play'd in the Weft

of England, as All-Fours is play'd in Kent,

or Fives in Ireland.

THIS Play depends much upon daring ;

fo that fome may win very confiderably,

who have the boldness to adventure much

upon the Vye, although their Cards are

very indifferent.

C

You muſt firſt ſtake at Poft, then at

Pair ; after this deal two Cards a-piece,

then ſtake at the Seat, and then deal the

third Card about. The eldeſt Hand may

paſs and comein again, ifany ofthe Game-

fters vye it, if not, the Dealer may play

it out, or double it.

THE Ace of Trumps, as at Ruff and

Honours, is the beft Card of all, and ſo on

of the reft in order. At Poft the beſt

Cards are one and twenty, viz. two Tens

and an Ace, but a Pair Royal wins all,

both Poft, Pair and Seat. Here note,

that he who hath the beft Pair or the

beft Poft, is the Winner. A Pair is a

Pair of any two, as two Kings, two

"

Queens,

R
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Queens, &c. A Pair Royal is of three,

as three Kings, three Queens, &c. The

Vye is what you pleaſe to adventure up-

on the Goodneſs of your own Hand ; or

if it be bad, and you imagine your Ad-

verfary's is fo likewiſe, then bid high cou-

ragiouſly, by which Means you daunt your

Antagoniſt, and fo bring him to Sub-

miffion.

IF all the Gamefters keep in till all

have done, and by Confent fhew their

Cards, the beft Cards carry the Game.

Now according to Agreement thoſe that

keep in till laft, may divide the Stakes,

or fhew the beft Card for it.

OBSERVE, where the Cards fall in

feveral Hands ofthe fame Sort, as a Pair,

or Pair-Royal, and fo forth, the eldeft

Hand carries it.

929292929292302 9292320202

XXII. BANKAFALET, a

Game on the Cards fo called.

HE Cards must be cut into as ma-

THTnyHeaps as there are Players, or

more, ifyou pleafe, and every Man lays

as much Money on his own Card as he

think-
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thinks fit, or on the fupernumeraryHeaps.

So many as the Dealer's Card is inferior

to, fo many he pays ;
fo many as his

Card is fuperior to, fo many he wins from.

THE beft Card is the Ace of Dia-

monds, the next to that the Ace of

Hearts ; thirdly, the Ace of Clubs ; and

laftly, the Ace of Spades, and ſo the reſt

of thefe Suits in order, according to their

Degree. The Cheat lies in fecuring an

Ace or any other good fure winning

Card ; and if you mark the Cards afore-

hand, fo as to know them by the Back-

fide, you know how to make your Advan-

tage.

3825 BE BEG BEES BIG BEES BEES BERG

I

XXII. BEAST.

T is called by the French, La Bett,

and is play'd bythem after this Man-

ner. The beft Cards are King, Queen,

and fo forwards. They make three Heaps,

the King, the Play, and the Triolet.

To every one is dealt five Cards, ( they

mayplay three, four, five, or more ) as

at French Ruff, with the fame Rigour;

F before
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before the Cards are dealt, every one ſtake

to the three Heaps. He that wins moft

Tricks takes up the Heap that is called

the Play : He that hath the King takes

up the Heap fo called ; and he that hath

three of any Sort, that is, three Fours,

three Fives, three Sixes, and ſo fourth

takes up the Triolet.

THUS much for the Games on the

CARDS; but for the Reader's further

Entertainment, we have now first added

fome diverting Fancies, and Tricks upon

the fame ; which may be ſeen in a Sup-

plement immediately following the Game

at Billiards.

Game
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Games within the Tables.

dedededede dedede

1. The Famous Game, called, VER-

T

QUERE.

HIS Game, as our most famous

Gamefters will tell you, came origi-

nally from Holland, and is faid to be the

only noted Game, upon the Tables, that

they practice and is good, it being uſual

and common amongst them, to learn it in

their Infancy, or Childhood, by that ear-

ly Beginning to become greater Proficients

at their Maturity, and be the better able,

when they are divertively engaged, and

their Bufinefs will allow Leifure, to excel

and over-reach one another. The Manner

ofthe Game, as they play it there, or as

we here in England, who have alſo learn-

ed to be Proficients at it, is after this

Manner.

ALL the Table Men are placed on the

Ace-Point, where you fet the two Men

at Back-Gammon; and as at that Game

bring 'em round into your own Tables,

but with different
Circumftances, as by.

ther
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further Instructions will appear ; for in

the firft Place, you are not allowed to

make a Point in either of your Tables,

next your Adverfary, the further Ace-

Point excepted, for there you may do it

as your Ingenuity and Difcretion does

beft direct you ; but you may take as

many Points in your own Tables as you

think good, to advantage your own Game,

and by fo doing, to hinder your Adver-

fary from approaching you, or by the

Luckiness or Fortune of his Throw to

get the better of it.

IN the next Place then, you are to ob-

ferve, that this Game is commonly play'd

double and fingle , the double is called

John, which is a particular Benefit that

your Adverfary gets upon you, if his

Luck in throwing be extraordinary ; but

in fuch a cafe you can never be John'd, ex-

cept you have more Men than you can

enter upon fix Points, that is to fay, fe-

ven men, which is one more, as is eafily

obferved, than your Points will bear;

and in fuch a Cafe you muft yield the

Double, and confequently your Game is

in Danger to be loft.

NOTE, that tho' you always point as

your Caft affords you Convenience, and

to the beſt Advantage of your Game ; yet

you cannot enter two Men upon any Point,

and

"
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and in that Particular this famous Gante

of Verquere is fingular from others, that,

either abroad or here, are known upon

the Tables.

You play Doublets, and at laft bear

away all your Men, as at Back-Gammon,

and the Art is in managing your Throws

to make your Game proper ; for this,

whilst your Adverfary, by ill throwing, or

indifferent Management, lags behind, is

very convenient for you to be skilled at.

Note alfo, that when you have more Men

to enter, than you have opened Points

to receive them, you are to let your Ad-

verfary throw, which I have feen for a

confiderable Space of Time, until by play-

ing his Men forward (contriving as much.

as poffible he can to gain the Prehemi-

nence, and put back your Game ) he

makes Room for you by a Vacancy;

elfe perhaps, the Nature of this Diverfion

is fuch, that the Game may hold out a

Month, or Time out of Mind, there be-

ing no Poffibility of going on, till you

have the Privilege by his opening the

Paffage for you on the Tables, to enter

your remaining Men.

1

I

NOTE too, that ifyou hit any ofyour

Adverfary's Men, by a fortunate Caft of

your Dice, and that he has the favourable

Fortune, prefently after, to hit you again;

F 3 in
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in fuch a Cafe, which indeed is not very

common at this Game, if there be not

Room for you to enter in his Tables, nor

for him to perfect the Advantage of his

Throw, to enter in yours ; it is the Na-

ture ofthis Game, that you muſt loſe it

double, you being the first to throw.

This, and the reft of the Accidents of

Verquere, are like moſt of the reſt on

the Tables, preſently to be explained and

underſtood, by taking an Occafion to fee

it play'd.

II. The Noble and Courtly Game at

Tables, called GRAND-TRICK-

TRACK,

Is, as IamInformed by the Skilful

at thefe Diverfions, and fuch as have

fearched into its Original, a French In-

vention ; and moſt commonly uſed by Per-

fons of the firſt Quality, it being in Re-

pute, fecond to the hereafter mentioned

difficult and Royal Game at Chefs.

To lead the Reader then into the

Knowledge of this Matter, he muſt firſt

be informed, that the Table-Men are to

be placed on the Side of the Tables, ex-

actly
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actly asthey are at the Game hereafter-men-

tioned, called Tick-Tack. Next then it is

to be obferved, that befides the Table-

Men, with which you play, there are

three other Pieces to be uſed, called

Markers, whether Half Crowns, or Half-

pence, or any other Coin ; the uſe of

which three Pieces, or Markers, is as

follows :

THEY are to mark the Throws of
your

Dice, on the Points of your Tables, that

are Advantagious to you : For Example,

If in your firft Tables you make fingle

Toots, in three Cafts, or Throws, you

mark with one Marker four.

THERE are twelve Holes on the Sides

of your Tables, with Pegs in them, for

the uſe of this Game : Note then, that

twelve Marks gained on the Points of

your Tables, make an Hole, and twelve

Holes make up the Game, if you agree

to it, elfe lefs or more; if you fill up your

Points, for every fingle Throw on the

Dice, you make four, and for Doublets

fix, and may hold your Game as long as

you think convenient, that is, play on

without breaking up your own, and your

Adverfary's, if you believe you fhall get

no Advantage by beginning again.

IF you hold with your double Men in

your Tables, before you can make a

F 4 Point,
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Point, and your Adverfary cannot fill his

Tables, you are obliged with your Man

to pass over-into his Tables, tho' it be

commonly a Difadvantage ; but if he

throws fo well as to fill up, then it alters

the Matter, and you cannot pafs. Note,

that when you have marked twelve with

your Marker, which, as I faid before,

makes up one Hole, you may go off,

break up your Tables, and begin again,

provided you have the Dice, or else you

cannot.

IF in playing this Game, you touch a

Man rafhly, as intending to play it, and

think to change it for another ; the Seve-

rity in this Cafe, is as fevere as at Tick-

Tack, and you are obliged to play it as

you before intended.

NOTE, that as to thofe Men that are

obliged to pafs over into the Advería-

ry's Tables, if he hits them, he marks

thus :

FOR every fingle Throw, four, for

Doublets fix ; and if at any Time, by

your good Fortune in throwing, you can

mark over and above twelve, you muſt

then mark a Hole, or elſe two, if you go

double, and the Overplus remaining is

called, to the Good, provided you don't

break your Game : You cannot go off,

nor break your Tables, by your Adver-

fary's
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fary's Throws. And note, that if you

chance to make more or less than is right,

it is in his Power to take the Advantage,

put you back, or oblige you to mark full.

This is the Beginning of the Game, and

what is moft confiderable in your first

Tables.

Now, as to your Adverfary's fecond

Tables, for every man you hit of his

with a fingle Die, you mark but two,

and for Doublets, four ; tho' in his first

Tables, four for each fingle Die, and fix

for Doublets.

IF you chance to hit a Blot or two

in your Adverfary's Tables, and cannot

pafs, by Reafon of his Men ftanding in

your Way, and hindring you ; it is al-

lowable for him to take the Advantage of

marking by your own Throws in both

Tables, as before mentioned. ,

THE Ace-Point of both Corners in the

fecond Tables, which we take, and very

much advantage our Game with at Tick-

Tack, by making a double Game, cannot

be divided here, nor fill the Corners as

at that Game ; tho' in Lieu ofthat Con-

venience, if the Dice favour, for each

fingle Caft you mark four, and for Doub-

lets fix.

THEN as to that Part of the Game,

called Gens des Retour, or the Back-Game,

F5
which
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which is the latter Part. Next, bearing

off your Men, as is ufed at Back-Gam-

mon, you play your Men as fast as you

can into his Tables, endeavouring to fill

up the Points, as at the Fore-Game, which

being done, you bear off your Men ; on-

ly there is one Diftinction between this

and Back-Gammon (noted before ) that as

Doublets, thrown at the laft Caft, gives

confiderable Advantage to the Gameſter

there ; it is here of no Value, nor gives

any Addition to the Throw.

NOTE, that ifat any Time you break

up your Tables, and diforder your Men,

except by gaining twelve Points you can

mark a Hole ; it is in your Adverfary's

Power to oblige you to hold your Game

on ftill, and to play all the Table-Men

you have fo touched and difordered to

his own Advantage.

NOTE alfo, that we diftinguish the fin-

gle from the double, in this Manner; If

your Adverfary, by his ill Fortune in

throwing, has no Points on his Tables

marked, altho' your Throw is fingle, yet

ftill you may mark a double Point ; but

ifotherwife he has fuch good Luck bythe

Dice, to have any Point to mark, then

he comes double, which you are to take

off again, if you can hit him.

THESE
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THESE are all the Paffages that are con-

fiderable in this Courtly and much uſed

Game of Grand-Tricktrack, which, tho',

easily to be comprehended, by thoſe who

divert themſelves with playing often at

Tables, and efpecially fuch who have any

Infight into the under-mentioned Game

of Tick-Tack, of which this Game is ob-

ferved to make a Compleatment, by ad-

ding more Parts and Embelishments ; yet

the moſt ready Way for a young Game-

fter, who is defirous to learn it, is to fee

two that are skilful play at it, and then

taking notice of theſe Inftru&tions, he will

preſently be led into the Secret.

I

III. of IRISH.

RISH is an ingenious Game, and

requires a great deal of Skill to play

it well, especially the After-Game. It is

not to be learned otherwife than by Ob-

fervation and Practice ; however I fhall

lightly touch hereon.

THE Men which are thirty in Num-

ber are equally divided between you and

your Adverfary, and are thus placed, two on

the Ace Point, and five on the Sice ofyour

left Hand Table, and three on the Cinque,

and
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and five on the Ace Point ofyour right

Hand Table, anſwered on the like Points

by your Adverfary's Men, with the fame

Number ; or thus, two of your Men on

the Ace Point, five on the double Sice,

or Sice-Cinque Point, three on the Cin-

que Point in your own Tables, and five

on the Sice Point at Home, and all thefe

pointed alike by your Adverfary.

IN your play have a Care of being too

forward, and be not rafh in hitting every

Blot, but with Difcretion and Confidera-

tion, move flowly but fecurely ; by which

means, though your Adverfary have filled

his Tables, but with all Blots, and you

by hitting him enter, you may win the

Game ; nay, fometimes, though he hath

borne his Men all to a very few.

'Tis the Part of a prudent Comman-

der, as he leads out his Men to bring

them home as fafe as he may; fo muſt

you have a Care of your Men as you

are bringing them home that they are

not pick'd up by the Way.

HAVE a fpecial Care that your Adver-

fary double not the Trey, Ace-point with

his Men, and fo make what convenient

Hafte you can to fill up your own Tables,

and beware of blotting ; that done, bear

as faft as you can.

FOR
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FOR an After-Game I know not what

Inftructions to give you, you muſt here-

in truft to your own Judgment, and the

Chance of the Dice, and if they run low

for fome Time, it will be fo much the

better.

IV. of BACK-GAMMON.

You

OUR Men are placed as at Iriſh,

and Back-Gammon differs but very

little from it, but in Doublets which at

this Game is plaid fourfold, which makes

a quicker Difpatch of the Game than

Irish.

BE fure to make good your Trey,

Ace-Points, hit boldly, and come away

as faft as you can, to which End, ifyour

Dice run high, you will make the quicker

Diſpatch.

WHEN you come to bearing, have a

care of making when you need not, and

Doublets now will ftand you most in

Stead.

IF both bear together, he that is first

off without Doublets, wins one.

Is
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IF both bear, and one goes off with

Doublets, he wins two.

IF your Table be clear before your

Adverfary's Men be come in, that is a

Back-Gammon, which is three ; but if

you thus go off with Doublets, it is

four.

FALSE Dice are much uſed at Iriſh and

Back-Gammon, for the Benefit of enter-

ing, wherefore have a fpecial care that

you have not Cinque-Deuces, and Qua-

ter-Treys put upon you, you may quick-

ly perceive it by the running ofthe Dice..

THE Perfon that is cunning at play

has great Advantage of a Novice or in-

nocent Man, which is commonly bytop-

ing or knaping, which by its often Prac-

tice may be fufpected by his Adverfary ;

then he has Recourfe to Dice, which runs

particular Chances for his purpofe, which

the other being ignorant of, is almoft an

equal Advantage with the former. For

Example, he provides Dice that runs fix,

five, four, ' tis his Bufinefs to fecure thofe

Points, fo that if he happens to furprize

any of your Men coming home, as it is

two to one but he does, he does without

a Kind of Miracle win the Set.

'Tis poffible fometimes they may make

ule of three, two, which are the low

Chances ; but that they feldom do for

this
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this Reaſon, the high or forward Points

being fupplied, you must enter, if at all,

upon the low Points which keeps you back-

wards and gives him Advantage. The Ad-

vantage of this Game is to be forward, if

poffible, upon fafe Terms, and to point

his Men at that Rate that it fhall not be

poffible for you to pass, though you have

entered your Men, till he gives you Li-

berty, having two to one the Advantage

of the Game.

A

V. TICK-TACK.

LL your Men muft ftand on the

Ace-Point, and from thence play

forward, but have a Care of being too

forward, or fo at leaftwife that Doublets

reach you not.

SECURE your Sice and Cinque-point

whatever you do, and break them not

unless it be when you have the Advan-

tage of going in, which is the greateſt

Advantage you can have nextto a Hit ; for

your Adverfary's eleventh Point ftanding

open, you have, it may be, theOppor-

tunity of going in with two of your Men,

and then you win a double Game. A

Hit
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Hit is but one, and that is, when you

throw fuch a Caft that fome one ofyour

Men will reach your Adverfary's un-

bound, but fometimes, though it hits it,

will not pafs by Reafon of a Stop in the

Way, and then it is nothing. Sometimes

it is good, going over into your Adver-

fary's Tables, but it is beſt for an After-

Game.

PLAYING cloſe at home is the fecureft

Way, playing at length is both rafh and

unfafe, and be careful of binding your

Men when you lie in Danger of the E-

nemy. Moreover, if you fee you are in

Danger of lofing a double Game, give

your Adverfary one ; ifyou can it is bet-

ter doing fo than lofing two.

HERE note, if youyou fill up all the Points

ofyour fecond Table with your own Men

you win two, and that you may prevent

your Adverfary from doing fo ( if you are

in Danger thereof) if you can, make

a vacant Point in his Tables, and it is

impoffible for him to do it.

THIS is the plain Game of Tick-Tack,

which is called fo from Touch and Take,

for if you touch a Man you muſt play

him though to your lofs ; and if you hit

your Adverfary and neglect the Advan-

tage, you are taken with a Why-not,

which isthe Lofs ofone: Likewiſe ifyou

2

7

L
are
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are in, and your Caft is fuch that you

may alſo go into your Adverfary's ele-

venth Point, by two other Men, and you

fee it not, either by Carelefneſs or eager

Profecution of a Hit, which is apparent

before your Eyes, you lofe two irrecove-

rably. Befides, it is a very great Over-

fight, as your Men may ftand, not to take

a Point when you may do it.

8

Now fome play this Game with Toots,

Boveries and Flyers ; Toots is, when you

fill up your Table at home, and then

there is required fmall Throws ; for if

you get over with a Sice, you have no

Benefit of Toots.

BOVERIES is when you have a Man in

the eleventh Point of your own Tables,

and another in the fame Point of your

Adverfary's, directly answering.

FLYERS, is when you bring a Man

round the Tables before your Adverfary

hath got over his firft Table, to the ef-

fecting of which there is required very

high throwing ofyour Side, and very low

throwing of his.

MUCH more might be faid as to the

Craft ofthe Play, which cannot be ſo well

diſcovered as from Obfervation in your

own or others playing.

THERE are feveral foolish Paftimes to

be plaid in the Tables, which are ridi-

culous
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culous to treat of, whereof I fhall only

mention thefe Three, viz.

"

:

'A'

VI. DOUBLETS..

T Doublets the fifteen Men are thus

placed ; upon Sice, Cinque and

Quater there are three Men a-piece, up-

on Trey, Deuce, Ace, but two a-piece.

HE that throws moft hath the Benefit

of throwing firſt, and what he throws

he lays down, and fo doth the other ;

what the one throws and hath not, the

other lays down for him to his own Ad-

vantage ; and thus they do till all the

Men are down, and then they bear, but

not till they are down ; he that is down

first bears first, and will doubtlefly win

the Game if the other throws not Doub-

lets to overtake him ; now he that throws

Doublets apace is certain to win, for as

many as the Doublets are, fo many helays

down, or bears ; for Example, if two

Fours, he lays down, or bears Eight, and

fo for the other Doublets ; and therefore

he that can either nap, top, or hath high

Runners about him, hath a great Advan-

tage herein.

VII. SIC E-
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VII. SICE-ACE.

IVE may play at Sicè-ACE with

fix Men a-piece, they one load ano-

ther with Aces, Sixes bears only, and

Doublets drinks and throws again, fo of-

ten ſome I have feen, that for the Lucre

of a little Money, have refolved rather

to loſe themſelves than a Penny. It is

commonly agreed the laft two, or the laſt

out fhall lofe, and the reft go free.

36368686AESEDÉJEJE

A

VIII. KETCHDOLT.

T Ketch-Dolt the first throws and

and lays down from the Heap of

Men without the Tables, what is thrown

at it may be Sice-Deuce, if the other

throw either Sice or Deuce, and draw

them not from his Adverfary's Tables to

the fame Point in his own, but takes

them from the Heap, and lays the Ace

down, he is dolted and lofeth the Game,

or if he but touch a Man of the Heap-

and then recal himſelf, the Lofs is the

·

fame.
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fame. Some by frequent Practice will never

be dolted, and then they ftrive who fhall

fill up their Tables firft ; which done,

he that bears them off firft hath won the

Game. And fo much for Play within the

Tables.

Games without the Tables.

I

་་་

I. Of INN and INN.

NN and Inn is a Game very much

ufed in an Ordinary, and may be play'd

by two or three, each having a Box in

his Hand. It is play'd with four Dice.

You may drop what you will, Sixpences,

Shillings, or Guineas ; every Inn you

drop, and every Inn and Inn you sweep

all ; but if you throw out, if but two

play, your Adverfary wins all ; if three

that Out is a Bye between the two o-

ther Gamefters, which they may either

divide or throw out for it. Here you

are to obferve that Out is when you have

thrown no Doublets on the four Dice ;

Inn is when you have thrown two Doub-

lets of any Sort, as two Aces, two Deu-

ces, two Kings, &c. Inn and Inn is, when

you throw all Doublets, whether all of a

Sort
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Sort, or otherwife, viz. four Aces, four

Deuces, or four Cinques, or two Aces,

two Deuces, two Treys, two Quaters,

or two Cinques, two Sixes, &c. -

YOUR Battle may be as much and as

little as you will from twenty Shillings to

twenty Pounds, and fo onwards to a thou-

fand, which Battle is not ended till eve-

ry Penny of that Money agreed upon for

the Battle be won ; and it is but requi-

fite, for it is frequently feen, that in a

Battle of ten Pounds, a Gentleman hath

been reduced to five Shillings, and yet

hath won at laft the Battle.

FOR a Gamefter that would win with-

out hazarding much his Money, Dice

that will run very feldom otherwiſe but

Sixes, Cinques, Quaters, &c. are very

neceffary. Ifthofe Inftruments are not to

be had, a Taper-box will not be amifs,

that as the Dice are thrown in may stick

by the Way, and fo thrown to Advan-

tage. I have heard of one, who having

fpent the major Part of his Patrimony in

good Fellowship, and fuch Paftimes as

the Heat of Blood, with vigorous Youth,

moft profecute, at length confidered how

he fhould live hereafter, and finding but

fmall Encouragement at home, and leffer

abroad, thought if he could contrive a

Way to win a confiderable Sum at play

( having
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(having been a great Lofer himſelf) that

fhould be the Bafis of his future Settle-

ment: After various Confultations within

himſelf he at length contrived this Stra-

tagem; he cauſed a Box to be made, not

as they are ufually fcrew'd within, but

fmooth, and procured it to be fo well

painted and hadowed within, that it

Îook'd like a ſcrew'd Box ; now this Box

was but halfboard wide at Top, and nar-

row at Bottom, that the Dice, as afore-

faid, might flick, and the Box being

fmooth, would come out without tumb-

ling. With this Box he went and play'd

at Inn and Inn, by virtue whereof, and

his Art of taking up and throwing in his

Dice into the Box, he got the firſt Night

a Thoufand Pound, and the next Night

two hundred a Year, with a Coach and

fix Horſes, which Coach and Horfes (be-

ing very valuable ) he fold, but the Eſtate

he lives on to this Day, with great Im-

provements, and never would handle a Dye

fince, well knowing how many worthy Fa-

milies it hath ruined.

II. Of
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II. of PASSAGE.

Affage is a Game at Dice to be plaid

at but by two, and it is perform'd

with three Dice. The Cafter throws con-

tinually till he hath thrown Doublets un-

der ten, and then he is out, and loſeth,

or Doublets above ten, and then he paſ-

feth and wins ; high Runners are moſt

requifite for this Game, fuch as will rare--

ly run any other Chance than four, five

or fix, by which Means if the Cafter

throws Doublets he can scarcely throw

out. There is the fame Advantage of the

Smooth Taper-Box, aforefaid, in this

Game, as at Inn and Inn , with the like

Benefit of the Dice, whether by palming,

topping, flurring, or knapping.

III. HAZZARD.

Hare,for it speedily makes a Man

Azzard is a proper Name for this

or undoes him; in the twinkling of an

Eye either a Man or a Moufe..

THIS Game is play'd but with two

Dice, but there may play at it as many

as
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as can ſtand round the largest round

Table.

THERE are two Things chiefly to be

obferved, that is Main and Chance ; the

Chance is the Cafter's, and the Main

theirs who are concerned in Play with

him. There can be no Main thrown a-

bove nine and under five ; fo that five, fix,

feven, eight, and nine, are the only Mains,

and no more which are flung at Hazzard ;

Chances and Nicks are from four to ten,

thus four is a Chance to nine, five to eight,

fix to feven, feven to fix, eight to five ;

and nine and ten a Chance to five, fix,

feven and eight ; in fhort, four five, fix,

feven, eight, nine and ten, are Chances

to any Main, if any ofthefe Nick it not :

Now Nicks are either when the Chance

is the fame with the Main, as five and

five, fix and fix, ſeven and feven, and ſo

on; or fix and twelve, feven and eleven,

eight and twelve ; where note, that twelve

is out to nine, feven and five ; and eleven

is out to nine, eight, fix and five ; Ames-

Ace and Deuce-Ace, are out to all Mains

whatever.

THAT I may the better illuftrate this

this Game, it will not be amifs to give

one Examble for your better Information ;

Seven's the Main, the Cafter throws five,

and that's his Chance, and fo hath five

to



OfHazzard. 121

;
to feven if the Cafter throw his own

Chance, he wins all the Money was fet

him, but if he throw feven, which was

the Main, he must pay as much Money

as is on the Board ; if again feven be the

Main, and the Cafter throws eleven, that

is a Nick, and fweeps away all the Mo-

ney on the Table ; but if he throws a

Chance, he must wait which will come

firft. Laftly, if feven be the Main, and

the Cafter throws Ames-Ace, Deuce-Ace,

or twelve, he is out, but if he throw

from four to ten, he hath a Chance,

though they are accounted the worst

Chances on the Dice, as feven is reputed

the beft and cafieft Main to be flung ;

thus it is in eight or fix, if either ofthem

be the Main, and the Cafter throws either

four, five, feven, nine or ten, this is his

Chance, which if he throw firſt, he wins,

otherwife lofeth ; if he throw twelve to

eight, or fix to the fame Caft with the

Main, he wins ; but ifAmes-Ace, or Deuce-

Ace to all he lofeth ; or iftwelve, when

the Main is either five or nine. Here

note, that nothing nicks five but five, nor

nothing nine but nine.

FOUR and Five to Seven is judged to

have the worſt on't, becauſe Four ( cal-

led by the Tribe of Nickers, little Dick

Fisher) and Five have but two Chances,

G Trey
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Trey Ace and two Deuces, or Trey

Deuce and Quater Ace, whereas Seven

hath three Chances, Cinque Deuce, Six

Ace, and Quater Trey; in like Condi-

tion is nine and ten, having but two

Chances, fix Trey, Cinque and Quater,

or fix Quater and two Cinques.

w

Now fix and eight one .would think

hould admit of no Difference in Advan-

tage with feven, but if you will rightly

confider the Cafe, and be fo vain to make

Trial thereof, you will find a great Ad-

vantage in feven over fix and eight. How

can that be, you will fay, hath not fix,

feven and eight, eight equal Chances ?

For Example, in Six, Quater Deuce, Cin-

que Ace, and two Treys ; in Eight, fix

Deuces, Cinque Trey, and two Quaters,

and hath not feven three, as aforefaid?

It is confefs'd, but pray confider the Dif

advantage in the Doublets, two Treys

and two Quaters, and you will find that

fix Deuce is fooner thrown than two

Quaters, and fo confequently Cinque Ace,

or Quater Deuce fooner than two Treys.

I faw an old Rook once take up a young

Fellow in a Tavern, upon. this very Score.

The Bargain was made that the Rook

fhould have feven always, and the young

Gentleman fix, and throw continually; a-

greed to play they went, the Rook got

L

the
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the first Day ten Pound, the next Day

the like Sum , and fo for fix Days toge-

ther, lofing in all threefcore Pounds ; not-

withſtanding the Gentleman, I am confi-

dent, had fquare Dice, and threw them

always himself. And farther to confirm

what I alledged before, not only this

Kook, but many more have told me,

that they defired no greater Advantage

than to have feven always, and the Cafter

to have fix. Here note, it is the Opi-

nion of moft, that at the first Throwthe

Cafter hath the worst on't.

CERTAINLY Hazzard is the most be-

witching Game that is play'd on the Dice ;

for when a Man begins to play, he knows

not when to leave off ; and having once

accuſtomed himſelf to play at Hazzard,

he hardly ever after minds any Thing

elfe ; I have feen an old Man, about the

Age of feventy, play at an Ordinary

when his own Eyes were fo defective,

that he was forced to help them with a

pair of Spectacles ; and having an Oppor-

tunity one Day to speak to him, how a

Man of his Years could be fo vain and

boyish ftill to mind Play ; infiſting withal

upon the Folly of that Action to hazzard

his Moneywhen he had not Sight enough

remaining to diſcern whether he had won

or loft; befides, Sir, faid I, you cannot

G 2 but
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but hear how you are derided every Time

you come to the Ordinary: One fays,

here comes he that cannot reft quiet, but

will cry without the Rattle of the Dice ;

another cries, certainly fuch a one plays

by the Ear, for he cannot fee to play.

Let them talk what they will , faid the

Gentleman, I cannot help it, I have been

for above forty Years fo us'd to play, that

fhould I leave it off now, I might as good

top thoſe Iffues about me, which have

been inftrumental in the Prefervation of

my Life to this Length of Time.

N

To conclude, happy is he that having

been much inclined to this Time-fpending,

Money-wafting Game, hath took up in

"Time, and refolved for the Future never

to be concerned with it more ; but more

happy is he that hath never heard the

Name thereof.

The
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C

HESS is a Royal Game, and more:

difficult to be understood than any

other Game whatever, and will take up,

fometimes, in the playing, fo long a Time,

that I have known two play a Fortnight,

at Times, before the Game has been

ended : And indeed, I believe, the Te-

dioufneſs of the Game has caufed the

Practice thereof to be fo little us'd ; how-

ever, fince this Paftime is fo highly inge-

nious, that there is none can parallel, I

fhall here lay down fome brief Inftructions

tending to the Knowledge thereof.

THE firft and higheft is a King, the

next in Height is a Queen, the cloven

Heads are Bishops ; they who have Heads

cut aflaunt like a Feather, in a Helmet, are

called Knights, the laſt are called Rooks,

with a round Button, a Cap on his Head,.

and thefe fignify the Country and Pea-

fantry, the Pawns are all alike, and each

Nobleman hath one of them to wait up-

on him.

G. 3 THE

1
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THE Chefs-Men ftanding on the Board,

you muſt place the white King in the

fourth Houfe, being black from the Cor-

ner of the Field, in the firſt and lower.

Rank, and the black King in the white

Houſe, being the fourth on the other Side,

in your Adverfary's first Rank, oppofite

to the white King ; then place the white

Queen next to the white King, in a white

Houle, which is the fourth on that Side

of the Field ; likewife the black Queen in

a black Houfe, next to a black King in a

fame Rank.

THEN place on the other Side of the:

King, in the fame Rank, firſt a Bishop,

becaufe being a Man of Counſel, is plac-

ed before the Knight, who is a Man of

Action, or Execution ; the Knight after

the Bishop, and after the Knight's place the

Rook, (who is a Peafant or Countryman )

in the laft Place, or Corner of the Field:

Place alfo on the Queen's Side, and next

to her a Bishop, next a Knight, and then:

a Rook , the Pawns take up the laſt

Place, one of which you muft place be-

före each Nobleman as Attendants ; fo that

thefe Great or Noblemen fill up the firft

Rank, andthe Pawns the fecond, from one

Corner of the Field to the other ; and

as many great Men and Pawns, as belong

to the King, fo many hath the Queen,

viz.
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viz. three great Men and four Pawns a

piece, that is, one Bishop, one Knight, and

one Rook with their Pawns.

HAVING thus placed and ordered your

Men, you must in the next Place confider

their March, how they advance and take

Guard and Check.

THE Pawns do commonly begin first

the Onfet, and their March is forward in

their own File, one House at once only

and never backward ; for the Pawns alone

never retreat, the Manner of his taking

Men is fideways in the next Houſe, for-

ward of the next File to him on either

Side, where, when he has captivated his

Enemy, and placed himſelf in his Seat,

he proceeds and removes forward one

Houfe at once in that File, until he find

an Opportunity to take it again.

THE Pawn guards a Piece of his Side,'

which ftands in that Place, where if it

were one of the contrary Party, he might

take it. In like manner the Pawn checks

the King, viz. as he takes not as he goes

with Check, if the adverfe King cannot

fhun, either by taking up the Pawn him--

felf (if the Pawn be unguarded, or occa--

fion his taking by fome of his Pieces, he

muft of neceffity remove himſelf out of

the Pawn's Check ) or if it lie not in his

Power, it is Pawn-Mate, and fo the

GameG: 4
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Game is ended, and loft by him whofe

King is fo Mate.

THE Rook goes backward and forward,

in any File and cross-ways, to and fro

in any Rank, as far as he will ; fo that

there ftands no Piece between him and

the Place he would go to. Thus he doth

guard his own and check the King alfo,

which Check if the King can neither cover

by the Interpofition of fome Piece of his,

between the checking Rook´ and himſelf,

nor take the Rook, nor be the Caufe of

his taking; he muſt remove himſelf out

of that. Check, or it is Mate, and the

Game is up.

鹰

THE Knight skips forward, backward,

and on either Side fromthe Place heftands

in; to the next, fave one, of a different

Colour, with a fideling March, or aflope ;

thus he kills his Enemies, guards his

Friends, and checks the King of the ad-

verfe Party, which becauſe (like the

Pawn's Check) it cannot be covered, the

King muft either remove, or cauſe the

Knights to be taken (for he himself can

not take the Knight that checks him) or

its Mate, and the Game is up

THE Bishop walks always in the fame

Colour ofthe Field that he is firft placed

in, forward and backward, alloap, every

Way, as far as he lifts ; provided that

the .
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the Way be clear between him and the

Place he intends to go to : Thus he re-

bukes the Adverfary, guards his Conforts,

and checks the adverfe King, which not be-

ing avoidable, as aforefaid, is Mate to him,

and the Game is ended.

.

THE Queen's Walk is more univerfal ;

for fhe goes the Draughts of all the afore-

named Pieces, ( the Knights only except-

ed, for her March is from one Colour

to the other afloap ) fo far as the lifteth,

not finding the Way obftructed by any

Piece: And thus fhe difturbs her Adver

faries, protects her Subjects, and mates

the King, unlefs ( as aforefaid ) he`removes;

eovers, takes, or caufes her to be taken,

otherwiſe it is his Mate, and the Game

is concluded,

.

THE King's Draught is from his own

to the next to him any Way, that ei-

ther is empty of his own Subjects, or

where he may furprife any unguarded E-

nemy, or where he may ftand free from

the Check of any of the adverfe Party:

Thus he confounds his Foes, defends

his Friends, but checks not the King his

Enemy, who never check one another ;

for there must ever be one Houfe, or Place,

at leaſt, between the two Kings, tho ' un

poffeft of any other Piece ; and ifone King

be compelled to flie for Refuge to the

G 5 King

•
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King, of the adverſe Party, then it is

Mate, or a Stale, and ſo he that gives the

firft wins the Game. Let this fuffice for

the various Draughts, and feveral Walks

ofthe Chefs-men ; but this is not all, I

hall give you fome other Inftructions as

brief as I may, and refer the rest to your

own Observation.

KINGS and Queens have feven a-piece :

to attend them. The King, whether

white or black, guards five Perfons be

fore he goes forth, and being once advanc--

ed into the Field, though it be but in

the ſecond Houſe, he then, and after-

wards in his March guards eight Houſes,

till he come again to one Side or other of

the Field.

THE Five, the King guards before his

March, are the Queen, the Bishop, his

own, his Queen's, and his Bishop's Pawn.

THE Queen protects her King and Bi

fhop, her King's, her Bishop's, and her

own Pawn. Thus the Queen guards as

many as the King before the goes forth,

and after, till the Game be won or loft.

THE King's Bishop guards the King's

Pawn, and his Knight's ; the Queen's Bi

fhop guards the Queen's Pawn, and her

Knights guard but three Houſes a-piece,

before they go forth ; but after they are.

marched off from the Side of the Field,

they
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they guard as many Houfes as the King

f and Queen do. Thofe Houfes whichthe

Knights guard e'er they go out, are the

King's. The Knights guard the King's

Pawn, and the third Houfe in the Front

of the King's Bifhop's Pawn, and the

third Houfe in the Front of the King's

Rook's Pawn.

"

!

THE Queen's Knight guards her Pawn,

and the third Houfe in the Front of

her Bishop's Pawn, alfo the third Houfe

in the Front of her Rook's Pawn. The

King's Rook guards his own Pawn, and

the King's Knight's, and no more till he

be off of the Side of the Field, and then

he guards four Houfes, and the fame

does the Queen's Rook. The Pawns like-

wife guard thefe Places, before they be

advanced into the Field, viz. The King's

Pawn guards the third Houfe before the

Queen, and the third before the King's Bi-

fhop ; the Queen's Pawn guards the third

Houfe before the King, and the third be-

fore her Bifhop. The King's Bifhop'sPawn

guards the third Houfe before the King,

and the third before the King's Knight...

The Queen's Bifhop's Pawn guards the

the third Houfe before the Queen, and

the third before the Queen's Knight.

The King's Knight's Pawn guards the

third Houfe before the King's Bifhop,

and
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and the third before the King's Rook.

The Queen's Knight's Pawn guards the

third Houfe before the Queen's Bishop,

and the third before the Queen's Rook.

The King's Rook's Pawn, and the Queen's

Rook s Pawns, guard but one Houſe a-

piece, that is to fay, the third Houſe

before the Knight, becauſe they ſtand on

the Side of the Field..

NEXT confider the Value of the great

Men. The King expofes not himſelf to

Danger upon every Occafion ; but the

Queen is under him as General, and does

more Service than any two great Men be-

fides , and when it happens that fhe is loft,

her King moſt certainly lofes the Field,

unless the Adverſary knows not how to

make. ufe of fo great an. Advantage.:

Wherefore if a King lofe two or three

of his beſt Men, in taking the Oponent's

Queen, yet he has the beft of it, if he

can but manage his Game rightly,
+

NEXT to the Queen in Value, is the

Rook, and is as much in Worth above

the Bishop and Knight, as the Queen is

above him, ſo that a Rook is more worth

than two Bishops, or two Knights, becaufe

he can give a Mate by the Help of the

King, which no other Piece can do, unleſs .

play'd with excellent Skill

BISHOPS

:
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BISHOPS are accounted better than

Knights, becaufe they can give a Mate

with a King, when no other Men are left

to help them, with more Eaſe than the

Knights can ; for they feldon , or never

do it : Yet it is more dangerous to loſe a

Knight than a Biſhop, becaufe the Knight's

Check is more dangerous than the Bi-

fhop's ; for the Bishop is tyed to one Cor-

ner of the Field, out of which he cannot

pafs ; but the Knight paffes through all

the Houfes of the. Field : The Bishop's

Check may be covered,, the Knight's can- »

not; befides, if it fall out that one of the

Kings hath no other Men left but his

Bishops, and the other King none but his

Knights, the Knights with their Checks

can take the Bishops, one after another,

becauſe the Bishops cannot guard each o

other, which the Knights can do ; ſo that

at the Beginning ofthe Game, it is bet-

ter to lofe Bifhops for the Adverfary's:

Knight's than the contrary.

THE Difference of the Worth of Pawns,

is not fo great as that of Noblemen, be-

cauſe there is not fuch Variety in their

Walks, only thus much, the King's Bi-

fhop's Pawn is the beſt in the Field among

the Pawns, and therefore the Gamefter

ought to be careful of him ; for if it

fhould happen that the black King lofe

his
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his Bishop's Pawn to gain the white King's .

Pawn, the black King's Lofs is the grea-

ter, becauſe he cannot after this Accident

make a Rank of Pawns, of three of a

Rank on that Side of the Field, for his

own Security, which is a great Difadvan-

tage ; fo that it is better for either of

the Kings to loſe his own Pawn than his

Bishop's.

BUT if you fhould object, that the.

King, which lofeth his Bifhop's Pawn,

may relieve himſelf on the other Side of

the Field, turning to his Queen's Rook's

Quarter, where he fhall have Pawns to

fuccour him. I answer, 'Tis true, he may

do fo, but he will be a longer Time in ef-

fecting his Bufinefs, becauſe there aremore

Pieces between him and his Queen's Rooks

by one Draught, than between his own

Rook and himself; fo that in playing that

Draught, he endangers the whole Game,

if his Adverfary know howto make use of

Advantages. The King's Pawn is next

in worth, which often-times keeps the

King from Check by Diſcovery ; thenthe

Queen's Pawn is next, and after that the

Knight's, and laft of all the Rook's Pawns,

becauſe they guard but one Houſe a-piece.

in the Field.

THE King and the Pawn have certain

Privileges granted them, which none of

the
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the other Chefs-Menhave : As for Inftance,

The King, whofe Remove (as hath been

already mentioned ) is from the Place of

his ftanding at any Time, to one next

Houſe, in File or Rank of any Side

(that is, only that Step at once ) yet if

at any Time his Rank be empty of his

Men, fo that no one ſtands between the

King and the Rook of either Corner,

the King may then fhift or change with

what Rook he pleaſes, between whom and

himſelf the Way ftands clear, from other

Men, and that for his better Security ;

provided, That neither the King, nor

the Rook, he intends to change with, has

not, as yet, been removed from the Place

oftheir firft ftanding. Now the Manner

ofthe King's fhifting or changing with a

Rook, is thus.

•

THE Rank cleared, as aforefaid, and

neither King nor Rook having yet ftirred,

he may go two Draughts at once to his

own Rook, and fo towards his Queen's

Rook, caufing the Rooks he changes with,

to change his Place, and come and ftand

by him on the other Side ; that is, his

own Rook in the Bishop's Place, and the

Queen's Rook in the Queen's Place, and

either of thefe Changes but for one.

Draught. This is the King's first Prero-

gative.

THE
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THE fecond is, that whereas any Mar

may be taken by any Adverfary, if he

be brought fo near, as to come withinthe

Compass, the King cannot ; but he is

only to be faluted by his Adverſary with

the Word, Check, advifing him thereby to

look about him the more warily, and

provide for his own Safety : Now if that

Adverfary do this unguarded fo near the

King, he may ftep thither by his true

Draught, and the King may ftay him

with his own Hand, if he judge it con-

venient

As for the Pawn, the firft Privilege

he has, is, that whereas his Walk is but

to the next Houfe forward in his own

File at once, when he marches, and to

the next Houſe fide-long forward of the

next File of either Side, when he takes ;

I fay, his Privilege is, that he may re-

move to the ſecond Houfe forward, which

is the fourth Rankin his own File for his

firft Draught, and ever after but one for-

ward at once.

THE fecond Privilege is greater, and

that is, When any Pawn is come lo far

as to the first Rank of the Adversary;

and feats himſelf in any of his noble

Houſes, he is dignified for this Fact, with

the Name and Power of a Queen, and fo

becomes chief of his own King's Forces,

if
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if the firft Queen were flain before ; and

if the firſt Queen be yet ſtanding in the

Field, the Pawn coming to the Rank a-

forefaid, in any Houfe whatfoever, may

there make what Piece you pleafe, which

you have already loft.

SOME are of Opinion, that Chefs, as

well as Draughts, may be play'd by a cer-

tain Rule ; indeed I am partly inclined

to believe it, notwithstanding that moſt

are of a contrary Opinion.

THE firft Remove is an Advantage;

and therefore you muft draw for, who

fhall have the firft Draught ; which may

be done with a black and white Man di

ftributed into either Hand, and offered

the Opponent, which he will chufe , if he

chufe his own Man, the firft Draught is

his , but when a Game is ended, and

a Mate given, he is to have the first

Draught the next Game, who gave the

former Mate.

THE firft Remove is diverfe, according

to the Judgmente of the Gamefter ; as

fome will firftremove their King's Knight's

Pawn one fingle Remove, that is, to the

third Houle in his own File; others play

the King's Rook's Pawn firft, a double

Draught , but the best way is to play the

King's Pawn firft, a double Remove, that

fo, if they are not prevented by their

Adver
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·
Adverfary's playing the like, they may

ftill remove that Pawn forward with good

Guard ; for he will prove very injurious

to the adverfe King.

THIS Pawn I shall adviſe you to re-

move first, but not fo venturouſly as a

double Remove ; becauſe, if you cannot

guard him cunningly, then you are like

to loſe him with a Check to your King,

by the Queen's coming forth upon him,

to the great Hazard ofyour King's Rook;

therefore play your King's Rook one fin-

gle Remove, thatthere maybe Way made

for the coming forth of the Queen one

Way, two Houſes afloap, and to your

King's Bifhop the other Way, three

Houfes afloap, and fo upon the Neglect

of your Adverfary, he may be put to a

Scholar's Check, at leaft in Danger of

it : Here note, it is ill to play the Bi

fhop's Pawn firft, and worfe to play the

Queen's.

HE that would be an Artift in this

noble Game, must be fo careful to fecond

his Pieces, that if any Man advanced be

taken, the Enemy may be likewife taken

by that Piece that guards, or feconds it ;

fo fhall he not clearly loſe any Man,

which fhould it fall out contrarily, might

lofe the Game: He muft alfo make his

Paffages
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Paffages free for Retreat, as Occafion

fhall ferve, left he be worſted.

IN defending, you muſt alſo be very

careful, that you are as able to affault

as your Enemy ; for you muft not only

anfwer your Adverfary's Affault, by fore

feeing his Deſign by his Play, and pre-

venting it, but you muſt likewife devife

Plots, how to peſter and grieve your Af

failant, and chiefly how to entrap fuch .

Pieces as are advanced by him, prevent-

ing their Retreat ; amongft which a

Pawn is the fooner enfnared, becauſe he

cannot go back for Succour or Relief ;

but Biſhops and Rooks are harder to be

furpriz'd, becaufe they can march from

one Side of the Field to the other, to

avoid the enfuing Danger; but the Knights

and Queens, of all, are with much Dif

ficulty betray'd, becauſe they have fo ma-

ny, Places of Refuge, and the Queen more

eſpecially Where note, as a great Piece

of Policy, that, if poffible, you conftantly

have as many Guards upon any one Piece

of yours, as you fee your Enemy has

when he advances to take it, and be fure

withal, that your Guards be of lefs Va-

lue than the Pieces he encountereth your

with ; for then if he fall to taking, your

will reap Advantage thereby ; but if your

fee you cannot guard yours, but muft of

1

Necef

"
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Neceffity lofe it, then be very circum-

fpect, and fee whether you can take a far

better Piece of his, in cafe he takes yours,

by advancing fome other Piece of yours in

Guard, for fo, as it often falls out, that

yours, which you had given over for loft,

may be. faved, whereas no other Way

could have done it.

:

WHEN an adverfe Piece comes in

your Way, fo that by it allmay be taken,

confider with your felf, whether it be e

qual in Worth to yours, next, whether it

can do you any Damage in the next

Draught, if fo, let it alone ; for as it is

beſt to play firſt, ſo it is to take laſt ; un-

lefs, as was faid, you might take the Piece

clear, or get a better than that you lofe

to take it, or at leaſt diſorder him one

Pawn in his taking your Man that took

his ; but when you have the Advantage,

be it but of one good Piece for a worſe,

or of a Pawn clear, then it is your beft-

Way to take Man for Man, as often as

you can; befides, you are to note, that

whatſoever Piece your Adverfary plays

moſt, or beſt withal, be fure, if it lie in

your Power, to deprive him thereof, tho'

it be done with lofs of the like, or ofone.

fomewhat better, as a Biſhop for a Knight ;

for by this Means you may fruftrate your.

Adver--
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;

&

Adverfary's Defign, amd become as cun-

ning as himſelf.

Now the chief Aim at Chefs, is to give

the Mate, which is when you check the

King of the adverfe Party, that he can

neither take the checking-Piece (becauſe

it is guarded) nor cover the Check, nor

yet remove out ofit.

"

Your Care ought to be in the Interim,

how to deprive him of fome of the beft

Pieces, as his Queen or Rook ; and the

way to entrap the Queen is two-fold ;

Firft, By confining her to her King, fo

that he may not remove from him, for

leaving him in Check of an adverſe Piece.

Secondly, By bringing her to, or eſpying

her in fuch a Place, as a Knight ofyours

may check her King, and the next Draught

take her. In the fame Manner you may

ferve a Biſhop, if the adverfe Queen co-

vers her floap-wife ; but if ſhe ſtand not

in fuch a Pofture, fhe may be brought to

it ; entice her thither with fome unguard-

ed Man, which the out of Eagerness of

taking for nothing, may indifcreetly bring

sherſelf into Trouble.

But if you intend to catch the Queen

with a Knight, imagine that the adverſe

King ftands in his own Place unremoved,

and that the Queen has brought her felf

to ſtand in that Place, where the King's

Rook's
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Rook's Pawn ftood ; Firft, She ftanding

in this Pofture, bring, if you can, one of

your Knights to check her King, in the

third Houfe before his own Bishop ; and

if there be no Man ready to take up

your Knight immediately, he will take up

the Queen at the next -Draught.

THE Rooks are alfo to be furpriz'd two

Ways ; Firſt, by playing your Biſhop in-

to your Knight's Pawn's first Place of

ftanding, which Bishop fhall march a-floap

towards the adverfe Rook of the oppo-

fite Corner, which if you can make un-

covered of the Knight's Pawn, your Bi-

fhop will then undoubtedly take clear for

nothing: The other Way is like that of

furprizing the Queen, with a Bifhop or a

Knight ; where you muſt take Notice, That

your Adverfary's Queen's Rook is fo much

the eaſier to be taken with your Queen's

Knight, that that Knight, at his third

Draught, may check the King, and take

the fame Rook at his fourth Draught.

There are feveral other Ways to take a

Rook, which Practice muft inform you.

THERE is an ingenious Way of taking a

great Man for a Pawn ; when you efpy

two great Men ofyour Adverfary's ftand-

ing in one and the fame Rank, and but

one: Houſe between them ; then prepare a

Guard (ifyou have it not ready to your

Hand)
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Hand) for a Pawn, which bring up tothe

Rank next to them, in the Middle or Front

of both of them, and without doubt, if

he fave the one, your Pawn will take the

other; this way of taking is called a Fork

or Dilemma.

THE neateſt and moſt prejudicial Trick,

you can put upon your Adverfary at Chefs,

is a Check by Discovery, which may be

thus effected : Obferve when you find your

Adverfary's King any way weakly guard-

ed, or perhaps not at all, that is, eaſyto

be check'd ; then before you bring that

Piece that can check him, there to pro-

vide fome other Man in that Courfe

that checks him not ; afterwards bring

that Piece of yours which will check him

(your brought Piece being away) and then

with all poffible Speed remove away for

that former Piece, where it may moſt an-

noy him, faying withal, Check by Discovery

of your last brought a Piece ; which he be-

ing compell'd to cover or remove, you

may do him a greater Prejudice with that

Piece you removed from between the

Check at the next Draught, thus demon-

ftrated :

SUPPOSE you play with the white Men,

the removes firſt his King's Pawn a double

Draught forward, you anfwer him with

the like Play ; he then plays out his King's

Knight
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Knight in Front of his King's Bishop's

Pawn, you do the like with yours : That

Knight of his takes your King's Pawn,

and your Knight takes his likewife ; he

advances the Queen's Pawn, and removes

to chafe away or to take your Knight ,

you play up your white Queen one re-

move before your King, to frighten his

Knight alfo ; he thinks it better to fave

his Knight from your Queen, than take

yours with his Queen's Pawn, and there-

fore conveys him away into a more fecure

Place ; you play your King's Knight in

Front of his Queen's Bishop's Pawn, and

there withal fay, Check by Discovery ofyour

Queen ; now let him cover this Check by

Difcovery as well as he can, your Knight

at the next Draught will affuredly take his

Queen. There are feveral other Ways to

make a Diſcovery, and a Mate given with

it, which is the nobleft Mate of all.

A Queen, if loft, endangers much the

Game ; but if there be Pawns left, on ei-

ther Side, there is poffibility of making a

new Queen, and fo by Confequence the

Renovation of the Game, which Ten to

One was loft before. There are feveral

ways to mate this Queen, and (eftate her

in as great Power as the former ; for

Brevity fake, Two Pawns in Files next one

to the other, and play'd firft one forward,

and
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and the other Backward clofe together,

is a good way to make a new Queen, e-

fpecially if any one of them be guarded

underneath with a Rook ; for fo they will

force their Way before them, nor can any

of them be taken without great Difficulty

and Danger.

As to the fhort Mates, take theſe Ob-

fervations ; Having both placed your Men,

and yours the firft Draught, fuppofe you

advance your King's Pawn forward one

fingle Remove, and your Adverfary plays

his King's Pawn forward, a double Re-

move in his own File ; you at your fe-

cond Draught come out with your Queen

uponthat Pawn,placing her inthe Houſe for-

ward ofyour King's Kook's ; your Enemy,

to guard his King's Pawn, plays forth his

Queen's Knight into the third Houſe of

his Queen's Bishop's File, you (hoping

that he will not fpy the Attempt) bring,

for your third Draught, your King's Bi-

fhop, which you place in the fourth Houfe

ofyour Queen's Biſhop's File ; he not per-

ceiving your Intention, judging all fecure,

makes for your Queen with his King's

Knight , playing it in the Front of his

King's Bishop's Pawn, either to chafe her

away or take her ; you immediately upon

this, take up that Bishop's Pawn withyour

Queen, and for your fourth Draught give

H him
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him a Mate , which is called a Scholar's

Mate, becauſe any but young Beginners

may prevent it.

You may alſo give a Mate . at two

Draughts, if you encounter with a raw

Gamefter , playing after this manner ;

First, he removes his King's Bishop's

Pawn a fingle Draught (which is ill Play

at first) . you your King's Pawn a ſingle

Remove , he his King's Knight's Pawn

advanced a double Remove for his fe-

cond Draught , you bringing out your

Queen into the fifth Houfe of your King's

Rook's File, give him a Mate at your

fecond Draught.

THERE is another call'd a Blind-Mate,

and that is when your Adverfary gives

you a Check, that you cannot avoid by

any Means, and is indeed a Mate abfo-

lute ; he, not feeing it to be a Mate, fays

only to you, Check, and it is therefore cal-

led a Blind-mate ; this fhould be both Lofs

ofGame and Stake, if you before agree

not to the contrary.

A Stale may be termed a Mate and no

Mate, an end of the Play, but no end of

the Game, becauſe it properly fhould be

ended with a Check-mate. The Stale is

thus, When his King. hath the worst of

the Game, and is brought to fuch a Strait,

that he hath but one Place to fly unto,

and
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and the purfuing King is fo unadviſed as

to bar him out of that Place, or ftop it

without checking him, the diftreffed King

being no wayable to removebut in Check,

and having no other Piece of his own that

he can play, then it is a Stale, and a loſt

Game to him that gives it : Therefore he

that follows the flying King, gives him

Check, as long as he has any Place to fly

to ; but when he has none left, to avoid

his Check, let him then fay Check-mate,

and both Game and Stake are won.

LASTLY, There is another Term uſed

in Chefs-playing, and that is called a Dead-

Game,which makes, (if I may fpeak impro-

perly) an endleſs End of the Game, both

Gamefters faving their Stakes. And thus

it is: When the Affailant falls to take all

that comes near, carelefly giving Man for

Man, that it happens that either King

hath but one Man a-piece left him, the

Affailant following his eager purfuit, takes

his Adverfary's Man, not minding that

his King can take his alfo fo that the;

Kings lofing all their Men, and they be-

ing unable to come fo near as to grapple,

the Game is ended, but the Stakes on both

Sides are faved.
.1 .

I fhall conclude this Game with the

Laws of Chefs , which are thefe follow-

ing.

H 2 1. WHAT
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1. WHAT Piece foever of your own

you touch or lift from the Point whereon

it ftandeth , you muſt play it for that

Draught ifyou can; and into what Houſe

you fet your Man, there it muſt ſtand,

according to the Saying at this Game,

Touch and take, out of Hand and ſtand.

2. IF you take up your Adverfary's

Man, and after think it beſt to let it ſtand

untaken before you fet your Piece in

Place thereof, you muſt cry him Mercy

or lofe the Game.

3. IF your Adverfary play a falfe

Draught, and you fee it not till you play

your next Draught, 'twill then be too late

to challenge him for it.

4. IF you play a falfe Draught through

Miftake, and your Adverfary take no No-

tice for his Advantage, and plays his next

Draught, you cannot recal it.

5. IF you mifplace your Men, and fo

play a while, and then diſcover it, it liesin

your Adverfary's Power to continue or be-

gin the Game.

6. PAWNS may be play'd a double

Remove forward for their firft Draught,

but no Pawn has that Privilege without

Permiffion, on whoſe next File on either

Side, a Pawn of your Adverfary's is al-

ready advanced, as far as your fourth

Rank.

•

7. THE
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7. THE ftanding of the King ought to

be certain in his fhifting, and not as your

pleaſe to place him, as fome Men do.

8. IF your King ſtand in the Check of

any adverfe Piece, and you have play'd

one Draught or more, without avoiding

the Check, your Adverfary may fay Check

to whom he lifteth, and for your Draught

then , make you avoid the Check you

ſtood in, though it may be to your great

Peril.

9. IF any one condition by Wager, that

he will give Mate or win the Game, and

the Adverſary brings it to a Dead-Game,

though he fave the firft Stake, he loſes

the Wager.

C. HE that gives over the Game be-

fore it is finished, without the Confent of

his Adverfary, lofes his Stake..

MANY more Obfervations might be

here inferted, for the underſtanding of this

noble Game, which I am forced to wave

to avoid Prolixity.

T

&

Of BILLIARDS.

HE genteel, cleanly and ingenious

Game at Billiards, had its firft Ori-

ginal in Italy ; and for the Excellency of

the Recreation is much approved of, and

H 3
play'd
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play'd by moft Nations in Europe, efpe-

cially in England, there being few Towns

of Note therein which have not a publick

Billiard-Table. Neither are they wanting

in many Noble and private Families in

the Country, for the Recreation of the

Mind, and Exercife of the Body.

1

覚

THE Form of a Billiard- Table is Ob-

long, that is, fomething longer than it is

broad ; it is rail'd round, which Rail or

Ledge, ought to be a little fwell'd or ſtuff'd

with fine Flax or Cotton ; the Superficies

of the Table must be covered with Green-

Cloth, the Finer and more freed from

Knots the better it is ; the Board mult

be levell'd as exactly as may be, fo that

a Ball may run true upon any Part ofthe

Table, without leaning to any Side there-

of ; but what by reafon of ill-feafon'd

Boards, which are fubject to warp, or the

Floor on which it ftands being uneven, or

in Time, by the Weight of the Table,

and the Gamefters yielding and giving

way, there are very few Billiard-Tables

which are found true ; and therefore fuch

which are exactly levell'd, are highly va-

luable by a good Player ; for at a falfe

Table, it it impoffible for him to fhew

the Excellency of his Art and Skill, where-

by Bunglers many times, by knowing the

Windings and Trick of the Table, have.

.

fhame-
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fhamefully beat a very good Gamefter, who

at a true Table would have given him

Three in Five.

BUT to proceed in the Defcription

= thereof. At the four Corners ofthe Table

there are Holes, and at each Side exactly

in the Middle, one, which are called Ha-

zards ; and have hanging at the bottoms,

Nets to receive the Balls, and keep them

from falling to the Ground when they are

hazarded. I have feen at fome Tables

wooden Boxes for the Hazards, fix of

them, as aforefaid ; but they are no-

thing near fo commandable as the For-

mer, becauſe a Ball ftruck hard, is more

apt to flie out of them when ftruck in.

$

THERE is to the Table belonging an

Ivory-Port, which ftands at one End of

the Table , and an Ivory-King at the o-

ther, two finall Ivory-Balls and two Sticks :

Where Note, If your Balls are not com-

pleatly round , you can never expect good

Proof in your Play: Your Sticks ought to

be heavy, made of Brazile, Lignum-vite,

or fome other weighty Wood, which at

the broad End muſt be tipp'd with Ivory;

where Note , if the Heads happen to be

loofe, you will never ftrike a fmart Stroke ;

you will eafily perceive that Defect bythe

hollow Deadnefs of your Stroke, and faint

running ofyour Ball.

H 4 THE



152 Of Billiards.

THE Game is Five by Day-light, or

Seven, if Odds be given , and Three by

Candle-light, or more, according to Odds,

in Houſes that make a Livelihood there-

of: But in Gentlemens Houſes there is

no fuch Reſtriction ; for the Game may

justly admit of as many as the Gamefters

pleafe to make.

FOR the Lead, you are to ſtand on the

one Side of the Table, oppofite to the

King, with your Ball laid near the Cu-

.fhion , and your Adverfary on the other

in like Pofture ; and he that with his

Stick, makes his Ball come neareſt the

King, leads firft,

THE Leader must have a Care, that

at the first Stroke, his Ball touch not the

End ofthe Table, leading from the King

to the Port ; but after the firſt Stroke

he need not fear to do it ; and let him fo

lead, that he may either be in a poffibi-

lity of Paffing the next Stroke, or ſo cun-

ningly lie, that he may be in a very fair

Probability of Hazarding his Adverfary's

Ball, that very Stroke he play'd after

him.

THE firft Conteſt is, who fhall País firſt,

and in that Strife there are frequent Op-

portunities of Hazarding one another ; and

it is very pleaſant to obferve, what Poli-

cies are uſed in hindering one another from

the
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the Pafs, as by turning the Port with a

ftrong clever Stroke ; for if you turn it

with your Stick, it muſt be fet right a-

gain ; but indeed more properly, he that

doth it fo fhould lofe One ; fometimes it

is done (when you fee it is impoffible to

pafs) by laying your Ball in the Port, or

before your Adverfary's , and then all he

can do is to paſs after you ; if he has

pafs'd, and you dare not adventure to pafs

after him, for fear he ſhould in the Inte-

rim touch the King, and fo win the End,

you must wait upon him , and watch all

Opportunities to Hazard him, or King

him ; that is, when his Ball lies in fuch

manner , that when you ftrike, his Ball

may hit down the King, and then you

win One.

HERE Note, That if you fhould King

him, and your Ball fly over the Table,

or elſe run into a Hazard, that then you

lofe One notwithstanding.

THE Player ought to have a curious,

Eye, and very good Judgment , when he

either intends to King his Adverfary's

Ball, or Hazard it, in taking or quarter-

ing out juſt ſo much of the Ball as will

accompliſh either ; which Obfervation muſt

be noted in paffing on your Adverfary's

Ball, or Corner of the Port. Some I have

obferv'd fo skilful at this Recreation, that

H 5. if
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if they have had less than a fifth Part

of a Ball, they would rarely mifs King or

Hazard.

As this is a cleanly Paftime, fo there

are Laws or Orders made against Lolling,

flovenly Players, that by their Forfei-

tures, they may be reduced to Regula-

rity and Decency ; wherefore be careful

you lay not your Hand on the Table

when you ftrike, or let your Sleeve drag

upon it, if you do, it is a Lofs ; if you

fmoak, and let the Afhes of your Pipe

fall on the Table, whereby oftentimes the

Cloth is burned, it is a Forfeiture ; but

that fhould not fo much deter you from

it, as the Hindrance Piping is to your
is to

Play.

WHEN you ftrike a long Stroke, hold

your Stick neatly between your two Fore-

Fingers and your Thumb, then ftrike

fmartly, and by aiming rightly, you may,

when you pleafe, either fetch back your

Adverfary's Ball when he lies fair for a

Pafs, or many times when he lies behind

the King, and you at the other End of

the Table, you may King him backward.

If you lie clofe, you may uſe the ſmall

End of your Stick, or the Flat of the

big End , raifing up one End over your

Shoulder, which you fhall think more con-

venient for your Purpoſe.

HAVE
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HAVE a Care of Raking, for if it be

not a Forfeiture, it is a Fault hardly ex-

cufable ; but if you touch your Ball twice,

it is a Lofs.

BEWARE when you jobb your Bail

through the Port with the End of your

Stick, that you throw it not down ; if you

do, it is a Lofs , but do it fo handfonely,

that at one Stroke, without turning the

Port with your Stick, you effect your Pur-

pofe ; it is good Play to turn the Port

with your Ball, and fo hinder your Ad-

verfary from Paffing ; neither is it a-mifs,

if you can, to make your Adverfary a

Fornicator, that is, having paft your felf

a little way, and the other's Ball being

hardly through the Port, you put him

back again, and it may be quite out of

Pafs.

IT
Targues PolPolicy to lay a long Hazard

fometimes for your Antagonift, whereby

he is often entrapped for rafhly adventu-

ring at that Diftance , which lies very

near it, he frequently runs in himself, by

reafon of that great Diſtance.

THERE is great Art in lying ab

fcond, that is, to lie at bo-peep with your

Adverfary, either fubtilly to gain a Pass or

Hazard.

HERE Note, Ifyour Adverfary has not

Paſs'd, and lies up by the King, you may

endea-
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endeavour to Paſs again, which if you do,

and touch the King, it is two ; but if

thrown down you lofe : Some, inſtead of

a King, uſe a String and a Bell, and then

you need not fear to have the End, if

you can Pafs ; this is in my Judgment,

bungling Play, there being not that curi-

ous Art of finely touching at a great Dif-

tance a King, that ftands very ticklishly.

FOR your better underſtanding of the

Game, read the enfuing Orders. But there

is no better way than Practice to make

you perfect therein.

1.

ORDERS to be observed by fuch who

willplay at Billiards.

F the Leader touch the End ofthe

Table with his Ball, at the firſt

Stroke, he lofes One.

2. IF the Follower intend to hit his Ad-

verfary's Ball, or Pafs at one Stroke, he

muft String his Ball, that is, lay it even

with the King, or he lofes One.

3. HE that paffes through the Port,

has the Advantage of touching the King,

which is One, if not thrown down.

4. HE that paffes twice, his Adverfa-

y having not pais'd at all, and touches

the King without throwing him down,

wins two Ends.

5. HE
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5. HE that paffes not, has no other

Advantage than the Hazards.

6. HE that is a Fornicator , that is,

has pafs'd through the Back of the Port,

he muft pafs twice through the Fore-

part, or he cannot have the Advantage of

paffing that End.

7. HE that hits down the Port or

King, or Hazards his own Ball, or ftrikes

either Ball over the Table, lofes One.

8. HE that Hazards his Adverfary's

Ball, or makes it hit down theKing, win-

neth the End...

9. IF Four play, Two againſt Two, he

that miſtakes his Stroke, lofes one to that

Side he is of.

10. HE that after both Balls play'd, re-

moves the Port without Confent, or ſtrikes

his Ball twice together, or that his Ad-

verfary's Ball touch his Stick, Hand,Cloths,

or plays his Adverfary's Ball, lofes onc.

II. HE that fets not one Foot upon

the Ground when he ftrikes his Ball, fhall

lofe an End ; or if he lays his Hand or

Sleeve on the Cloth.

12. A Stander by, though he bets,

fhall not inftruct, direct, or fpeak in the

Game, without Confent, or being firft ask'd ;

if after he is advertiſed hereof, he offend

in this Nature, for every Fault he fhall

inftantly forfeit Two-pence, for the Good

of
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of the Company, or not be fuffered to ftay'

in the Room.

13. HE that plays a Ball, while the

other runs; or takes up a Ball before it lie.

ftill, lofes an End.

14. HE that removes the Port with his

Stick, when he ſtrikes his Ball, and there-

by prevents his Adverfary's Ball from paf-

fing lofes an End.

115. ALLOControverfies are to be deci-

ded bythe Standers-by, upon asking Judg-

ment. Here Note, that whoever breaks

the King, forfeits a Shilling, for the Port

ten Shillings , and each Stick five Shil-

lings.

16. FIVE Ends make a Game by Day-

light, and three by Candle- light.

The ORDERS in Verfe, as I found

them fram'd for a very ancient BIL-

LIARD-TABLE.

TH

(bit,

HE leading Ball the upper endmayn't

For if it does, it lofes one by it ;

2. The Follower with the King lie evenſhall,

Ifhe does pafs or hit the other's Ball ;

Ör elfe lofe One : The like if either lay

Their Arm or Hand on Board when they

bra do play. ad L.lucahn al s (Ball

3. That Man wins one who withthe other's

So ftrikes the King, that he doth make

bim fall.
4. If
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4. Ifftriking at a Hazard both run in,

The Ballftruck at thereby an Endfhall win.

5. He lofes one that down the Port doesfling

The like does he that jostles downthe King.

6. He that in Play the adverfe Ball fall

touch

With Stick, Hand, or Cloaths, forfeits

just as much.

7. And he that twice has pass'd fall touch

the King,

The other not pass'd at all hall two

Ends win."

8. Ifboth the Balls over the Table flie,

The Striker, of them lofes one thereby.

And if but one upon the Board attend,

The Striker fill the Lofer ofthe End.

9. One Foot upon the Ground muft ftillbe fet,

Or one End's loft , ifyou do that forget;

And ifyoutwice fhall touch a Ball ere be

Hathftruckbetween, anEndforhim is free.

10. If any Stander-byfhall chance to Bet

And will inftruct, be thenmustpaytheset.

11. The Port or King being fet, who moves

thefame ed aids

With Hand or Stick, fhall lofe that End

or Game.

$2.

•

He that can touch being pafs'd, or ftrike

the other

Into the Hazard, is allow'd another.

13. If any Stander- by fhall ftop a Ball,

The Game being loft therebybe pays for all.

14. If
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14. If any Pafs be stricken back again,

His Pafs before fhall be accounted vain.

15. He that breaks any thing with Violence,

King, Port, or Stick, is to make good th'

Offence.

16. If any not the Game doth fully know,

May ask another whether it be fo.

Remember alfo when the Game you win,

To fet it up fear of Wrangling.

17. He that doth make his Ball the King

light bit,

And holes the other, fcores two Endsfor it.

THERE are feveral other Orders which

only concern the Houfe, which I omit, as

impertinent to the Rules of playing at

Billiards.

SINCE Recreation is a thing lawful in it

ſelf, ifnot abuſed, I cannot but commend

this as the moft genteel and innocent of

any I know, if rightly us'd ; there being

none of thoſe Cheats to be play'd at this,

as at feveral other Games. There is no-

thing here to be us'd but pure Art ; and

therefore I fhall only Caution you, when

you go to Play, that you fuffer not your

felf to be over-match'd, and do not, when

you meet with a better Gamefter than

your felf, condemn the Table, and do not

fwear as one did playing at Nine-pins, this

L. N. hath put falfe Pins upon me.

Το
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To conclude, I believe this Paftime is

not fo much us'd of late as formerly, by

reafon of thoſe fpunging Caterpillars which

fwarm where any Billiard-Tables are ſet

up, who make that fingle Room their

Shop, Kitchen, and Bed-chamber ; their

Shop, for this is the Place where they

wait for ignorant Cullies to be their Cuf-

tomers ; their Kitchen, for from hence

comes the major part of their Proviſion,

Drinking and Smoaking being their com-

mon Suſtenance ; and when they can per-

fwade no more Perfons to play at the

Table, they make it their Dormitory, and

fleep under it ; the Floor is their Feather-

bed, the Legs of the Table their Bed-

Pofts, and the Table the Tefter ; they

Dream of nothing but Hazards, being ne-

ver out of them; of Paffingand Re-paffing;

which may be fitly apply'd to their lewd

Lives, which makes them continually pafs

from one Priſon to another, till their Lives

are ended 2. and there is an End of the

Game.

A SUP
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A

SUPPLEMENT

TO THE

GAMES upon the CARDS,

Containing a Variety of diverting

Fancies and Tricks upon the fame.

T

O find out among feveral Cards,

one that another has thought of.

HAVING taken out of a

Pack ofCards, a certain Num-

ber of Cards, at Pleaſure, and fhewn them

in order upon the Table, before the Per-

fon that is to think, beginning with the

lowermoft, and laying them cleverly one

above another, with their Figures and

Points upwards, and counting them rea-

dily,
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dily, that you may find out the Number,

which, for Example, we fhall fuppofe to

be twelve ; bid him keep in mind the

Number that expreffes the Order of the

Card he has thought of, namely, one, if

he has thought of the firft, two, if he

has thought of the fecond, three, if he

has thought of the third, &c. Then lay

your Cards one above another, upon the

reft of the Pack firft, that was fhewn firft

upon the Table, and that laft which was

laft fhewn. Then ask the Number ofthe

Card thought of, which we shall here fup-

pofe to be four, that is, the fourth Card

in order of laying down, is the Card

thought of Lay your Cards with their

Faces up, upon the Table, one after a-

nother, beginning with the uppermoft,

which you are to reckon four, the Num-.

ber of the Card thought of ; fo the fe-

cond, next to it, will be five, and the

third under that, fix, and fo on, till

you come to twelve, the Number of the

Cards you first pitched upon to fhew the

Perfon ; and you'll find the Card that

the Number twelve falls to, to be the

Card thought of.

bro sila sd

ed lw 't'horros

Several
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Several Parcels of Cards being propoſed

or fhewn to as many different Perfons, to

the end that each Perfon may think upon

and keep it in his Mind ; to guess the

refpective Card that each Perfon has thought

of.

one,

WE'LL fuppofe there are three Për-

fons, and three Cards fhewn to the first

Perfon, that he may think upon one of

them, and thefe three Cards laid afide

by themſelves ; then three other Cards

held before the fecond Perfon, for the

fame End, and likewiſe laid apart ; and at

laft, three different Cards again to the

third Perfon, to the fame End, and like-

wife laid apart. This done, turn up the

three firft Cards, laying them in three

Stations ; upon theſe three lay the next

three other Cards that were fhewn to the

fecond Perfon ; and above theſe again the

three laft Cards : Thus you have your

Cards in three Parcels, each of which con-

fifts ofthree Cards. Then ask each Për-

fon in what Lift is the Card he thought

of; after which 'twill be eaſy to diſtin-

guifh it ; for the firft Perfon's Card will

be the firſt of his Heap ; and in like

manner the Second's will be the fecond in

his ; and the third Perfon's Card will be

the third in his.

7

·

Several
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Several Cards being forted into three e-

qual Heaps, to guess the Card that one

thinks of.

"TIS evident that theNumber of Cards

muſt be diviſible by three, fince the three

Lifts are equal. Suppofe then there are

thirty fix Cards, by confequence there are

twelve in each Lift ; ask in what Lift is

the Card thought upon; then put all the

Heaps together, fo as to put that which

contain❜d the Card thought upon between

the other two ; then deal off the_thirty

fix Cards again into three equal Hands,

obferving that Order of the firſt Card to

the first, the fecond to the fecond, the

third to the third, the fourth to the first

again, and fo round, dealing one Card at

a time, till the Cards are dealt off. Then

ask again, in what Hand, or Heap, is

the Card thought upon, and after laying

togetherthe Cards, fo as to put that which

contain'd the Card between the othertwo,

deal off again, as you did before, into

three equal Lifts. This done, ask once

more, what Lift the Card is in, and

you'll eafily diftinguifh which is it, for it

lies in the middle ofthe Lift to which it

belongs ; that is, in this Example, 'tis

the 6th Card ; or if you will, to cover

the

3
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the Artifice the better, you may laythem

all together, as before, and the Card will

be in the middle of the whole, that is,

the eighteenth.

To guess the Number of a Card drawn

out of a Picquet Stock confifting of thirty

two Cards.

1

AFTER one hath drawn what Card he

pleafes, you may know how many Points

are in the Card thus drawn, by reckon-

ing every Knave two, Queen three, and

King four, and the reft according to

the Number of their Points ; then look-

ing upon the reft of the Cards, one af-

ter another, add the Points of the first

Card to the Points of the fecond, and

the Sum to the Points of the third,

and fo on, till you come to the laft

Card, taking Care all along to caft out

ten, when the Number exceeds it ; up-

on which Account you fee 'tis needleſs

to reckon in the Ten's, fince they are to

be caft out however , only you muſt al-

ways add four to the laſt Sum, in order

to have another Sum, which being fub-

ftracted from ten, if it be leſs, or from

twenty if it furpaffes ten, the Remainder

will be the Number of the Card drawn ;

fo
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fo that iftwo remain 'tis a Knave, ifthree,

a Queen, if four, a King, and fo on.

To guess the Number of the Points, or

Drops, of two Cards drawn out of a Com-

pleat Stock of fifty two Cards.

"

AFTER any one has drawn at Pleafure

two Cards out of the whole Stock , bid

them add to each of the Cards drawn as

many other Cards as his Number is un-

der twenty five, which is the half of all

the Cards, wanting one, fixing upon each

faced Card what Number he pleaſes ; if

the firft Card be ten, add to it fifteen

Cards ; and ifthe fecond Card be feven,

add to it eighteen Cards ; fo that in this

Example there will remain but feventeen

Cards in the Stock, the whole Number

taken out amounting to thirty five. Then

taking the Remainder of the Pack in-

to your Hands, and finding they are but

feventeen, conclude that feventeen is the

joint Number of all the Points of the

two Cards drawn.

To cover the Artifice, you need not

touch the Cards, but order the Drawer

to fubtract the Number of the Points of

each of the two drawn Cards from twenty

fix, which is half the Number of all

the
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the Cards, and direct him to add together

the two Remainders, and acquaint you with

the Sum, to the End you may fubtrac

it from the Number of the whole Stock,

i. e. fifty two ; for the Remainder of that

is what you look for.

FOR Example, fuppofe a Ten and a

Seven are the Cards drawn ; take ten

from twenty fix there remains fixteen;

and taking ſeven from twehty fix, the Re-

mainder is nineteen ; the Addition ofthe

two Remainders fixteen, nineteen, makes

a Sum of thirty five, which fubtracted

from fifty two, leaves feventeen for the

Number of the Points of the two Cards

drawn.

THE
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THE

GENTLEMAN'SDIVERSION

In the Arts and Myſteries

of Riding, Racing, Archery,

Cockfighting, and Bowling.

1. The Art and Mystery of RIDING,

whether the Great Horse, or any

other.

A

S an INTRODUCTION to the

Art of RIDING, I think it re-

quifite to treat of the taming

ofa young Colt : In order here-

unto, obferve, that after your Colt hatlı

been eight or ten Days at home, and is

reduced to that Familiarity that he will

endure currying without fhewing Averfion

thereunto, and will fuffer his Keeper to

handle and ftroke him in what Part of

I. the
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the Body he thinketh beft, then it is

Time to offer him the Saddle ; firft

laying it in the Manger, that he may

Imell to it, and thereby grow acquainted

with it, uſing all other Means, that he

may not be afraid either at the Sight

thereof, or at the Noife of the Stirrups.

Having gently put on the Saddle, take a

fweet watering Trench wafh'd and anointed

with Honey and Salt, and fo place it in

his Mouth, that it may hang directly a-

bout his Tufh, fomewhat leaning thereon :

Having fo done, which must be in a

Morning after dreffing, then lead him out

in your Hand, and water him abroad

then bring him in ; and after he hath

ftood rein'd a little upon his Trench, an

hour, or thereabouts, then unbridle and

unfaddle him, and give him Liberty to

feed till Evening, and then do as be-

fore; having cherished him, drefs and

clothe him for the Night.

·

;

THE next Day do as you did before,

and after that, put on him a ſtrong Muf-

role, or fharp Cavezan and Martingal,

which you muft buckle at that Length,

that he may only feel it when he jerketh

up his Head, then lead him forth into

fome new plow'd Land, or foft Ground,

and there having made him trot a good

while about in your Hand, to take him

off
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off from Wantonnefs and wild Tricks,

offer to mount, which if he then refule

trot him again in your Hand , then

put your Foot into the Stirrup, and

mount half Way, and difmount again ; if

he feem diftafted at it, about with him

again, and let him not want Correction ;

but if he take it patiently, cherish him,

and place your felf in the Saddle, but ftay

there a very little while, then cherish him

again, and give him Bread or Grafs to

I feed on ; then having feen all Things fit

and ftrong without offence to your felf

and Horfe, remount him, placing your

felf even in the Saddle, carrying your

Rod inoffenfively to his Eye ; then let

fome Perfon, having in his Hand the

Chaff-halter, lead him a little Way, then

make him ftand, and having cherish'd

him, let him forward again ; do this fe-

ven or eight times, or fo often till you

have brought him of his own Accord to

go forward, then must you ſtay and che-

rifh him, and having brought him home,

alight gently, then drefs and feed him

well.

OBSERVE this Courfe every Day till

you have brought him to trot, which will

be but three at the moft, if you obferve

to make him follow fome other Horfe-

man, ſtopping him now and then gently,

I 2

2

and
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.and then making him go forward, re-

membring his feaſonable Cherifhings, and

not forgetting his due Corrections as of-

ten as you find him froward and rebel-

lious , and when you ride him abroad,

return not the fame Way home, that you

may make him take all Ways indifferent-

ly : And by theſe Obfervations you will

bring him to underſtand your Will and

Purpoſe in less than a Fortnight's Time.

HAVING brought your Horfe to re-

ceive you to his Back, trot fore-right,

ftop and retire with Patience and Obe-

dience, be never unmindful of your Helps,

Corrections and Cherishings, which confift

in the Voice, Bridle, Rod, Calves of the

Legs, and Spurs ; the last of which is

schief for Correction , which muſt not be

done faintly, but fharply, when Occafion

-fhall require it.

CHERISHINGS may be comprehended

within three Heads ; the Voice delivered

fmoothly and lovingly, as, fo, ſo Boy,

fo , then the Hand by clapping him gent-

ly on the Neck or Buttock : Laftly, the

Kod by rubbing him therewith upon the

Withers of the Main, in which he very

much delights.

THE next that you are to regard, is

the Mufrole or Cavezan and Martingale ;

this is an excellent Guide to a well difpofed

Horfe
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1

Horſe for ſetting of his Head in duer

Place, forming of his Rein, and making

him appear lovely to the Eye of a Spec--

and withal this is a tharp Correc-

tion when a Horfe jerketh up his Nofe,.

diforders his Head, or endeavours to run:

away with his Rider.

tator ;

THE Manner of placing it is thus :

Let it hang fomewhat low, and reft upon

the tender griffel of the Horfe's Nofe, that

he may be the more fenfible of Correc-

tion ; and let it not be ftrait, but looſe,

whereby the Horfe may feel, upon the

yielding in of his Head, how the Offence

goeth from him, aud by that Means be

made fenfible, that his own Diſorder was

his only Puniſhment.

You must carefully obferve how you

win your Horfe's Head, and by thofe

Degrees bring his Martingale ftraiter

and ftraiter, fo as the Horie may ever

have a gentle feeling of the fame, and

no more, till his Head be brought to its

true Perfection, and there ſtay.

WHEN you have brought your Horſe

to fome Certainty of Rein, and will trot

forth-right, then bring him to the tread-

ing forth of the large Rings. If your

Horfe's Nature be flothful and dull, yet

ftrong, trot him firft in fome new plow'd

Field; but if agil, and of a fiery Spirit,

Í 3
I then
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then trot him in fome fandy Ground, and

there mark out a fpacious large Ring,

about an hundred Paces in Circumference.

Having walk'd him about it on the Right

feven or eight Times, you must then by

a little ftraitning of your right Rein,

and laying the Calf of your left Leg to

his Side, making a half Circle within your

Ring, upon your right Hand down to the

Center thereof, and then by ftraitning

a little your left Rein, and laying the

Calfof your right Leg to his Side, mak-

ing another Semi-circle to your left Hand

from the Center to the utmoſt Verge ;

which two Semi-circles contrary turned,

will make a perfect Roman S within the

Ring ; then keep your firft large Circum-

ference, walk your Horfe about in your

left hand, as oft as you did on your

right ; and then change within your Ring

as you did before, to your right Hand

again; and then trot him firft on the right

Hand, then on the left, as long as you

fhall think convenient, either one, two or

three Hours, to perfect him in his Lef

fon; and this muſt be done every Morn-

ing and Evening too, if you find your

Horfe flothful and dull ; otherwife your

need not take fo much Pains with him.

·
• HAVING
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HAVING taught him to trot the large

Rings perfectly, which will not require a--

bove four or five Days ; then in the fame

Manner and Changes make him gallop

the fame Rings, making him' take up his

1 Feet fo truly and loftily, that no falfhood

may be perceived in his Stroke, but that

his inward Feet play before his outward,

and each of a fide follow the other fo ex-

actly, that his Gallop may appear the beft

Grace of all his Motions.

HERE Note, You must not enter him

all at once to gallop this great Ring, but

by Degrees ; firft a Quarter, then half a

Quarter, &c. ever remembring not to

force him into it with the Spui , but by

the lightnefs and cheerfulness of your Bo-

dy let him pafs of his own accord into a

Gallop.

HELPS, Corrections, and Cherifhings in

the Ring-turn, are as aforefaid ; the eleva-

tion of the Voice, and the threatning of

the Rod, and ftraitning ofthe Bridle, are

good Helps, which you must use as you

muft the Spur, Rod, and Leg, for timely

due Corrections : Neither muft you ever

cherifh without Defert.

HAVING made your Horfe gallop as

well as trot the large Ring, then teach him

to ftop fair, comely, and without Danger,

after this manner : Firft, having cherish'd

I 4 him
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him, bring him into a fwift Trot forward

about fifty Paces ; then draw in your

Bridle-hand ftraitly and . fuddenly, which

will make him gather up his hinder and

fore-Legs together , and thereby ftand

ftill : Then cafe your Hand a little, that

he may give backward ; which if he doth,

give him more Liberty, and cherish him :

Having given a little refpit, draw in your

Bridle-hand, and make him go back three

or four Paces, at which if he ftrike, in-

ftantly cafe your Hand, and draw it up

again, letting him come and go till he

yield and go backward ; but if he refuſe

it, let fome Perfon ftanding by, put him

back, and then cheriſh him, that he may

know your Intention. Thus every time

you ftop, make him retire, till you have

perfected him in theſe two Leffons at one

time.

HAVE a care that the Ground be not

flippery where you ftop, but firm and

hard, left the Horfe, apprehenfive of the

Danger of falling, refufe to ſtop as you

would have him.

WHEN your Horfe can ftop well, and

retire, you must then teach him to ad-

vance before, when he ftoppeth ; a Leffon

that carrieth much grace and comlinefs

therein ; it is performed in this manner :

After you have ftopped your Horſe, with-

out
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out giving your Hand any cafe, lay the

calves of both your Legs to his Sides,

fhaking your Rod, and crying, Up, up ;

which though he underſtand not at firſt,

yet by frequent Practice, with Helps, Che-

rifhings, and Corrections, as aforefaid, he

I will come to understand your Meaning.

But befure you look narrowly to the com-

linefs ofthe Advancing, which confifts in

I taking up his Legs both even together,

bending them inward to his Body ; next

his Advance must not be too high, for

fear of his coming over upon you ; but

let him couch his hinder-Loins clote to

the Ground, but by no means fuffer him

to fprawl or paw with his Feet forward.

Laftly, He muſt not advance for his own

Pleafure (for that is a great Fault) but

for yours, according to your Will and Com-

mand.

IF in Advancing he rife too high, rea-

dy to come over, or fprawl, or paw, give

him not only your Spurs both together,

but lafh him twice or thrice with your

Rod between his Ears, and if he advan-

ceth ofhis own accord, then jerk him o-

ver the Knees , doing fo as often as he

commits thofe Faults.

Now the Ufe of Advancing is this ;

it not only graceth all his other Leffons,

but makes his Body agil and nimble, and

I
s fits
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fits him for ready turning ; it is moſt uſed

at Stopping, and then very gracefully.

IN the next Place, you muſt teach your

Horſe to yerk out behind, after this man-

ner : As foon as you have made him

ftop, prefently give him a jerk under his

Belly , near his Flank, which will make

him understand you in time, though not

preſently. At first doing cherish him '

much, and having let him pauſe, make

him do it again , till he will do it as of-

ten as you will have him : But above all,

look to the comlinefs of his Yerking, for

it is not graceful for him to yerk out his

hinder-Legs till his fore-Legs be above

the Ground; and fee that he yerk not one

Leg farther than the other, but both be-

ing together, and not too high, or one

Leg out whilft the other is on the Ground.

HELPS in Yerking , are the conſtant

ftaying of his Mouth on the Bridle, the

ftroke of the Rod under his Belly, or a

gentle touch thereof on his Rump.

IF he refufe to yerk , or doth it dif

orderly , then a fingle Spur on that Side

that is faulty ; and laftly continual diſea-

fing him till he hath done it.

Now, to teach him to turn readily on

both Hands, is first to bring his large

Rings into a narrower Compafs, that is,

about four Yards in Circumference, walk-

ing
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ing your Horfe therein with all Gentlenefs,

and at his own Pleafure, till he is ac-

quainted therewith : After this, carry

your Bridle-hand conftant, and fomewhat

ftrait , the outmoft Rein ftraiter than

the inmoft, making the Horfe rather look

from the Ring, than into it ; and thus

trot him about, firft on the one fide, then

on the other, making your Changes as a-

forefaid. Thus exercife him an Hour and

half, then ftop and make him advance

three or four times together, then, retire

in an even Line, afterwards ftand ſtill and

cherish him : Having paufed a while to

recover Breath, exercife him as aforefaid,

ftill endeavouring to bring his Trot to all

the fwiftnefs and loftinefs poffible, making

him to do his Changes roundly and readily,

and caufing him to lap his outmoft Leg,

fo much over his inmoft Leg, that he may

cover it more than a Foot over : And thus

exerciſe him feven or eight days,everyMorn

ing at leaft 3 Hours, and fuffer him onlyto

practife his former Leffons once in a Morn-

ing ; in this manner you teach your Horfe

three Leffons together, the Terra a Terra,

the Incavalere , and the Chambletta.

THE turn Terra a Terra in the outmoft

Circle oftheftraight Ring, and the Incava-

lere and Chambletta in the Changes, where-

in he is forced to lap one Leg over ano-

ther,
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t her, or elfe to lift up the inmoſt Leg

from the Ground, whilft he brings the

outmoſt over it: This Leffon is fo difficult,

that a compleat Horfeman fhould think

his Horſe hath never perfectly learn'd it;

and therefore he muft continually practice

his Horſe in treading, trotting and gallop-

ing theſe narrow Rings ; and from thence

to pass them about in Ground-falts, as

from taking up his fore-Legs from the

Ground both together, and bringing his

hinder-Feet in their Place, and fo paf-

fing the Ring as often as the Strength of

the Horfe and your own Reaſon will al-

low of.

THUS you fee the perfecting your

Horfe in the large Ring will eafily intro-

duce him into the knowledge of the ftrait

Ring, and that brings him to turn per-

fectly, and Stopping begets Retiring, and

Retiring, Advancing.

HAVING brought your Horfe to this

Perfection, take off his Mufrole and Trench,

and in their ſtead puton his Head a gen-

tle Cavezan, in fuch manner that it lie on

the tender Griffel of his Nofe, ſomewhat

near the upper Part of his Noftrils ; put

in his Mouth a ſweet ſmooth Cannon-bit,

with a plain watering Chain , the Check

being of a large Size ; let the Kirble be

thick, round and large, hanging looſely up-

on



Of Riding.
181

·

on his neather Lip, fo that it may entice

him to play therewith.

HAVING fo done, mount, cafting the

left Rein ofyour Cavezan over the Horfe's

right Shoulder, and bearing it with your

Thumb, with the reins ofthe Bit in your

left Hand ; let the right reins of the Ca-

vezan be caft over the left Shoulder, and

bear it with the Rod in your Hand, and

fo trot him forth the firft Morning about

two Miles in the High-way, making him

now and then ftop and retire, and gather

up his Head in its due Place ; the next

Day bring him to his former large Rings,

and perfect him therein with the Bit, as

you did with the Snaffle all the foregoing

Leffons, which is more eafily done, by

reafon the Bit is of better Command, and

of fharper Correction.

THE next thing we ſhall ſpeak of (to a-

void every thing that is not very pertinent

to our Purpoſe) is the Turning-Poft, which

muſt be ſmooth and ſtrong, and very well

fix'd in the center of the ftraight Ring ;

and then caufing fome Perion to ftand at

the Poft, give him the right Rein ofyour

Cavezan to hold about the Poft, and fo

walk or trot your Horfe about the fame

as oft as you think fit on your right

Hand: Then change your right Rein for

your left, and do as before. Continue

thus
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thus doing till your Horfe be perfect in

every Turn. Having fo done, teach him

to manage (the proper Pofture for a Sword)

which is thus perform'd : Caufe two Rods

to be prick'd in the Earth, at what Dif-

tance you fhall think fit from one ano-

ther ; then walk your Horfe in a ftraight

Ring about the firft on your right Hand,

paffing him in an even Furrow down to

the other Rod, and walk about that alfo

in a narrow Ring on your left Hand, then

thruft him into a gentle Gallop down the

even Furrow, till you come to the firft

Rod, and there make him ftop (as it

were) and advance without paufe or inter-

miffion of Time ; thruft him forward- a-

gain, beat the Turn Terra a Terra about

on your right Hand ; then gallop forth

right to the other Rod, and in the fame

manner beat the turn-about on the left

Hand ; do this as often as you fhall think

convenient. Though there are many forts

of Managers, yet I hold but two necef-

fary and ufeful, and that is this already

deſcribed, called, Terra a Terra, and In-

cavalere , or Chambletta afore-mention'd.

As for the Career, I need not fpeak much

thereof, only this, when you run him

forth-right at full speed, ftop him quickly,

fuddenly, firm, and clofe on his Buttock,

and mark that you make not your Career

·

too

•
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too long, nor too fhort ; the one weakens,

and the other hinders the diſcovery of

his true Wind and Courage ; therefore

let not the length of your Career extend

above fix-fcore Yards ; and be fure you

give him fome little Warning by your

Bridle-hand, before you start him, and.

then ftop him firmly and ftrongly.

THUS much for the War-Horfe, or

great Saddle.

I

Of the Horfe of Pleafure.

F you will make your Horfe to bound

aloft, you muſt firſt trot about fixteen

Yards, then ftop him, and when he hath

advanced twice , ftraiten a little your

Bridle-hand , and then give him the even

ftroke of both your Spurs together hard,

which at firft will only amaze him ; but if

he have good Mettle and Courage , he

will at length rife from the Ground by

often doing it ; if he doth it, though but

little , cherish him very much, then let

him pauſe, and give him your Spurs again,

and if he acts according to your Defire,

cheriſh him again: Makehimdo thus three

or four times a Day, till he is ſo perfect

that
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that he will do it at any time at your

Spurs Command.

NEXT, teach him to Corvet thus ; hol-

low the Ground a Horfe's length, where

twoWalls join together, then place a ſtrong

fmooth Poft by the fide of the hollowneſs

of a Horfe's length , likewife from the

Wall ; then over-againſt the Poſt faſten an

Iron-ring at the Wall ; this done, ride

your Horfe into the hollow Place, and fa-

ften one of the Reins of the Cavezan to

the Ring, and the other about the Poft ;

then (having firſt cheriſhed your Horfe)

make him advance by the help of the

Calves of your Legs, twice or thrice to-

gether, then let him paufe ; after this

( cheriſhing him again ) advance him

half a fcore times together , and daily

encreaſe his Advancings, till you perceive

he hath got fuch a Habit therein, that he

will by no Means go forward, but keep-

ing his Ground certain, advance both be-

fore and behind of an equal height, and

keep juft and certain Time with the Mo-

tions of his Legs ; and if he raiſe his hin-

der Legs not high enough, you muſt have

fome Body behind, who having a Rod,

muft gently jerk him on the Fillets, to

make him raiſe his hinder Parts. By ta-

king this Courſe, in a few Days you will

fo teach your Horfe to Corvet, that with-

out
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out any Helps, at any Time and Place,

you may make him Corvet at your Plea

fure.

I need not speak of the Capriole, fince

it is the fame manner of Motion as the

Corvet , only it is done forward, gain-

ing Ground in the Salt, raiſing his hinder

Parts as high or higher than the fore-

moft.

IF you wou'd have your Horſe go fide-

long on either Hand, you muſt draw

up your Bridle-hand ftrait ; and if you

would have him go on the right Hand,

lay your left Rein cloſe to his Neck, and

the Calf of your Leg clofe to his Side,

making him put his left Leg over his

right ; then turning your Rod backward,

gently jerking him on the left hinder

Thigh, make him bring his hinder Parts

to the right Side alfo , and ſtand in an

even Line as at firft ; then make him

move his Fore parts more than before, fo

that he may, as it were, cross over the e-

ven Line, and then make him bring his

hinder Part after, and ftand in an even

Line again ; and this do till by Practice

he will move his Fore-parts and Hinder-

parts both together, and go fide-long as

far as you pleaſe ; and if you would have

him go on the Left-hand, do as before.

To
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To conclude, thefe are the moſt ma-

terial Leffons requifite to be taught any

Horfe whatever, either for Service or

Pleaſure, which, if taught your Horfe

with Care and Patience, you may con-

clude your Horfe perfect and
com-

pleat. But be fure you obferve this, that

whatsoever. Leffon your Horfe is moft

imperfect in, with that Leffon, even when

you ride, begin and end ; repeating e-

very one over, more or lefs, left want

of Ufe breed Forgetfulness; and Forget-

fulneſs abfolute Ignorance.

F

II. of RACING..

OR the compleating a Gentleman's

Delight in the Art of Racing, he is

to take fpecial Cognizance of thefe fub-

fequent Rules and Orders.

FIRST, He is to confider what is the

moft convenient Time to take his Horfe

from Grafs, which is about Bartholomew-

tide, the Day being dry fair and pleaſant ;

as foon as he is taken up, let him ftand all

that Night in fome convenient dry Place

to empty his Body ; the next Day put

him into a Stable, and feed him with

Wheat-
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Wheat- Straw, but no longer ; for though:

the Rule be good in taking up Horfes

Bellies after this Manner, yet ifyou ex-

ceed your time in fo doing, this Straw

will traiten his Guts, heat his Liver,

and hurt his Blood ; therefore what your

want in Straw let it be fupplied by riding

hint forth to Water Morning and Eve-

ning, Airings, and other moderate Exer-

cife. And for his Food, let it be good

old fweet Hay, and clothe him accord-

ing to the Weather and Temper of his

Body: For as theYear grows colder, and

thereby you find his Hair rife and ftare

about his Neck, Flanks, or other Parts,

then add a woollen Cloth, or more, ifneed

require, till his Hair fall fmooth. Where

note, that a rough Coat fhews want of

Cloth, and a fmooth Coat Cloth enough.

A Race-Horfe ought to be dreffed in

his refting Days twice a Day, before his

Morning and Evening Watering, and muſt

be done after this Manner : Curry him

from the Tips of his Ears to the fetting

on of his Tail, all his Body entirely over

with an Iron Comb, his Legs under the

Knees and Gambrels excepted ; then duft

him and curryhim high again all over with

a round Brufh of Briftles, then duft him

the fecond time, and rub all the loofe Hair

off with your Hands dipt in fair Water,

. and
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and continue rubbing till he is as dry as

at first, then rub every Part ofhim with

a Hair Cloth ; and laftly, rub him alk

over with a white Linen Cloth ; then pick.

his Eyes, Noftrils, Sheath, Cods, Tuel

and Feet very clean, then clothe him and..

ſtop him round with Wifps.

;

THERE is no better Water for as

Race-Horfe, than a running River or clear

Spring, about a Mile and half from the

Stable, near fome level Ground, where

you may gallop him afterwards ; having.

ſcoped him a little, bring him to the Wa-

ter again, then ſcope him and bring him

again, fo often till he refuſe to drink

more for that Fime; after this, walk him

home, clothe and ftop himup round with.

great foft Wifps, and having ftood an

hour upon the Bridle feed him with found

Oats, dry'd either byAge or Art. If your

Horfe be low of Flefh, or hath a bad

Stomach, add one third of Beans to

two Parts of Oats, and that will recover

both.

THE next Food you fhall give him

fhall be better and ftronger, and it is Bread,

which you muſt make after this Manner :

Take two Bufhels of Beans, and one of

Wheat, and grind them together ; then

boult through a fine Range, the Quantity

of half a Buſhel of pure Meal, and bake

.

it
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it in three Loaves, and the reſt fift

through a Meal-five, and knead it with

Water and good Store of Barm, and bake

it in great Loaves : With the courfer

Bread feed your Runner in his refting

Days, and with the finer againſt the Days

of his Exerciſe and greateſt Labour.

THE Times of his feeding upon the

Days of his Reft, muſt be after his com-

ing from Water in the Morning, an Hour

after Mid-day, after. his Evening Water-

ing, and at Ten a-Clock at Night ; but

upon his labouring Days, two Hours af

ter he is throughly cold, outwardly and

inwardly, as aforefaid.

LET his Hay be dry and fhort ; if it

be fweet no matter how courfe it is, for if

it be rough it will fcour his Teeth. As

forthe Proportion of his Food, I need not

prefcribe a Quantity, fince you muſt al-

low him according to the Goodness and

Badneſs of his Stomach.

HIS Exercife ought to be thrice a Week,

and it muſt be more or lefs, according to

the Condition of his Body ; for if it be

foul, exercife him moderately to break

his Greafe ; if clean, you may do as you

think fit, having a Care that you difcou

rage him not, nor abate his Mettle ; and

after every Exercife, give him that Night

or the next Morning, a Scouring ; the

beſt
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beſt I know to purge a Horfe from all

Greafe, Glut, or Filth whatever, is this,

Take three Ounces of Annifeeds, fix

Drams of Cummin-feeds, a Dram and

half of Carthamus, two Drams of Fenu-

greek-feed, and of Brimftone an Ounce.

and an half; beat all theſe to fine Pow-

der, and fearfe them ; then take of Sal-

lad-Oyl, fomewhat more than a Pint, a

Pound and half of Honey, and a Pottle

of white Wine, then , with fine white Meal

knead it well into a ftrong Pafte, and

keep it by you, it will laft a long Time;

when you ule it, diffolve a Ball thereof in

a Pail of fair Water, and give it him to

drink after Exercife, in the dark, left dif

colouring the Water, the Horfe refuſe to

drink. This is an excellent Scouring, and

a Remedy for all internal Diftempers.

Now after Exercife, cool him a little

abroad before you bring him home, then

houſe him and litter him well, rubbing

him with dry Cloths till there be never

a wet Hair about him, then clothe and

wifp him well.

HERE note, before you air your Horſe,

it will be requifite
to break a raw Egg

into his Mouth, for it will add to his

Wind. If he be fat, air him before Sun-

rife and after Sun-fet ; but if lean, let him

have as much Comfort
of the Sun as you

can.
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1 can. Courfing in his Cloths fometimes

to make him fweat is not irrequifite, fo

it be moderately done ; but when with-

out his Cloths, let it be fharp and fwift.

LET his Body be empty before he

courſe ; and to wash his Tongue and No-

ftrils with Vinegar, or to pifs in his

Mouth e'er you back him, is wholfom ;

having cours'd him, clothe him after he

hath taken Breath, and ride him home

gently.

To be fhort, what is here defective in

the right ordering ofa Race-Horfe, your

own Judgments may eafily fupply. All that

you have to do, is to be careful when to

take him up, how to clothe him and drefs

him, when and how to feed and water,

what and how much Exercife is requifite

either by airing or by courfing, and his

ordering after Exercife, and what Scour-

ings are most requifite ; and that I may

add a little more to your Knowledge, and

conclude this Subject, take theſe general

Rules and Inftructions.

r. COURSE not your Horfe hard, at

leaft four or five Days before you run

your Match, left the Soreness of his

Limbs abate his Speed.

.

2. EXCEPT your Horse be a foull

Feeder, muzzle himnot above two or three

Nights
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Nights before his Match, and the Night

before his bloody Courſes.

3. As you give your Horſe gentle

Courfes, give him fharp ones too, that he

may as well find Comfort as Diſpleaſure

thereon.

4. UPON the Match-Day let your

Horſe be empty, and that he take his Reſt

undisturbed till you lead him out.

5. SHOE Your Horfe every Day before

you run him, that the Pain of the Ham-

mer's Knocks may be out of His Feet.

6. SADDLE your Horfe on the Race-

day in the Stable, before you lead him

forth, and fix both the Parmel and the

Girths to his Back and Sides with Shoe-

makers Wax, to prevent all Dangers.

7. LEAD your Horfe to his Courſe with

all Gentleness , and give him Leave to

fmell to other Horfes Dung, that thereby

he may be enticed to ftoole and empty

his Body as he goes.

8. LASTLY, When you come to the

Place where you muſt ſtart, firſt rub his

Limbs well, then unclothe him, then take

his Back, and the Word given, ſtart him

with all Gentleness and Quietness that

may, left doing any Thing rafhly, you

choak him in his own Wind

ARace-Horfe ought to have all the fineſt

Shapes that may be, but above all Things

he
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he muſt be nimble, quick and fiery, apt

to flye with the leaft Motion. Long

Shapes are tolerably good, for though

they fhew Weaknefs, yet they affure fud-

den Speed. The beft Horfe for this ufe

is the Arabian Barbary, or his Baftard

not but Gennets , are good, but the Turks

much better.

;

HAVING laid you down all theſe Ad-

vantages for ordering your Racer, from

his taking up, to the Day of his Running,

I hope you will make fuch good ufe of

them, that if upon an equal Match you

fhould lay your Money on the Heels of

your Horfe thus ordered, he fhall be

fo far from kicking away his Maſter's

Stake, that the Nimblenefs of his Feet

fhall make it double.

I might here infert the many Subtil-

ties and Tricks there are uſed in making

a Match, the Craft ofthe Betters, with

the Knavery of the Riders, but that

they are now too generally known by the

woful Experience of too many Racing-

Lofers.

K
III. of
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A

III. Of ARCHERY.

RCHERY, as it is a Recreation,

fo it hath been heretofore, and is

fill in fome Part of the World very

ufeful in military Affairs , but now

quite laid afide by English Men for fight-

ing, there being found out more dex-

trous and ſpeedy Ways to kill and deftroy

one another.

YET it is not fo laid afide, but that

it is ufed by fome for Paftime, either at

Buts or Rovers, and fhould not be for-

gotten by Citizens, as appears by the

Continuance of that ancient Cuſtom for

every Lord Mayor to fee the Prize per-

formed by fhooting annually with the

pound Arrow.

CERTAINLY this fhooting in the long

Bow isvery healthful for the Body, by ex-

tending the Limbs, and making them pli-

ant ; and it hath been neceffary for a

Common-wealth, in the Defence and Pre-

fervation of the Country; but fince it is

fo little us'd nowa-Days, I fhall abbreviate

my Difcourfe.

THERE are thefe Rules to be ob-

ferved for fhooting in the Long-Bow.

FIRST,
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ビ

FIRST, He must have a good Eye to

behold and difcern his Mark, and know-

ing Judgment to underſtand the diſtance of

Ground, to take the true advantage of a

Side-wind, and to know in what Compass

his Arrow muft fly ; and a quick Dexte-

rity, to give his Shaft a ftrong, ſharp, and

fudden Loofe.

SECONDLY, He muft in the Action it

felf ftand fair and upright with his Body;

his left Foot a convenient Stride before

his right , both his Hams ftiff, his left

Arm holding his Bow inthe midft ſtretcht

ftrait out, and his right Arm with his firſt

three Fingers and his Thumb drawing

the String to his right Ear, the notch of

his Arrow refting between his Fore-finger

and Middle-finger of his Right-hand, and

the Steel of his Arrow below the Fea-

thers , upon the middle Knuckle of his

Fore-finger on his Left-hand ; he fhall

draw his Arrow cloſe up to the Head,

and deliver on the Inftant without hang-

ing on the String.

THE beft Bow is either Spanish or

English Yew; the beft Shaft is of Birch,

Sugar-cheft, or Brazil, and the beft Fear

thers Gray or White.

THERE are three Marks to fhoot at,

Butts, Pricks, or Rovers.

K 2

•
THE
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THE firft is a level Mark, and there-

fore you muſt have a ftrong Arrow with

a broad Feather.

THE fecond is a Mark of fome Com-

paſs , yet moft certain in the Diſtance,

therefore you muſt have nimble ftrong

Arrows, with a middle Feather, all of one

Weight and Flying.

THE laft, which is the Rover, is un-

certain, fometimes longer, fometimes fhort-

er, and therefore requires Arrows lighter

or heavier, according to the Diſtance of

Shooting.

IF youwant Strength bydebilitation in

the Arm or Back, you may reap the fame

Pleafure by using the Croſs-Bow, with

which you may fhoot at Butts, Pricks,

or Rovers.

·

2 ༞ ་R ;?
Gage Gagagage!

IV. ofCOCK-FIGHTING.

C

Ocking is a Sport or Paftime ſo full

of Delight and Pleaſure, that I know

not any Game in that refpect is to be pre-

ferr'd before it ; and fince the Fighting-

Cock hath gain'd fo great an eftimation a-

mongthe Gentry, in refpect to this noble

Recreation , I fhall here propoſe it before

all the other Games, ofwhich I have afore

fuccinctly

a
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fuccinctly difcourfed ; that therefore I may:

methodically give Inftructions to fuch as

are unexperienced, and add more Know-

ledge to fuch who have already gain'd a

competent proficiency in this pleafing Art,

I fhall as briefly as I can, give you infor-

mation how you fhall Chufe, Breed, and

Diet the Fighting-Cock, with what choice

Secrets are thereunto belonging, in order

thus.

Of the Choice of the Fighting-Cock.

IN

N the Election of a Fighting-Cock there

are four Things principally to be con-

fider'd, and they are Shape, Colour, Cou-

rage, and Sharp-heel.

FIRST, as to his Shape, You muſt not

chufe him neither too Small, nor too

Large; the firft is weak and tedious in his

fighting , and the other unweildy and not

active,and both very difficult to be match'd ;

wherefore the middle-fiz'd Cock is the

proper Choice for your purpoſe, being ea-

fily match'd, and is both Strong and Nim-

ble.

HIS Head ought to be fmall, with

a quick large Eye, and a ſtrong Back,

K 3 and

M
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and (as Mafter Markham obferves) muſt be

crockt and big at the fetting on,and in Co-

lour fuitable to the Plumeofhis Feathers,

whether black, yellow, or reddith, &c. The

Beam of his Leg must be very ſtrong,

and according to his Plume, blue, gray, or

yellow, his Spurs rough, long and fharp,

a little bending and looking inward.

SECONDLY, His Colour ought to be

either gray, yellow, or red, with a black

Breaft ; not but that there are many other

colour'd Piles very excellent good, which.

you must find out by Practice and Obfer-

vation, but the three former, by the Ex-

perience of moft, found ever the beft ; the:

py'd Pile may ferve indifferently, but the

White and Dun are rarely found good.

for any thing.

• HERE Note, That ifyour Cock's Neck.

be inveſted with a fcarlet Complexion , it

is a fign he is ftrong, lufty, and couragi-

ous ; but on the contrary, if pale and wan,

it denotes the Cock to be faint, and in

Health defective.

THIRDLY, you may know his Cou

rage by his proud upright ftanding, and

ftately tread in walking ; and if he crow-

eth very frequently in the Pen, it is a

couragious Demonftration.

FOURTHLY and laftly, his narrow

Heel, or fharpnefs of Heel, is known no

other-
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other-ways than by Obfervation in Fight--

ing, and that is when upon every rifing

he fo hits that he extracts Blood from his-

Opponent , gilding his Spurs continually,

and every Blow threatning immediate

Death to his Adverfary.

HERE note, That it is the Opinion of

the best Cock-Mafters, that a fharp-heel'd

Cock, though he be fomewhat falfe, is

better than a true Cock with a dull Heel :

And the Reafon is this, the one fights

long, but feldom wounds ; the other car-

rieth a Heel fo fatal, that every Moment

produceth an expectation of the Battel's

conclufion ; and though he is not fo hardy

as to endure the utmoſt hewing, fo com-

monly there is little occafion for it, being

a quick dispatcher of his Bufinefs : Now,

fhould your Cock prove both hardy and

narrow-heel'd, he is the beſt Cock you

can make choice of.

To conclude , make your choice of

fuch a one that is of Shape ftrong, of Co-

lour good, of Valour true , and of Heel

fharp and ready.

•

HowK 40
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How to breed a Cock ofthe Game

WH

Hatever you do, let your Hen be

of a good Complexion ; that is to

fay, rightly plumed , as black , brown,

fpeckt , gray, griffel , or yellowish ; thefe

are the right and proper Colours for a

Hen ofthe Game ; and if fhe be tufted on

the Crown it is fo much the better, for

that argues Courage and Refolution ; and

if the have the addition of Weapons, they

conduce very much to her Excellency.

LET her Body be large and well poked

behind for the production of large Eggs ;

you will do well to obferve how the be

haveth herfelf to her Chickens, whether

friendly or frowardly, and take eſpecial

notice of her Carriage and Deportment

among other Hens ; if fhe will receive

Abufes from them without Revenge, or

fhew any thing of Cowardife, value her

not, for you may affure your felf her

Chickens will be good for nothing.

By the way, take this Obfervation, con-

firmed by the Opinions of the beſt Cock-

Mafters both Ancient and Modern, that

a right Hen of the Game from a Dung-

hill
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hill Cock will bring forth very good Chick-

ens, but the beſt Cock from a Dunghill-

Hen will never get a Bird that's fit for

the Game : Wherefore, if you intend to

have a good Breed, get perfect Cocks for

your perfect Hens.

THE beſt Seaſon for breeding is from

the encreaſe of the Moon in February, to

the encreaſe of the fame in March. Let

her Neft be fo placed that fhe may not

be diſturbed by the fight of any other

Fowl , which frequently fo raifeth_her

Choler, that the Eggs are in great Dan-

ger ; let the compofure of her Neft be

made of ſoft ſweet Straw, and let it ſtand

in fome warm Place, for fhe is a Bird that

is very tender.

THE next thing that you are to ob-

ferve is, whether the turn her Eggs often

or not ; if fhe is remifs therein, you muſt

fupply her Duty, but if the fave you the

Labour, prize her more than ordinary.

And that ſhe may not ftraggle too far from

her Eggs, being neceffitated to feekabroad

for Food, and fo cool her Eggs, it will

be altogether needful for you to fet by

her fuch neceffary Food as you ſhall think

fit, with fome fair Water ; and that fhe

may, bathe and trim her felf at her Plea-

fure in the Place where fhe fitteth , let

thereK s
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there be Sand, Gravel, and Afhes finely

fifted.

THE Hen hatcheth her Chickens com-

monly after one and twenty Days ; obferve

in the Hatching to take thofe newly hatch'd,

and wrapping them in Wool, keep them

warm by the Fire-fide, till the reft are dif-

clofed : Being all hatch'd, put them under

the Hen and be fure to keep her warm,

and fuffer not your Hen and Chickens to

ftraggle abroad till they are above three

Weeks old ; and let the Room wherein

they walk be boarded, for all other Floors

are either too moift, or too cold.

·

LET their Walk be in fome Grafs-

court, or fome Green-place, after they are

a Month old, that they may have the be-

nefit of feeding on Worms, and now and

then to scour themſelves with Grafs and

Chick-weed ; but be careful they come not

near Puddles nor filthy Places, for they

engender in Birds of this Nature venomous

Diftempers, which commonly prove fatal :

For the prevention of fuch Maladies, by

way of Antidote, give them every Morn-

ing before they range abroad, the blades

of Leeks chop'd or minc'd fmall, and ming-

led among their ufual Diet : Álfo it will

be requifite to perfume their Room with

burnt Penny-ryal or Rofemary. ..

OBSERVE
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OBSERVE to take this Courfe till their

Sexes are diftinguishable ; as foon as the

Comb or Wattles are difcernable, or plain-

ly visible to the Eye, cut them away, and

anoint the fore Place with Sweet-butter,

till it be whole. The Reasons why their

Combs or Wattles fhould be cut fo foon

are theſe, Firft, if you let them grow till

they arrive to their full bignefs, and then

cut them, there will follow a great flux

of Blood, and the leaft lofs of Blood in

feather'd Fowl is very dangerous ; if much,

frequently mortal ; moreover to let them

grow thus, caufeth gouty thick Heads,

with great Lumps ; whereas, if you take

them off betime, as aforefaid, they will

have Heads finely (mall, fmooth and flen-

der.

THE time of the feparation of the

Cock-Chickens is when they begin to fight

with and peck one another , till which

time you may let them walk with the

Hen promifcuoufly together, but after-

wards let their Walks be a-part, and that

Walk is beft where he may fecurely and

privately enjoy his Hens without the di-

fturbance and annoyance of other Cocks,

for which purpofe Walks at Wind-mills,

Water-mills , Grange-houſes , Lodges in

Parks, and Coney-warrens, are very good

Walks, but that the latter is fomewhat

dan-
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dangerous, being frequently haunted with

Pole-cats, and other Vermin.

LET the Place of feeding be, as near

as you can, on foft dry Ground, or on

Boards; ifthe Place be harder, as on paved

Earth, or Floors plaifter'd, it will ſo wea-

ken and blunt their Beaks, that they will

be unable to hold faft.

HERE Note, That any white Corn is

good for a Cock in his Walk, and ſo are

White-bread Toafts fteeped in Drink, or

Man's Urine, which will both fcower and

cool them inwardly.

LET not above three Hens walk with

your Cock, for fhould you fuffer more,

they will tread too much, by reafon ofthe

Heat oftheir Nature, and by often tread-

ing they will confume their Strength, and

become fo debilitated, that though they

have Courage enough, yet they have not

Strength to perform their Parts, as they

ought to do in a Battel.

OBSERVE the crowing of your Chic-

kens ; ifyou find them crow too foon,

that is, before fix Months old, or unfea-

fonably, and that their crowing is clear

and loud, fit them as foon as you can

for the Pot or Spit, for they are infal-

lible Signs of Cowardife and Falfhood : On

the contrary , the the true and perfect

Cock is long before he obtains his Voice,

and
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and when he hath got it, obferves his

Hours with the beſt Judgment.

SUFFER not your Cock to fight a Bat-

tel till he is compleat and perfect in every

Member, and that is when he is two

Years old ; for, to fight him when the

Spurs are but Warts comparay, is no

fign of Difcretion, for you may then pro-

bably know his Valour and Courage, but

you cannot know his Worth and Good-

nefs.

IN efpecial manner take Care, that

your Cock's Roofting-perch be not too

fmall in the Gripe, or fo ill-placed that

he cannot fit without ftradling, or if it

be crooked it is bad, for by theſe Means

a Cock will be uneven Heel'd, and confe-

quently no good Striker ; and know that

a Perch either maketh or marreth a Cock :

To remedy or prevent fuch Faults, is to

have in your Rooft a row of little Perches

about eight Inches in length, and ten In-

ches from the Ground, that the Cock may

with more facility afcend, and being up, is

forced to keep his Legs near together : And

here take notice of this Maxim amongſt

the best Cock-breeders, That the Cock which

is a clofe Sitter, is ever a narrow Striker.

· LET the Foot-ftool of the Perch be

round and fmooth about the thickness of

a Man's Arm ; or if you will have the

beft



206 Of Cock-Fighting.

beft furm for a Perch, go vifit the Houſes

ofthe moft skilful Cock-maſters, and from

them all gather what is moft neceffary for

your purpoſe, by making infpection into

their Feeding-pens and other Places ; and

let the Ground underneath the Perch be

foft, for otherwife, when he leaps down,

he will be apt on a rough and hard

Ground to hurt his Feet, infomuch that

they will grow knotty and gouty.

Of dieting and ordering a Cock for

Battel.

N the dieting and ordering of a Cock

for Battle confifteth all the fubftance

of Profit and Pleaſure ; and therefore your

cunning Cock-merchants are very cautious

ofdivulging the Secrets (as they call them)

of dieting, for on that depends the win-

ning or lofing the Battle , they knowing

very well that the beft Cock undieted is

unable to encounter the worft that is di-

eted : Let others be as niggardly as they

pleaſe of their Experience and Obfervati-

ons, for my part I fhall be free, and ſcorn

to conceal any thing that may tend tothe

propagation of the Art and Myſtery of

I ofIN

Cock-



Of Cock-Fighting. 207

Cock-fighting ; wherefore as to the diet-

ting and ordering of Fighting-Cocks, take

theſe Inſtructions following.

THE time of taking up your Cocks

is about the latter end of August, for

from that time till the latter end of May,

Cocking is feaſonable and in requeft, the

Summer feafon being improper by reaſon

of its great Heat.

HAVING taken them up , view them

well, and fee that they are found, hard-

feather'd, and full-fumm'd, that is, having

all their Feathers compleat ; then put

them into ſeveral Pens, having a moving

Perch therein, to fet it at which corner of

the Perch you think moft convenient 2

the Fafhion and Form of theſe Pens you

may have at the Houſe of any Cocker,

and therefore I fhall give you no Direc-

tions how to make them ; only be advi-

fed to keep your Pens clean , and let

not your Cocks want either Meat or

Water.

FOR the firft four Days after your

Cock is penn'd, feed him withthe crumb

of old Manchet cut into fquare Bits , a-

bout a handful at a time, and feed him

thrice a Day therewith, that is, at Sun-

rifing, when the Sun is in his Meridian,

and at Sun-fetting, and let his Water be

from the coldeft Spring you can get it.

HAVING



208 Of Cock-Fighting.

HAVING fed your Cock thus four

Days, or fo long till you think he hath

purged himſelf of his Corn, Worms, Gra-

vel, and other coarfe Feeding ; then in

the Morning take him out of the Pen,

and let him parr a while with another

Cock Sparring is after this Manner :

Cover each of your Cock's Heels with a

Pair of Hots made of bombafted Rolls of

Leather, fo covering the Spurs that they

cannot bruife or wound one another, and

fo ſetting them down on Straw in a Room,

or green Grafs abroad ; let them fight a

good while, but by no Means fuffer them

to draw Blood of one another ; the Bene-

fit that accrues hereby, is this, it heat-

eth and chafeth their Bodies, and it break-

eth the Fat and the Glut that is within

them, and adapts it for Purgation.

HAVING Sparred as much as is fuf-

ficient, which you may know when you

fee them pant and grow weary, then take

them up, and taking off their Hots give

them a Diaphoretick, or Sweating, after

this Manner: You muſt put them in deep

Straw-baskets made for the Purpoſe, or

for want of them take a Couple of cock-

ing Bags, and fill theſe with Straw half

Way, then put in your Cocks feverally,

and cover them over with Straw to the

Top, them fhut down the Lids and let

them
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them fweat ; but do not forget to give

them firſt ſome white Sugar-Candy, chopt

Roſemary and Butter mingled and incor-

porated together. Let the Quantity be

about the Bignefs of a Walnut , by fo do-

ing you will cleanſe him of his Greafe,

increaſe his Strength, and prolong his

Breath.

TOWARDS four or five a-Clock in the

Evening take them out of their Stoves,

and having lickt their Eyes and Head

with your Tongue, and put them into

their Pens, and having filled their Throats

with fquare-cut Manchet, pifs therein, and

let them feed whilft the Urine is hot ;

for this will caufe their Scouring to

work, and will wonderfully cleanſe both

Head and Body.

AFTER this, diet your Cocks with a

Bread made after this Manner : OfWheat-

meal, and Oatmeal Flour, take of each

a Gallon, and knead them into a ſtiff

Pafte, with Ale, the Whites of half a

Score Eggs, and fome Butter ; having

wrought the Dough very well, make it

into broad thin Cakes, and when they

are four Days old, cut them into fquare

Pieces ; I will not adviſe you to uſe (as

fome impudently do ) Liquoriſh , An-

nifeeds or rather hot Spices among

your forefaid Ingredients ; for they will

make
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make a Cock fo hot at the Heart, that

upon the concluding of the Battle, he will

be fuffocated and overcome with his own

Heat. In fhort, that Food is beſt which

is moft confentaneous to his own natural

feeding.

THE fecond Day after his Sparring,

take your Cock into a fair green Cloſe,

and having a Dunghill Cock in your Arms,.

fhew it him, and then run from him, that

thereby you may intice him to follow,

you permitting him to have now and then

a Blow, and thus chafe him up and

down about half an Hour ; when he be-

gins to pant, being well heated, take him

up and carry him home, and give him

this Scouring ; Take half a Pound of

freſh Butter, and beat it in a Morter

with the Leaves of Herb of Grace, Hy-

fop and Roſemary till they all look

like a green Salve ; give him thereof a

Piece as big as a Walnut, and then

ftove him as aforefaid, till .Evening, then

feed him according to. former Prefcrip-

tion.

THE next Day let him feed and reft,

andſparr him the next Day after ; thus do

every other Day, for the firft Fortnight,

either fparring or chafing, and after every

Heat a Scouring, which will keep him

from being faint and purfie.

FEED



Of Cock-Fighting.
211

FEED him the fecond Fortnight as you

did the firſt, but you muſt not Sparr him

or chafe him above twice a Week, ob-

ſerving ſtill, that if you heat him much,

you muſt ftove him long, and give him.

a greater Quantity of Scouring. When

well in Breath, flight Heats, fmall Scour-

ings, and little Stoving will ferve the

Turn .

THE third Fortnight (which is a time.

fufficient for ordering a Cock for the Bat-

tle ) you muſt feed him as aforefaid, but

you muſt not parr him at all for fear of

making his Head fore, but you may mo-

derately chafe him twice or thrice in that:

Time as aforefaid, then give him his.

Scouring , rolled well in brown Sugar-

Candy, which will prevent the Scouring

from making the Cockfick ; now may you

let him fight, having firft let him reft

four Days, obferving that he come emp-

ty into the Pit.

O

The right Way of Cock-Matching:

Fall Things have a ſpecial Care how

you match your Cock ; for fhould

you feed your Cock with never fo much

circumfpect Care and Prudence, it will a-

vail nothing if your Cock be over-matched..

IN
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IN Matching take Notice of theſe two

things ; firft, the Length of Cocks ; fe-

condly, the Strength of Cocks : For the

Length, ifyour Adverfaries be too long,

yours fhall hardly catch his Head, and fo

be incapable of endangering Eye or Life ;

and if he be the ftronger he will over-

bear your Cock, and not fuffer him to

rife and ftrike with any Advantage.

THE Length you may judge of by the

Eye, when you gripe the Cock by the

Wafte, and make himfhoot out his Legs, in

which Pofture you fhall fee the utmoſt of .

his Height, and fo compare them toge-

ther, being herein governed by your Judg-

ment ; his Strength is known bythe Thick-

nefs of his Body. Take this for a Rule,

That a Cock is ever held the ftrongest, which,

is the largest in the Garth..

·

You fhall know the Dimenſions of the

Garth by the Meaſure of your Hands,

Griping the Cock about from the Points ,

ofyour great Finger to the joints of your

Thumbs, and either of thefe Advantages

by no means give your Adverfary ; if you

doubt lofs in the one, be fure to gain in

the other ; for the weak long Cock will

rife at more Eafe, and the ſhort ſtrong

Cock will give the furer Blow.

How
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How to prepare Cocks for Fight.

INCE all Cocks are not caſt in one

Mold, the Advantages on either Side

muſt be reconciled by Matching ; and

having made an equal Match as near

as youcan, you muſt thus prepare him to

fight.

FIRST, With a Pair of fine Cock-

Shears cut all his Main off clofe unto his

Neck from the Head to the ſetting on

ofthe Shoulders : Secondly, clip off all the

Feathers from the tail clofe to hisRump,

the redder it appears the better is the

Cock in Condition. Thirdly, take his

Wings and fpread them forth by the

Length of the firft rifing Feather, and

clip the reft flope-wife with fharp Points,

that in his rifing he may therewith endan-

ger an Eye of his Adverfary. Fourthly,

fcrape, fmooth, and fharpen his Spurs

with a Pen-Knife. Fifthly, and lastly,

fee that there be no Feathers on the

Crown of his Head for his Adverfary to

take hold of ; then with your Spittle,

moiſtening his Head all over, turn him in-

to the Pit to move his Fortune.

How
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How to order Cocks after Battle, and how

to cure Wounds.

Battle being ended, immedi-

Tately fearchyour Cock's Wounds, as

many as you can find ; fuckthe Blood out

ofthem, then wafh them well with warm

Urine, and that will keep them from

rankling ; after this give him a roll or two

of your beſt Scouring, and fo ftove him

up as hot as you can for that Night ;

in the Morning, if you find his Head

fwelled, you muſt fuck his Wounds again,

and bathe them again with warm Urine,

then take the Powder of Herb Robert,

and put it into a fine Bag, and pounce his

Wounds therewith ; after this give him a

good Handful of Bread to eat out of warm

Urine, and foput him into the Stove again,

and let him not feel the Air till the

Swelling be fallen.

If he hath received any Hurt in his

Eye, then take a Leaf or two of right

Ground Ivy, that which grows in little

Tufts inthe Bottom ofHedges, and hath

a little rough Leaf; I fay, take this Ivy

and chew it in your Mouth, and ſpit

the Juice into the Eye ofthe Cock, and

this will not only cure the preſent Ma-

lady, but prevent the Growth of Films,

Haws,
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Haws, Warts, or the like, deftructive

to the Eye-fight.

IF after you have put out your wound-

ed Cocks to their Walks, and viſiting

them a Month or two after, if you find

about their Head any fwollen Bunches

hard and blackish at one End, you may

then conclude in fuch Bunches there are

unfound Cores, which must be opened

and crush'd out with your Thumbs ; and

after this, you muſt fuck out the Cor-

ruption, and filling the holes full of fresh

Butter, you need not doubt a Cure.

Curesforfome Diftempers in a Cock, Chick,

or Hen of the Game.

HE Pip is a white thin Scale grow-

Ting on the Tip ofthe Tongue, by

which means Poultery in general cannot

feed ; it is very visible to the Eye, and

proceedeth from foul Feeding or want of

Water ; it is cured by pulling off the

Scales with your Nail, and rubbing the

Tongue with Salt.

·

THE Roop is a filthy Boyl or Swel-

ling on the Rump ofthe Cock, Hen, &c.

and will corrupt the whole Body. It is

known by the ſtaring and turning back of

the Feathers. For the Cure, you muſt

pull away the Feathers, and open the

Sore
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Sore to thrust out the Core, then wa

the Place with Water and Salt, the Cure

is effected.

IF your Cock or Hen have the Flux,

which happeneth by eating too much moiſt

Meat, you may cure them by giving them

fcalded Peafe-bran ; but if they cannot

mute, anoint their Vents, and give them

Corn ſteep'd in Man's Urine.

LICE is a common Infirmity among

them, proceeding from corrupt Food, or

for want of Bathing in Sand, Aſhes, or

the like : This Malady you muſt Cure in

taking Pepper beaten to Powder, and

mixing it with warm Water, wash them

therewith. Ifthey are troubled with fore

Eyes, taking a Leafor two of Ground-

Ivy, and chewing it well in your Mouth,

fpit the Juice thereof into their Eyes, and

it will preſently heal. What other Infir-

mities are incident to theſe Birds ofGame,

I fhall leave, and their Cures, to your

own Practice and Obfervation.

.

An
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An Excellent and Elegant Copy of

VERSES upon two Cocks fighting,

by Dr. R. Wild.

Go,you tame Gallants, you that havé

a Name,

And would accounted be, Cocks of the Game ;

That have brave Spurs to fhew for't, and

can crow,

And count all Dunghill Breed that cannot

Того

Such painted Plumes as yours ; which think't

no Vice,

With Cock-like- Luft, to treat your Cocka-

trice.

Tho' Peacocks, Woodcocks, Weathercocks

you be,

Ify'are not Fighting-Cocks y'are not for me.

Ioftwo feather'd Combatants will write ;

Andbe that means to th’Life to express their

Fight,

Muft make his Ink the blood which they did

Spill,

And from their dying Wings must take his

Quill.

N°fooner were the doubtful People fet,

The Match made up, and all that

would bad bet ;

L
But
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But frait the skilful Judges of the play

Brought forth theirfharp-beel'd Warriors;

and they

Were both in Linen Bags, as if "twere meet

Before theydy'd, to have theirWinding-fheet.

Into the Pit they're brought, and being there

Upon the Stage, the Norfolk Canticleer

Looks ftoutly at his ne'er before feen Foe,

And like a Challenger began to crow,

And claphis Wings, as if he would difplay

His Warlike Colours, which were black and

grey.

Mean Time the wary Wisbich walks and

breathes

His active Body, and in Fury wreathes

His comely Creft, and often looking down,

He whets bis angry Beak upon the Ground

This done they meet, not like that Coward

Breed

C

Of Elop; these can better fight than feed:

Theyfearn the Dungkill, ' tis their only Prize,

To dig for Pearls within each other's Eyes.

They fought fo nimbly, that 'twas hard to

know,

To th' Skilful, whether they did fight, or no;

If that the Blood which dy'd the fatal Floor,

Had not bore Witness of't. Yet fought they

more ;

As if each Wound were but a Spur to prick

Their Fury forward. Lightning's not more

quick,

Or
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Or red, than were their Eyes : 'Twas hard

to know,

Whether 'twas Blood or Anger made themfo.

I'm fure they had been out,

food,

had they not

More fafe, by being fenced in with Blood.

Thus they vy'd Blows ; but yet ( alas ) at

length,

Altho' their Courage were full try'd, their

Strength,

And Blood began to ebb. You that have

Leen

A watry Combat on the Sea, between

Two angry, roaring, boiling Billows, how

They march, and meet, and dafb their cur-

led Brow ;

Swelling Like Graves, as tho' they did in-

६ tend

Tintomb each other e'er the Quarrel end;

But whenthe Wind is down, and bluft'ring

Weather,

They are made Friends, and fweetly run to-

gether ;

May think thefe Champions fuch ; their

Blood grows low,

And they, which leap'd before, now ſcarce

·can go :

Their Wings, which lately, at each Blow

they clapp'd,

As if they did applaud themſelves ) now

flapp'd.

L 2 And
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And having loft th' Advantage of the Heel,

Drunk with each other's Blood, they only

reel:

From either Eyes fuch Drops ofBlooddidfall,

As ifthey wept them for their Funeral.

And yet theyfain would fight ; they came fo

near,

Methought they meant into each other's Ear

To whisper Wounds ; and when they could not

rife,

They lay and look'd Blows int' each other's

Eyes.

But now the tragick Part ! After this Fit,

WhenNorfolk Cock had got the best of it.

AndWisbichlay a dying, fo that none,

Tho' fober, but might venture Sev'n to One ;

Contracting, like a dying Taper, all

His Strength, intending with the Blow to fall,

He ftruggles up, and having taken Wind,

Ventures a Blow, and ftrikes the other blind.

And now poorNorfolk, havingloft his Eyes,

Fights onlyguided by Antipathies :

With him ( alas ! ) the Proverb holds not

true,

The Blowshis Eyes ne'erfaw bis Heart muft

rue.

At length, by Chance, he ftumbled on his Foe,

Not havingany Pow'r to frike a Blow.

He falls upon him withhis woundedHead,

And makes his Conqu'ror's wings his Fea-

ther-Bed:

Where
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Where lying fick, his Friends were very

charie

Ofhim, and fetch'd in Hafte a Pothecary;

But allin vain, his Body didfo blifter,

That 'twas uncapable ofany Glyfter ;

Wherefore, at length, openinghis fainting Bill,

He call'd a Scriv❜ner and thus made hisWill.

Mprimis, Let it never be forgot,

IMP
My Body freely I bequeath to th'Pot

Decentlyto be boil'd, andfor its Tomb,

Let it be buried infome hungry Womb.

Item. Executors I will have none,.

But he that on my Side laid Sev'n to One :

And, like a Gentleman that he may live,

To him, andto his Heirs, my Comb Igive,

Together with my Brains, that all mayknow,

That oftentimes his Brains did ufe to crow.

Item. It is myWill toth' weaker Ones,

Whofe Wives complain ofthem, Igive my

Stones ;

To him that's dull I do my Spurs impart ;

And tothe Coward I bequeath my Heart :

To Ladies that are light, it is myWill,

My Feathers fhall be given ; and for my Bill

Pdgiv't a Taylor, but it is fo fhort,

That I'm afraid he'll rather curfe mefor't:

Andfor th'Apothecaries Fee, who meant

To give me a Glyfter, let my Rump beſent.

Laftly, becauſe Ifeelmy Life decay,

Iyield andgive to Wisbich Cock the Day.

Of
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V. of BOWLING.

Owling is a Game of Recreation,

which if moderately ufed is very

healthy for the Body, and would be much

more commendable than it is, were it not

for thoſe Swarms of Rooks, which fo pe-

fter Bowling-Greens, Bares, and Bowling-

Alleys, where any fuch Places are to be

found, fome making fo fmall a Spot of

Ground yield them more annually than fif-

ty Acres of Land fhall do elſewhere about

the City ; and this done, cunning, betting,

crafty matching, any bafe playing booty.

IN Bowling there is a great Art in

chufing out the Ground, and preventing

the Windings, Hanging, and manyturning

Advantages of the fame, whether it be in

open wide Places, as Bares, and Bowling-

greens, or in clofe Bowling-Alleys. Where

note, that in Bowling, the chufing of the

Bowl is the greateſt Cunning. Flat Bowls

are beft for clofe Alleys , round byaffed

Bowls for open Grounds of Advantage,

and Bowls round as a Ball for Green

Swarths that are plain and level.

THERE is no advifing by writing how

to bowl, Practice mustbe your beſt Tutor,

which muft adviſe you the Rifing, Falling,

and all the feveral Advantages that are to

be
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be had in divers Greens, and Bowling-Al-

leys, all that I fhall fay, have a Care you

are not in the firft Place rook'd out of

your Money and in the next Place you

go not to theſe Places of Pleaſure unfea-

fonably; that is, when your more weighty

Bufinefs and Concerns require your being

at home, or fomewhere elfe.

The Character of a Bowling- Alley and

Bowling-Green.

A

Bowling-Green, or Bowling-Alley,

is a Place where three Things are

thrown away befides the Bowls, viz. Time,

Money and Curfes, at the last Ten for

One, The beft Sport init, is the Game-

fters, and he enjoys it that looks on and

bets nothing. It is a School of Wrangling,

and worse than the Schools , for here Men

will wrangle for a Hair's Breadth, and

make a Stir where a Straw would end the

Controverfy. Never did Mimick ferue

his Body into all the Forms theſe Men do

theirs ; and it is an Article of their Creed,

that the bending back of the Body, or

fcruing in of their Shoulders, is fufficient

to hinder the Over-ſpeed of the Bowl,

and that the running after it adds to its

Speed. Though they are skilful in Ground,

I know not what Grounds they have for

loud
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loud lying, crying, fometimes, the Bowl

is gone a Mile, a Mile, &c. when it comes

fhort of the Jack by fix Yards ; and on

the contrary, crying, Short, Short, when

he hath overbowled as far. How fenflefs

thefe Men appear, when they are ſpeaking

Senfe to their Bowls, putting Confidence

in their Intreaties for a good Caft ! It

is the beſt Diſcovery of Humours, eſpe-

cially in the Lofers, where you may ob-

ferve fine Variety of Impatience, whilſt

fome fret, rail, fwear, and cavil at every

Thing, others rejoice and laugh, as if

that was the fole Deſign oftheir Creation.

To give you the Moral ofit, it isthe

Emblem of the World, or the World's

Ambition, where moft are fhort, over,

wide or wrong byaffed, and fome few

juftle in to the Mistress, Fortune ! And

here it is as in the Court, wherethe neareſt

are the moſt ſpighted, and all Bowls aim

at the other.

·

2

FINIS.
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