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INTRODUCTION

io the Revised, Augmented Edition

It is now some 16 years since Scarne on Cards
was first published. In that time it has gone through
nine printings and has provided guidance for many
thousands of card players. But with millions of
Americans playing cards it was inevitable that,
although probabilities and percentages remain the
same, there would be some changes in the popu-
larity of the different card games and also some
changes in rules. It is because by now these changes
are substantial and important that I have prepared
a revision of Scarne on Cards.

The most important change in rules is in Black
Jack, and I have written a whole new section on
this popular game. Also Hearts, Cribbage, Kala-
brias, and Casino have acquired new fans and
new popularity, and therefore I have added full
sections on these classic games. I hope that every
card player will find in this new, revised edition
of my book the guidance he wants on the games of
his choice.

JOHN SCARNE
Fairview, N. J., March, 1965






A FOREWORD

After the last woman has been sawed in half,
after the elephant has been made to disappear,
after the last brood of chicks has been made to
appear in a spectator’s pocket, the magicians will
sit around for hours in their magical headquarters
and talk about the simplest of all effects.

In the trade it’s called the Scarne effect. It’s
known as in another field the Einstein theory is
known.

From an unprepared deck of cards, thoroughly
shuffied and cut, John Scarne simply proceeds to
cut an ace. That’s all there is to it. It is thoroughly
undramatic. There’s not a gambler, honest or lar-
cenous, that wouldn’t give his right arm for mastery
of it.

There’s a reason. In the late stages of a grueling
game, in the small hours of morning or well along
toward noon next day, players will be desperately
tired enough to risk all they have on cutting a
single card. The ability to cut the card he needs
would put a man on easy street. Gamblers, know-
ing this, have tried by mechanical means to imitate
the Scarne effect: they crimp their aces, or coat
them with floor wax, or resort to the use of strip-
pers. It’s risky. It’s going to be considerably riskier
after this book gets out across the world. They’d
much prefer to be able to walk up to a brand-new
deck, bore into it with an X-ray eye, put a sur-
geon’s thumb and forefinger on its sides, and pro-
duce that earth-shaking ace. But it’s quite a
problem: it is in capsule form, all the problem
there is to magic.
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Scarne got to thinking about it. He worked out
what he thought might be a solution—or, rather,
the solution. Here’s how he tells it. One night he
diffidently dropped the Scarne effect into a pro-
gram he was giving at a party. He asked for a
new deck, shuffled it once or twice, and asked
someone to cut a card. The fellow cut a jack.

“Better than average,” said Scarne, “much bet-
ter; but if this was for a thousand dollars it wouldn’t
-beat . . .”

He had cut the deck. He exposed his bottom
card. It was the ace of spades.

Two distinguished-looking men in evening dress
snapped themselves out of their chairs and con-
verged on him. Scarne was proceeding to finish
the little stunt he’d worked up. He was cutting—
the ace of hearts, the ace of diamonds, and (you
may be sure) the little ace of clubs.

He went on with his act. One of the men in
evening dress picked up the deck of cards, ex-
amined it minutely, closed his eyes and felt the
edges of the cards and then their surface, and
finally dropped the pack in his pocket. He glanced
at the other man, and almost imperceptibly shook
his head negatively.

The show ended. The guests departed—all but
two. The second of these waited for Scarne at the
door.

“My card,” he said. “I’'m having a little party at
my hotel tomorrow night, Mr. Scarne. I’d like my
guests to see your act. Be there at nine.”

It meant command performance. That was quite
a while before Fiorello. The man in evening dress
was Arnold Rothstein.

That was a pretty blas€ crowd at A.R.’s apart-
ment in the Park Central next evening. These
people had seen card tricks from time to time;
among them, they’d done most of ’em—for what’s
known as a pretty penny—in a pinch. They were
just barely polite until, along about midnight, the
single-minded Rothstein got up and said, “Would
you cut for high card with me, John?” Then con-
versation stopped dead.
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A.R. stripped the wrapper off a new deck of
cards and handed them to Fats Caldwell, who gave
them the gambler’s feather-fingered, low-wristed
shuffie. George McManus cut the pack, and
stepped back. “Yours, Scarne,” said Rothstein very
quietly. John Scarne riffled the deck once. “Yours,
Rothstein,” said he.

A.R. cut the ten of hearts.

Scarne squared the deck, cut, and showed his
bottom card.

It was the ace of spades.

The silence crashed, longer and more shattering
than any applause. Every man in the room had
Iurched to his feet and moved up around Scarne.
McManus picked up the deck, examined it darkly,
shuffled, set it down, stood back, and said,
‘CAgain.,’

Scarne did it again. Again a dead silence fol-
lowed his production of the boss ace. This time
Rothstein, looking troubled, himself shuffled, him-
self commanded: “Again.”

Scarne did it again. He could have gone on
doing it all night, but he had been hired to work
a show, not run a vocational school, and at 1 A.M.
he went home, leaving seven urbane men in pious
disputation. “

Gamblers are, in a queer way, an honorable lot.
Those seven could in good conscience watch what
it was that Scarne did; *hey could pool their com-
mon knowledge and technique and attempt to
duplicate it; but they could not in decency admit
before each other that this stranger knew some-
thing about their racket which they didn’t know.
They could offer to buy the effect. They couldn’t
ask to have it explained. They could simply say,
“Again!” Then it was their business to analyze and
reconstruct how it was done.

That’s where Scarne left them that night. Evi-
dently the process of analysis and reconstruction
didn’t go too well. Scarne’s phone rang next morn-
ing. It was Rothstein., “As 'you might have as-
sumed,” he said, “I happen to be giving another
party tonight. You’re hired again.”
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As you must have assumed, the same seven men
were there, and they went right ahead from where
Scarne had left off the night before. McManus cut
the cards, stood back, and said, “Again!”

Silently there under the glare of lights John
worked . . . and worked. He worked seven nights
in a row for Arnold Rothstein at $200 a night—
$200 an hour for practicing what he liked to do
best—and at last one of A.R.’s men broke.

“All right,” he blurted, “that’s enough; now,
how do you do it?” i

Scarne had expected it. “The only possible way,”
he said. “You notice 1 always give the deck one
rifie myself. When I do it I count the cards so I
can see the indices. When the ace falls I just count
the number of cards that drop into place on top
of it. Then when I cut I count down that number
of cards and break the deck there, and of course
there’s the ace. That must be obvious now, isn’t it?”’

There was a long silence.

“If that’s it,” Rothstein said, “it’s uncanny.”

“You can do it easy, if you practice three or
four hours a day, in—hmm-—twenty years,” said
Scarne affably. _

“And you’re how 0ld?” murmured McManus.

“Nineteen. But,” John Scarne added hastily,
“I’ve been practicing ten hours a day.”

Look. That night, twenty-two years ago, Scarne
could have sold that effect for enough hard cash
to put a prudent man into comfortable retirement
for the rest of his life expectancy. But there’s a
stubborn streak of pride in Johnny Scarne, a kind
of fierce honesty that maybe even bankers or
ministers wouldn’t quite understand. He can’t be
bought. I know people who've tried to buy him.
He can’t be scared. He broke up a multi-million-
dollar gambling racket in the World War II train-
ing camps, and made enemies of buzzards as
dangerous and crazy as any Hitler, and laughed at
their threats.

Scarne uses no apparatus except ten steel-spring
fingers and fifty-two playing cards. He moves up
close, and instead of distracting your attention
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with glib business he insists you concentrate. He
likes to work right under your nose. You know
why, of course. There’s the lee-e-ctle ace of clubs
up your left nostril. . . .

He seems to have started fooling with cards
when he was about twelve years old. At an open-
air Pinochle party (coupled with clambake) in his
native Fairview, N. J., he happened to observe with
interest that a well-known pillar of Jersey society
who made a habit of winning also made a habit of
abstracting certain discards from the table and
nipping them under his knee joint. A mellow light
burst upon little John. He skittered home, and
practiced the knee hold-out, and invented a couple
of improvements that would have edified and sad-
dened the pillar of society. By the time he was
fourteen years old he couldn’t buy his way into a
Pinochle game in Fairview. By the time he was
fifteen he was haunting the vaudeville houses
where the late and great Nate Leipzig played. “But
I’'ve been practicing ten hours a day,” he told
Rothstein, remember? . . .

By the time he was nineteen he was ready. Late
one night after a show Nate Leipzig walked up to
the desk in his hotel to get his keys. There at the
desk a dark young man—looking a little more like
Humphrey Bogart than Humphrey Bogart looks—
was showing the night clerk a card trick. Leipzig
was interested. Scarne had rather thought he would
be. Leipzig bent close to watch those sinewy small
hands. Scarne liked that. He likes to work under
people’s noses. You know why.

“Come on up to my room,” said Leipzig after
an hour of this. The King of Cards was a courtly
and generous man. Loudly enough for the night
clerk to hear, he added: “I want you to show me
some card tricks.”

It was Nate Leipzig who, with the endorsement
of another Scarne convert, the late Harry Houdini,
once put his signature to the statement, “John
Scarne is the most expert exponent of wonderful
card effects and table work that I have ever seen
in my life.” Said John Northern Hilliard, manager
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of Thurston and an authority on magic and its
priestcraft:

“A sleight-of-handster -when most boys are
manipulating marbles, Scarne knows every turn
and twist of his craft. He practiced with sedulous
perseverance, and the result is a mastery which is
unsurpassed.”

During World War II at the War Department’s
solicitation Scarne acted as games and gambling
consultant to “Yank,” the Army newspaper.

He has been called into consultation as an expert
by the Federal Bureau of Investigation, the New
York City Police Department, and law-enforce-
ment agencies throughout the country.

John abandoned his own career for the dura-
tion, and toured Army and Navy bases lecturing
on crooked gambling and teaching G.I.’s how to
protect themselves against card and dice cheats.

"~ He was credited by such persons as Admiral
Ernest J. King, Navy commander-in-chief, and
General H. H. Amold, the Air Force’s command-
ing officer, with saving servicemen millions of dol-
lars in potential gambling losses. The gambling
trade ruefully certifies this estimate.

There is no short cut to card skill. But if you like
to play and like to win, if you think no game’s
worth playing unless it’s worth playing well, then
I give you into the steady, practiced hands of the—
ahem, terrific—citizen who speaks to you out of
the pages of this text.

WILLIAM A. CALDWELL

Hackensack, N. J., March, 1949,



Part One

CHAPTFER ONE

Introductory

There are four kinds of gamblers at cards:

1. The occasional player, who knows little or nothing about
the hard mathematical and psychological facts of the game on
which now and then he hazards his money. This player consti-
tutes the vast majority. His losses make cards one of America’s
big businesses.

2. The card hustler, who knows a little more about the
game—any game—than the occasional gambler, and who looks
on the latter with elaborate contempt. The hustler makes most
or part of his living from the occasional gambler’s errors.

3. The professional gambler, who earns his living (or most
of it) by operating a card game. Gambler? I don't quite mean
that in its dictionary sense. The professional doesn’t gamble;
he is a businessman who understands his trade, who runs a
house for direct levies on the games or for fixed percentages
which are his overhead for maintaining a pleasure resort. I
have a grudging respect for this professional. He charges what
the traffic will stand, but no more; he provides a service; and
you can’t hold his political acquaintances against him. Since
he takes part in a game of chance, he is known as a gambler.

4. The crook, the cheat, whose gamble is not in winning or
losing, but rather in getting away with it or getting caught.

To the average card player the man who makes his living by
cheating at cards is a sharper, sharp, or shark, but to card
hustlers and house men he is known as a mechanic. It is a
tolerably descriptive word. Card mechanics are the masters of
a dull, utterly unglamorous trade; they spend their spare hours
at exacting practice; they know no game but their own; they
are about as interesting and adventurous as the drunkard who
tries to chisel the price of a drink.

There is in cards about the same proportion of honest and
dishonest people as there is an any other field. The ratio varies
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a little from game to game, from state to state, just as it varies
in legitimate enterprise. You encounter more sharp practice
in war contracts, say, than you do in the personnel office of a
theological seminary. Likewise you find that a game which
tends to encourage self-policing is less populated by crooks
than a game (say, Gin, or Stud Poker) which tends to lull
chumps into unwariness.

There aren’t many foolproof safeguards against the crook.
He may be caught with a bottom-dealt ace in his hand occa-
sionally and be black-listed or beaten up, but this is one of his
occupational hazards, and he knows how to deal with it: by
moving to the next game. He is least apprehensive about the
law. It is all but impossible to convict and jail a crook for
cheating at cards.

Sure, occasionally a bamboozled player may stop payment
on a check after he has gone home, has tossed through the
might, and has realized that he was probably robbed by dirty
means. But it doesn’t happen often, not often enough to drive
the cheat out of business. Most amateur card players get a
stealthy masochistic pleasure from paying a debt to a gambling
crook—one’s honor, you know, and all that.

Is it any wonder that card cheaters stay up nights and pace
the daylight streets riddling an angle; that year after year they
practice at sleight of hand and distracting illusions; that they
invent and have made for them crooked decks, mechanical
holdouts, mirror gadgets, and their many other quaint devices?
It’s no wonder at all. They want your dollar.

In the end, by the way, they get it—one way or another, by
fair means or foul. If they weren’t getting it, they’d be extinct.
And they aren’t extinct.

This book is written for Class One, the average citizen, Joe
Doakes, who likes to play cards for stakes—small or large. He
is the lamb that the other three classes of gamblers are trying
to fleece.

When Joe plays with friends he knows well, he has an even
chance if his ability at the game is about the same as his
friends’. This is the only time he has an even chance to win.
If he is less expert at the game, he’ll have less than an even
chance. If he’s a better player than his friends, he’ll have a
better than even chance.

All this is obvious, and naturally we all want to improve our
skill at the games we like to play. I have crammed into this
book all the cardplaying savvy and skill I have accumulated
during many years of association with the country’s best gam-
blers and card players. In fact, this book will improve the
chances to win of every card player, even those who play
“social games with close friends only.”
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The only important card game I have not covered in detail
is Bridge. I think the game of Bridge is already exceliently
covered in the existing books on the subject. Nevertheless,
Bridge players also will be helped a great deal by the chapters
on cheating and cheating methods.

But nobody plays only with close friends. Think that over.
Let me remind you of what happens. One of your friends
brings along a pal, a visiting fireman from Duluth. Of course
you'll let him get into the game. Or you’re the visiting fireman
and your friend takes you along to his game. Or you’re on
vacation and somebody stirs up a game. You know most of the
players pretty well and the others certainly look all right. Why
not play? You do, and there’s no reason why you shouldn’t,
except that’s how Class Two or perhaps even Class Four may
get into your game, if you’re not on guard, and you don’t know
how sharpers and cheats work.

Since as a practical matter you cannot always play with the
same people, there is the chance that some time or other there
will be a hustler (Class Two) or a cheat (Class Four) in your
game. What can you do about it? How can you detect it and
avoid being a sucker for him?

Please note the distinction between the cheat who is strictly
dishonest and the hustler whose only crimes are not against
the law: he plays much better than you and he earns at least
part of his living by winning from you.

Human nature makes it difficult to detect the cheats and
the hustlers. You hate to think the other fellow is a better
player than you. “He’s just lucky. All right, he was this time,
but he can’t be that-lucky always. Next time I'll get him!”
Unless the other fellow mentioned above is a good close friend,
look out for that kind of thinking. The fellow who wins regu-
larly may be a cheat or a hustler.

The ways to beat the cheat are covered in the chapters in
Part One. Also, with each game I discuss I describe methods
of cheating particularly applicable to that game. The reader’s
attention is directed particularly to the description of pro-
fessionals’ international signs described in the section on
“Cheating at Draw Poker,” page 289.

The way to beat the hustler is to ‘choose either of these al-
ternatives: (a) improve your skill to equal or surpass his; or
(b) stop playing with him. Many years of observation have
convinced me that the second alternative, apparently so simple
and easy a solution, is the much more difficult choice to make
for the reasons mentioned above. If,,in fact, you have chosen
the first alternative, I will try ¢o help you all I can, in later
chapters.

What about the professional games? What about Class
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Three? Well, you know you don’t have nearly an even chance.
The house percentage will surely beat you if you play long
enough, though it’s true that in any one session you can come
out a winner. Also, the amount of house percentage varies on
different bets, in the different games. In the discussions on each
game I will give you these percentages and show what the house
cut is so that you’ll know at least where your best chances are.

I think I know most of this country’s big-league blood-
suckers. I shan’t blow the whistle on any one of them by name.
The observation of crooked card players is my business, as the
observation of subhuman primates is the anthropologlst s, and
I'll continue to live and let live. But for what it’s worth to you,
I’'m going to tell you about them. Then I wash my hands of it.

I can’t agree with my learned book-writing friends that the
discussion of cheating has no legitimate place in the proper
study of games. Some of them, being. cloistered and naive,
argue that there aren’t enough card cheaters at large to war-
rant exposure of their methods. Some others, not quite so
naive, contend that disclosure of hustlers’ and crooks’ tech-
niques will nurture a saddening suspicion of innocents. Let
us say some opponent fails to offer you the deck for the cut
and you draw his attention to the omission; let us say he has a
peculiar way of dealing, now with his palm up and now with
his palm down and always with impressive effects, and you ask
him to avoid this eccentricity. He is offended. A beautiful
friendship ends. This, in a world too full of distrust and bitter-
ness, would be a Bad Thing. So say my learned friends.

I cannot subscribe to this rubbish. There is no excuse for
illegal play at any money game, just as there is no excuse for
illegal practice in any human relationship. If a man isn’t pre-
pared to abide by the rules, then innocent as Little Eva or
guilty as Satan he deserves the humiliation coming to him. He
should obey the law or get out of the game, and let’s not have
any false consideration of personal fnendsmp obscure the
issue. It’s a sound maxim: friendship is out the window when
the cards are on the table. Moreover, the most honest, ethical,
fastidiously high-minded games I've ever seen were games
played between top-notch gambling men exhaustively learned
in all the mechanics of cheating.

When pros play, they play on the level. Why? Because they
play in the atmosphere in which virtuous, virtuoso card-play-
ing can thrive, the atmosphere of total and icy distrust. They
cheat not, because they dare not. The game is clean—or else!
Relevantly enough, the War Department, which tends to take
a rather worldly view of things, allowed me during World War
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II to expose in the official Army weekly, Yank, the various
crooked gambling moves. The Army seemed to agree that the
“or else—!” atmosphere was more wholesome than the con-
dition of partial innocence which up to that time had been
costing G.1.’s literally tens of millions of dollars a month.

CHAPTER TWO

Card Cheais and T heir Methods

If all card players knew how to spot a cheat at work there
would be no cheats.

There are both amateur and professional cheats. I call the
amateur by that name only because he is commonly a back-
alley pantaloon and bungler, not because he doesn’t cash in on
his crookedness.

If all card players could detect a pack of marked cards, then
marked cards would become useless and extinct.

The only way in which cheating can be stopped or reduced
is by every player learning to defend himself against it.

The only way in which I can conceive of bringing this about
is by the exposure of every known cheating method.

I think I know them all. Here we go. In the following ma-
terial I propose to detail every artifice, gadget, manipulation,
distraction, and device used by cheats. If after reading them
you still think you are being cheated at cards, let me suggest
to you the joys of marbles and hopscotch.

Stacking the Cards

There is the popular delusion that when a deck is stacked,
i.e., when certain cards have been put in certain positions in
the pack for a crooked purpose, every card is in its special
place and the gambler knows exactly where it is.

The sharper does not live who can riffle the pack and retain
in his memory the location of every card. Nor does the sharper
live who can stack five or more cards for two or more hands—
without previous preparation of the pack.

The truth is—and remember it, whether your game is a
beery bout of Showdown in a ginmill or the most recondite
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Contract Bridge at an uptown club—that a cheater can clean
up by knowing simply the location of a very, very few cards.
As a matter of fact, knowing—absolutely knowing—the posi-
tion of just one card of the fifty-two will give the skilled
cheater an amazing advantage.

Never overestimate a crook. Don’t expect him to work
miracles. Just expect him to wark, hand in and hand out.

The Pick-up

The pick-up is the sharper’s most foolproof way of stacking
the cards. It requires no special skill; it rarely fails; it is hard
to detect. You’re a cheater, and you’re playing Poker. The next.
deal is yours. At the end of the game just concluded five hands
were exposed. Examining them not too obviously, you have
seen that in each of those hands is one card you’d like to have
for yourself in the next deal. Let’s say there are four jacks and
a deuce, one card in each hand. )

So you stack the deck in such a way that you’ll now deal
those five cards to yourself. Impossible? Why, it’s not even
improbable. As dealer, you make it your business to pick up
the cards on the table. You pick them up a hand at a time,
and as you do so you put the card you want at the bottom of
each group of five cards. Then you put all five hands together
at the top of the deck, and, after some flummery about shuf-
fling and cutting which you take good care to keep from dis-
turbing the position of the top twenty-five cards, you deal.
Naturally you get cards Nos. 5, 10, 15, 20, and 25, the four
jacks and the deuce you want.

That’s darned near all there is to stacking as it’s generally
practiced. Professionals use it for most of the card games cov-
ered in this book.

The Riffle Stack

The riffle stack is one of the most difficult of card-stacking
methods, but the cheater who has perfected it is by all means
one of the most dangerous of adversaries. If you think you’ve
detected an opponent making one of the moves indicative of
this stack, beware—you’re up against a practiced, unscrupu-
lous, and perhaps even desperate man, be his game Poker,
Bridge, Black Jack, or one of the Rummies.

WHAT'S BEING DONE

The cheater has, say, the four kings at the top of the deck.
In the act of riffling (shuffling) he has to cut the cards into
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two blocks or groups. It is during the shuffle that he interposes
cards between the kings so that in dealing—which he will do
on the level—he’ll get the spaced kings and his opponents will
get cards at random. It may take him three or four riffles to
count off the cards as he wants them; but, if the riffle is his
specialty he can and will do it in a single move. The result he
gets is the same as the pick-up’s, only it’s less likely to be
detected.

WHAT TO LOOK FOR

This stack is almost detection-proof, but you do have one
way of suspecting it; and, if you can’t correct matters by forc-
ing the cheat out of the game, you can protect yourself by
forcing yourself out. As a rule cheaters, when shuffling the
cards, will riffle the lower half of the deck fast and then slow
up when they get near the place where the kings lie. And they
must keep their eyes intently on the cards when they’re count-
ing them into place. Riffling in this syncopated tempo and a
too scrupulous regard for the cards are your danger signals.
He may not be a riffle stack expert, but he’s acting like one.
Look out!

The Overhand Stack

The overhand stack is the stumblebum cheater’s best friend.
It is used, I've observed, in kibitzing cards from here to Mexico
and back the long way, more extensively than perhaps any
other stacking device. It doesn’t involve as much skill as the
riffie stack or as much risk as the pick-up.

The cheater places on the bottom of the deck the cards he
wants. Then he shuffles-the cards, slipping one card off the
bottom of the deck and one card off the top at the same time.
The shuffle goes from the right hand to the left, and this stack
is executed once for each card you want stacked. As your left
hand takes the top and bottom cards, you shuffle out of your
right hand two cards fewer than the number of players in the
game. When the correct number of cards have been stacked,
the cheater throws the cards in the left hand on top of the
cards in the right, and the deck is ready for the deal as de-
scribed under the pick-up stack.

False Shuflles

False shuffies are absolutely essential in the arsenal of the
accomplished cheater. A man who can false shuffle may look
as if he’s giving the cards a thorough riffling. He isn’t. He’s
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keeping the entire pack or a group of crucial cards in the
order in which he picked them up from the table. The most
popular and disastrous of these shuffles is the

PULL-THROUGH

This very dazzling and strictly crooked shuffle is executed
as follows:

When a hand of cards has been completed, the cheat scoops
the tabled cards into his hand, taking most special pains not to
disperse the certain melds or discards he wants. These he places
at either the top or the bottom of the pack. The device is use-
ful too when a pack has been stacked already and must be
shuffied and dealt as is. Now for the pull-through!

The cards are nﬂied—correctly, no question about that.
But watch the dealer in the split second when he has to block
together the cards in either hand, assemble the split pack into
a single pack. Does he shove them together into a squared-up
deck, as he should? No. With a motion probably quicker than
the eye, he pulls the cards from one hand through the cards
from the other, then whips one bunch back on top of the other.

Although the cards have duly clattered against each other
and made the noise and appearance of a shufiie, actually they
have not changed positions at all. Reassembled, they are in
the same position as they had been when the pull-through
started. Not a single card has changed position. It only looks
as if they have. That’s the way it’s supposed to look. . . .
And you’re supposed not to look.

Nullifying the Cut

The most dangerous hazard in the professional career of any
card cheat is the cut. Let’s glance again at the way you ordi-
narily cut a pack of cards. The dealer pushes them over toward
you and says, “Cut, Mac?” You take a block of cards off the
top of the deck and put them on the table, and the dealer
completes the cut by putting the bottom block on top of your
cut block.

The cheater’s assignment is to get the cards back into their
pre-cut position swiftly and undetectably.

He does so by crimping or shifting. Let’s study these moves a
little more mmutely.

CRIMPING

Crimping is used more commonly than shifting in Rummy
—or any other of the popular card games for that matter—
because it is (a) easier (b) almost invulnerable to detection
by the untrained or unsuspecting eye.
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The crimp left by a good, as it were, cheater, is so very
slight that the naked eye can hardly detect it at all (the tactile
sense i8 much more sensitive to this sort of thing), and as a
rule the crimp is put in the card only on that edge of the pack
that faces the cheater. The idea is that a competent crimp is
literally invisible and undetectable to anyone except the cheater
himself.

Though this crimp is so fine that it can hardly be seen, it is
sufficient to cause the pack to break eight times out of ten
exactly where the cheater wants when it’s cut by the unwit-
ting stooge. Why? Because the average player generally cuts the
cards at about the middle of the squared-up pack, and that’s
where the cheater put the crimp.

Eight times out of ten, did I say? Well, the earnest profes-
sional makes it ten out of ten in any card game involving more
than two players; his confederate sits at his right and cuts the
cards.

But how is the crimp used? The dealer stacks himself three
kings by any of the devices set forth above. He may complete
his crooked shuffle with the pull-through; in any event he has
his critical cards where he wants them, and he wants them to
stay there. But the cards have yet to be cut. And an honest
cut would bury those cards in the middle of the deck. So . . .

The sharper gives the pack one more crooked shuffle. As he
does so, he gives the top block of cards a fast crimp, then does
a quick cut, bringing those cards down to the middle of the
deck with a little gap or bevel at their top edge. Now the
regular cut is made. The cards break at the crimp. The stacked
cards come back on top, and one player at least is happy.
O T

The dealer uses the crimp plus sleight of hand to slip the
cards back into position after a really honest cut. Here’s how.
Before the cut, he crimps the top cards. After the cut, he uses
the crimp to break the cards where he wants them broken;
then he slides his own cards back on top of the deck by sleight
of hand.

And that is called

SHIFTING THE CUT

The move, while no particular challenge to the exhibition
card manipulator showing off his hobby, is most difficult under
pressure at the gambling table. There are many shifts—remem-
ber, this is a manipulation restoring the cards to their original
position after the cut—and there are many shifters surviving in
this evil world, but I think I can say without fear of contradic-
tion that the cheater doesn't live who can execute this move
undetectably without a cover-up.
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ONE-HANDED SHIFT

The cards are shghtly crimped, just enough to indicate to
the cheater’s sensitive fingers exactly where to shift the cut.
This move cannot be made without a cover. Thus the cheater
distracts attention by reaching for a cigar or cigarette, sneez-
ing, or, in extremis, spilling a drink—while he shifts the cards
under his arm with his free hand.

THE TABLE SHIFT

This shift must be done with lightning speed. It is very de-
ceptive when done competently, but it must be done rapidly,
in a single sweep of the hand. The block of cards the cheater
picked up in his right hand is shifted to the bottom instead of
the top of the other block.

THE TWO-HANDED SHIFT

The two-handed shift is a favorite with professional ma-
gicians, but it is used by many unpretentious gamblers. The
cards having been cut, the cheater demurely puts the lower
block on top of the upper, but he doesn’t place them there
quite squarely; instead, he leaves a step, an infinitesimal ter-
race, to act as a guide when he picks up the assembled pack.
His little finger is inserted at the step, and the shift is executed.

Mechanic’s Grip

Almost all seconds or bottom dealers, as well as what the
trade calls holdout men (cheaters who palm cards), use the
mechanic’s grip on a pack of cards. In this grip the index finger
is used to square up the pack when a second or bottom card is
dealt.

Whenever you see an opponent holding a pack this way,
it’s time to reach for your hat and remember a date away at
the other side of town . . . or to use the Scarne cut (see
page 16).

Here’s the tip-off. The player who holds a pack of cards,
whether in left or in right band, with three fingers * curled
around the long edge of the cards and the index finger at the
short upper edge toward you, is a player who probably knows
entirely too much about cards. It is not inconceivable that an
honest, even innocent, player might hold cards with the me-
chanic’s grip. But it takes a good deal of practice to hold a
pack this peculiar way. Don’t get excited when you spot the

* Some mechanics keep two fingers curled around the long edge of
the deck and two around the short upper edge.



CARD CHEATS AND THEIR METHODS 11

lodge grip across the table. Just act cool and friendly, as if
you’d found a man practicing at blowing your safe.

Dealing Seconds

Any second dealer of standard model in good repair can
and will take the best of honest card players. His name—
ordinary gamblers call him a second dealer and specialists of
cheating call him a No. 2 Man—describes exactly what he
does, which is as follows: ‘

The thumb of the left hand, in which the pack is held,
pushes the top card forward as if to peel it off and deal it with
the right hand.

But the thumb of the right band darts in and slides out the
second card, the No. 2 card, instead.

The left-hand thumb then retracts the top card to square
with the pack. It is a split-second co-ordinated act, and when
it is done skillfully, even just competently, it cannot be de-
tected.

Some cheats deal seconds with one hand. To do this without
being detected, the cheat must turn over the pack while pre-
tending to deal the top card.

But second dealing is impossible and useless without marked
cards, and herein lies your defense against this line of attack.

If the cards aren’t marked the talent isn’t worth a plugged
nickel—unless the dealer peeks or uses a stacked deck. Dealing
seconds is profitable only when the dealer finds a marked card
at the top of the pack and wants to by-pass it, saving it for
himself or a confederate.

When you suspect this deal, make it your business to ex-
amine the cards, not.too ostentatiously, for markings.

Bottom Dealer

Bottom dealers, called base dealers by crooks, will win your
money in a hurry. Even though it takes years to learn the skili,
there are entirely too many practitioners floating around.

The bottom dealer saves time because he doesn’t have to
fuss around stacking the cards. He puts the cards he wants on
the bottom of the deck, preferably by some such device as
locating them there when picking up the previous deal’s melds
and wreckage, and he leaves them there through some phony
shuffle. Then—it’s easier said than done—he deals your cards
off the top and his off the bottom. There’s a foolproof defense
against him. It’s the Scarne cut, which loses the carefully iced
bottom cards away up in the middle of the pack.
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Nearly all bottom dealers use the mechanic’s grip on the
pack; so you can be suspicious when you lose consistently to a
man who holds the deck this day.

Middle Card Dealing

The chances of your colliding with a cheater who can deal
cards from the middle of the deck may be calculated roughly
at a million to one. To execute this deal smoothly is perhaps
the most difficult of all the moves of the modern card cheater.
I bappen, after twenty-odd years of practice eight hours a day,
to be able to deal middles without the move being detected;
and so I assume there must be a few others who can do a
competent job at it. On this assumption I warn you: when a
cheater has mastered middle-dealing he is about as dangerous

as a man can get with a deck of cards in his hands. He has
by-passed the ticklish business of shifting the cut. Assembling
the cards after a hand and leaving the cards he wants at the
bottom of the deck, he offers the pack to be cut. It is cut, sure
'nough; but the expert crimps a break where the two blocks of
cards are put together again, and proceeds to deal himself
from the middle of the deck the card or cards he needs to win.

Check Cop

At the hazard of meddling with a prospering private-enter-
prise small business, I'd better tell you about this chemical
preparation which, smeared on the crook’s hand, makes a
chip or coin adhere to his palm when he helpfully pushes a pot
toward the winner of the hand. “Here you are kid; they're all
yours,” he says, shoving the winnings across the table; only a
dollar’s worth of chips or so per shove adhere to his hand when
he withdraws it from this amiable gesture. Crooked gambling-
supply houses sell for this weird and lucrative speciaity a liquid
chemical they call sure cop. But experienced crooks, always
amateurs in the true meaning of the word, make a thing of
their own which they call check cop by heating a piece of ad-
hesive tape and scraping onto their palm the gummy stickup
stuff. It works. Isn’t that all that counts?

Some cheats cop chips with sleight of hand while pushing
the chips to one side with the hand holding the cards.

Second Dealing Box

The second dealing box is a crooked card box that enables
the cheater with minimum chance of detection to deal the
second card instead of the top card. It’s useful in dozens of
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card games. These boxes are made by nationally known manu-
facturers of crooked gambling devices, and sell for what they’re
worth to the cheater—say, $50 to $150.

Read what one manufacturer has to say about this crude
flimflam:

“Our second dealing box is used for various card games.
Skeleton type, it is substantially made, with a dull nickel finish
which absolutely prevents any flash of the bottom card when
dealing. This box bears the most rigid inspection, but at the
same time the top card is always under control.”

The only thing that is crooked—or has to be crooked—
about this box is that it enables the top card to be shifted
toward the inside edge of the box, so that the cheat can take
the other edge of the second card and deal it. The box is use-
ful only with marked cards, since the point of dealing seconds
is to hold back firsts for oneself.

A second dealing box can be spotted instantaneously. Un-
like other dealing boxes, whose tops are wide open, the second
box has a solid sheet of metal on its top side. Through this
sheet is a small hole to enable sliding cards out with the thumb
while dealing legitimately—and sliding them back when deal-
ing a second. If you ever get into a game in which the dealing
box looks like the one just described, the odds are—let’s see,
now—twenty-five to one that you’re playing with a crook.

Palming

Palming cards, called by cheaters holding out, is in all prob-
ability the cheating method most commonly practiced and
most commonly suspected and detected. Like sex, it can be
learned by almost anybody, but doing it well requires some na-
tive talent and assiduous practice.

Palming is risky in fast company, but among half-smart card
players it can be put to fairly profitable use in almost any kind
of game.

It is done as follows:

When the cards are being thrown in for a new deal—it
works for any game involving a deal: Poker, Rummy, Black
Jack, Pinochle—the cheater secretes the cards he wants in the
‘hollow formed by the palm of his hand. He may hold the hand
folded nonchalantly over his arm, or he may conceal the cards
under his knee or armpit. The move is normally screened by
the cheater’s reaching into his shirt pocket for a match or
hitching his chair closer to or farther from the table.

Having been dealt his new hand, the cheater substitutes his
palmed—or, to be precise about it, armpitted or kneed—cards
for an equal number out of the hand, making use of the palm.
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Then, biding his time, he gets rid of the cards he’s holding out
by chucking them back at the end of the deal or palming them
into the discards.

DETECTION AND SUSPICION

Keep a respectful eye on the player who keeps his hand
rigidly flat with the fingers close together.

False Cuts

False cuts are in order when cheaters move in on card
games involving more than two players. The false cut requires
a pair of confederates. One deals. The other sits next to him.
The latter, when the cards are offered to him, false-cuts. A
false cut is one which leaves the deck or a block of cards in
the deck in exactly the same position as before the alleged cut.

The false cut can be used in any card game. And it can be
worked by a man playing alone without allies—if the other
players, going on the assumption he’s cutting his deals honestly,
don’t call for the deck, as is their right, and cut it themselves.

But good use can be made of the false cut on the honest
player’s deal too. How?

Well, you’re honest and awkward. When you shuffle, you
fail (a lot of us do fail) to mix thoroughly the cards on the
bottom of the pack. The cheater detects something down there
he wants. Or he glimpses the bottom card during the shufile,
and decides he wants it. Or he has just palmed some cards onto
the top of the deck, and wants them dealt just so. But the cards
must be cut. So, when you hand him the pack for a cut, he
employs one of the following most commonly used false cuts:

ONE-CARD FALSE CUT

Very deceiving. The cheater cuts so that only the top card
changes position and is sunk in the center of the pack. The
rest of the top cards remain as he wants them.

TWO-HANDED FALSE CUT

Although many honest players cut like this, train your re-
flexes to beware of the man who makes a series of rapid cuts
with both hands, pulling off the top block and putting it on the
table, slipping the bottom block on this, then whipping an-
other block out and snapping it on top, etc. This false cut is
executed with great snap, and the only way of apprehending it
is to watch for a visible step in the deck.

To neutralize this ruse or to avoid any possibility of trouble,
ask (as is your right) for the deck and reshuffle it yourself,
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cut it, then .offer it to your opponent for his cut. By that time
his dexterity can’t make any difference.

Slick Ace Cards

These decks, sold by gambling supply houses for $1.50,
allow the user to cut the card desired, usually an ace. To cut
an ace, the cheat must give the deck a slight shove. The deck
will break at one of the aces. Then he cuts that block at the
break and he has an ace as his cut card.

An ordinary deck of playing cards is prepared by waxing
the aces, or any cards desired, making them slide easily.

To detect, watch the guy who always shoves the deck before
cutting.

Cold Deck

The cold deck is a pack of cards which the cheater stacks
with larcenous intent before the game starts, or one which the
cheater leaves the game to stack. It is switched into play at the
magic moment when there are important stakes to be won.

The cold deck must, of course, be an exact duplicate in
color and design of the deck in play. The object of the move, in
case there are any men from Mars in the room needing en-
lightenment, is to insure the crook a killing hand and send the
rest of the jolly company home broke.

Among the approved methods of switching them into play:

The prepared deck may be dropped onto the table from
under a tray in the act of serving drinks.

A holdout machine may be used, although handling the
machine requires some skill. Not many up-to-date crooks use
it because of the risk and because of the fact that possession
of the gadget is prima facie evidence of absolute guilt. A man
using the mechanic’s grip or a two-handed cut may be inno-
cent, or can at least raise a persuasive defense; a man caught
with a holdout machine can at best try to get out of town in
one piece.

The commonest and cleanest cold-deck switch is pure, sim-
ple sleight of hand. The sharper slips the cold deck out of his
pocket into his lap. Drawing the pack on the table toward him
for the deal, he drops it tidily into his lap, in the same motion
snapping the cold deck into its place at the table’s edge. After
the deal the old pack is wrapped in a handkerchief, already
spread in the lap, and stuffed away in a pocket. A paroxysm
of sneezing, a loud joke with gestures or a spilled drink will
screen the move.
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Maximum winnings are obtained by switching the cold deck
in the sucker deal. Just as the sucker offers the deck to be cut
by the cheater at his right, the cheater 2, at his left, asks the
sucker to change a bill. Cheater 1, who has palmed the cold
deck in his left hand, covers the deck on the table with a
handkerchief, places the cold deck on the table and then
pockets the original deck neatly wrapped in his handkerchief.
When the sucker turns to pick up the deck for the deal, cheater
1 executes a false cut, nutting him at ease. The sucker is now
ready to deal himself to the cleaners.

Locater

The locater is a special breed of cheater. I've seen locaters
hang around the edge of a banking game for hours without
making a play, only to bet the wad and win at just the right
instant. Their racket is simplicity itself. It is a matter of keep-
ing track of a single card or group of cards through deal, play,
and shuffle; deal, play, and shuffle; over and over. It is not a
skill; it’s drudgery; but it is particularly profitable in such
games as Black Jack, Faro, Chemin de Fer, and Stud Poker.
The locater, to repeat, simply gets to know where in the pack
his card is; then he bets when that card comes up right for him.
The defense against him is to shuffle thoroughly and often, to
shuffle the cards face down on the table flat against the table,
and to memorize the following move:

The Scarne Cut

This is a cut which I invented during World War II for the
defensive use of men in the armed forces. It will work against
any of the ruses set forth above, with the exception of the cold
deck switched in after the cut. I'm told by Army officers that
this cut alone saved G. 1. Joe millions of dollars between 1942
and 1946.

This is how the Scarne cut works:

1. Pull a block of cards out of the center of the pack.

2. Place them on top of the pack.
lik3: Do it again, and again, and as many more times as you

e.

4. Then—and then only—square up the pack, and cut it in
the regular manner.

Properly and regularly used, this cut will prevent or neutral-
ize most cold-deck switches (most, not all), stacked cards, the
crimp, false shuffles, false cuts, and shifts. At the very least it
will give your crooked opponent headaches enough to mini
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mize his effectiveness. It may frighten him into getting out of
the game or, worse, into playing honestly.

Shiners

Shiners are nothing but mirrors, and they make me wonder
again why gamblers have to invent mock-fancy synonyms for
the crooked tools of their trade. These mirrors, generally very
tiny, are built into rings, match boxes, pipes, coins, or any-
thing else that will lie unobtrusively on a card table. A shiner
in a pipe bowl, for instance, reflects the top card of a deck
being dealt. Antidote: take a good look at any object on the
table when you’re losing. If you pick up a nickel and see your
own faceonit . . .

Peeking

One of the cleanest and least detectable ways of reading a
top card off the pack is by peeking. Some cheats peek while
dealing a player a card, others peek when pretending to look at
the face-down card of the hand. Peeking is used in many card
games, but is particularly effective in Black Jack and Stud
Poker. A good peeker and second dealer is poison to any card
game. To detect peeking, suspect a player who continually
keeps looking at his face-down card.

L3

"PEEKING ON THE DRAW

Spotting the next to the top card of the stock pile by lifting
the second card while picking the first card is used by both
the bungler and the expert cheat, particularly used in Gin
Rummy and other Rummy games, and in Two-Handed Pi-
nochle when drawing from the stock. Keep your eyes on the
player who seems to hesitate always when picking from the
stock.

The Amateur Cheat

Now, what constitutes a cheater at cards? I myself am some-
times, after all these years and meditations, perplexed about a
player: shall he go into my book as a scoundrel or as just a
thoroughgoing no-holds-barred good player? I used to play
Gin Rummy with an elderly lady, a business acquaintance of
mine, who might be characterized as straddling this borderline.
She has a habit, after the cards have been cut for her deal, of
peeking at the bottom card in squaring the pack. Harmless?
Yes. She’s looking at a card that will never get into the play
of the hand. Harmless? Ye-e-es. But her very knowledge that
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this card is dead gives her a measurable percentage of advan-
tage over me in planning the play. She has seized relevant evi-
dence that is not available to me.

She is a cheat.

And she is the most dangerous kind of cheat, the amateur
kind. For the amateur cheat is generally your friend. You are
not going to mistrust him. You are not on your guard. So the
amount of money that you lose—you collectively, all you good-
natured American suckers—runs into an aggregate millions of
dollars.

For every dozen crooked moves made by the agate-eyed
professional, the amateur cheat will attempt blandly and bra-
zenly a hundred swindles.

1. The amateur cheat in Gin Rummy will attempt to lay off
on a meld a card that doesn’t belong in that meld, or will dis-
card two cards instead of one, or will call his count for the
scoresheet as an amount less than it actually is, or . . .

2. The amateur Poker cheat will just forget to ante up, and
then will swear earnestly that somebody else is shy.

3. The amateur cheat in Pinochle will fabricate five or ten
points on the count of the hand. Trapped in a recount—any
embarrassment? Not a bit! We’re all entitled to a certain per-
centage of error, aren’t we?

4. Finding the dealer panicky or busy, the amateur cheat
at Black Jack will call a phony count on his cards, collect his
cash, and account the feat an act of skill. Never even pinks his
conscience!

I’'m going to refer in detail under each game to the more
common methods of cheating at that game but let me try to
suggest a few general principles.

Never accuse any man, particularly a friend, of cheating. It
is highly possible that an honest player may do quite uncon-
sciously some of the things that cheaters do. You have no right,
and there is no need, to raise a hue and cry. The application
and enforcement, quietly and graciously, of the rules as I've
stated them in this book will remedy whatever’s wrong or looks
wrong. If it doesn't help, you can stop playing then and there,
quietly and graciously. No offense, no harm done, to anyone’s
sensibilities or reputation—or especially to your pocketbook.

- Rules are made to be followed—or broken revealingly—by
players. A friend told me once: “John, I play with a good
friend of mine. He never offers me the cards for the cut. I'm
afraid to insist on the cut; he may think I'm accusing him, and
I value our good relations. What shall I do?”

I asked him who was the winner between them, and he said
his friend was a few hundred dollars ahead.

“I don’t know whether your game is lousy or you’re being
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cheated,” I told him. “I've never seen you play. But this I do
know: that if you were cutting the cards you would not be
suspicious of your friend. That’s a lot worse than losing a few
dollars.”

You must decide such things for yourself. As for me, I
play by the rules—1I play no more with the old lady who peeks
at the bottom card.

CHAPTER THREE

Marked Cards

The mechanical device most widely used by cheats, be they
amateurs, semipros, or skilled professionals in any card game,
is the use of marked cards:

1. They require no manipulative skill.

2. They are sure-fire money winners.

3. They are all but totally immune from detection by the
average easygoing, relaxed, aw-the-hell-with-it card player.

(Not in one case out of a hundred would the novice know
how or where to look for markings even if he were handed the
deck and told that they were there.)

Markings on a card seldom indicate its suit. It would require
too elaborate a code to mark suits as well as values; it would
be too confusing to the cheater; so cards as a rule are marked
only as to numerical value.

The cheater using “readers” or “paper” knows the rank of
every top card coming off the deck. He can identify—as to
value—every significant card in your hand. Your chances of
winning in such a swindle, playing what amounts to an ex-
posed hand, are plainly next to zero.

Marked cards are commonplace because they are easy to
get. The catalogues of marked-card merchants are widely dis-
tributed—through the United States mails, to be sure—by sup-
pliers of crooked gambling devices; although if you tried to run
a raffle for your boys’ club Mr. Whiskers would pin your ears
back. Crooked gambling machinery’s a business too, you know.
A cheat may get his toupee knocked off informally for playing
with marked cards, but there is no law in these United States
that prohibits the marking of cards. So free enterprise, bless it,
functioning in due reaction to the law of supply and demand,
goes on grinding them out, grinding out crime and misery and
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maybe even suicide. A pack will cost you $1.50. They sell in
the thousands per week.

Though you buy the pack yourself from a retailer you know
and trust, it may be marked. On one festive occasion that I
remember every pack in Saratoga was crooked. A mob had
moved in and switched a case .of marked cards in place of a
case of cards just shipped by a big and legitimate distributor.
The marked cards were duly jobbed and retailed. No matter
where a player bought a pack of cards that week, they bore
the mob’s markings. I have been told, almost reverently, that
what happened after that was pretty impressive.

It is a common misconception that cards are marked when
printed. They aren’t. Reputable manufacturing houses would
never consent to such stuff. Nevertheless their cards are used
in crooked games—and are marked, like this:

First, the cheat buys an honest deck of standard brand.

Next, he heats the revenue stamp and removes it.

Third, he removes, also under gentle heat, the tissue wrap-
per of the pack.

Fourth, the cards are marked by hand. (Some plants have
as many as fifty girls employed just to mark cards.)

Finally, the marked cards are replaced in the tissue wrapper
which is then tidily pasted; the cards are restored to the box,
and the revenue stamp is glued back.

Markings on readers or paper are known as light work or
strong work. If a sharper has what he believes to be a smart
and alert opponent he will use light work; if he sizes the
opponent as a sucker, the strong work goes in. If the cheat is
an amateur, strong work is required; if he is a professional,
the light will do.

Light work is a finer mark. It imposes more strain on the
user. Strong work can be read generally all the way across the
table, always up to five or six feet away by anyone with nor-
mal eyesight who knows what he’s looking for. More ink is
used, that’s all.

Cards are invariably marked along opposite edges, either
horizontally or vertically, so that the cheater can read an ex-
posed edge regardless of the position of the card in the hand.

Regardless of the design of the card and regardless of the
cheating system involved, all card marking falls into one of
these five kinds of work:

Edge Work

A slight bevel or belly is drawn on the border between the
design and the edge of the card. A mark high up indicates an
ace. A mark a little lower indicates a king. And so on down.,
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Line Work

The finest possible lines are worked into the design on the
back of the card. The innocent eye can scarcely detect a differ-
ence, but the cheat knows in an instant what the card is.

Cut-out

A chemical preparation or a fine knife. removes a minute
section from the design at the significant place.

Block-out

The same thing—almost. Parts of the design are covered
with white ink or the figuration of the design is exaggerated
with ink similar to that in which the design is printed. This is
especially effective with cards that are calculated to be mark-
proof: those that have an all-over design on the back, with no
border. An example is the so-called Bee card, the back of
which is completely covered with a diamond design. Contrary
to popular belief, such cards can be marked easily and effec-
tively by making one of the diamonds smaller or larger than
the rest by blocking-out.

So much for cards whose backs bear actual marks. How
about marked cards that are not marked?

Shading

A section of the back of the card is worked over lightly with
a brush, leaving a slight coloration over the identifying part
of the design. The ink used is similar in color to the design.
Always remarkable in this kind of work is the infinitesimal
area spotted and the delicacy of the mark. Yet sharpers can
see it across the table.

Trims

This process is used on cards that do have a border between
the design and the edge. The border is trimmed—away down
on one side for low cards, say, and a little higher for the higher
ones (or the other way around). The amount of white space
between design and edge is trimmed to less than regulation
size, and the amount of the trimming signals whether the card
is high or low. Of course, the way to detect a trimmed card is
to place it over an honest one. The trim will be smaller.
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Sorts

If you want a full-time job for a rainy week-end, or a rainy
week, try making up a pack of sorts. When you’re done you
will think that sorts are so much trouble that nobody would
ever bother with them. You will be wrong. One week spent on
a pack or so of sorts will guarantee months and months of
winnings. Gamblers, many of them, consider it well worth
their while. Sorts are the only marked cards that are not ac-
tually doctored, hence they are the safest of all marked cards.
Sorting is based on the one flaw in Bee cards and others with
all-over designs. This flaw is the edge. The all-over design
does not run off the edge at precisely the same point on every
one of such cards. There are bound to be variations along the
edges: some designs will go off the edge high on the diamond
figure, others close to the bottom, others at varying points
midway between. Knowing this, the earnest cheater buys some
forty or more identical packs of these foolproof cards. Out of
the lot of them he laboriously sorts one pack which can be
read by the edges. High cards may be those whose diamond
design is sliced off high, low cards those sliced off low; or it
may be the other way around. Whatever are the markings he
decides upon, these cards are easy to read for the man who
knows they’re crooked and hard to detect for the man who
doesn’t. All you can do, if you suspect sorts, is to see whether
the edges of high cards are all high and the edges of low cards
are all low.

Cards with over-all designs can be trimmed to make fake
sorts.

How to Detect Marked Cards

To detect marked cards use the Scarne riffle. It is based on
the principle of the animated cartoon books with which you
played as a kid. Holding the book firmly in one hard, you
riffled the pages rapidly with the other thumb. And, as you did,
the figures printed on the pages seemed to move. It’s the prin-
ciple on which the motion picture is based.

Try it on any cards which you suspect may be marked by
any of the methods set forth above. Hold the cards in the left
hand. Pull back the cards with the right hand and riffle them
rapidly, keeping your eye on the back of the design. An honest
design will stand utterly still. If the cards have been marked, a
shifting of lines will appear on the backs. When this occurs,
note the exact spot where the shift took place, and compare
it with the like spot on other cards.
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Pictures

Here’s another thing you’ll have to remember. Don’t play
with cards on whose backs are pictures or designs which, when
the cards are reversed, will be upside down. A beautiful pic-
ture may delight your emotions, but upside down it may signal
“High cards!” and right side up “Low!” It seems obvious, but
Edgar Allan Poe isn't the only man who knew that the more
obvious a device is, the less likely it is to be discovered. If
nothing else, card cheats are good psychologists.

Luminous Readers

These are so called because they are marked with an ink
invisible to the naked eye and are supposed to be legible only
with special glasses or a special visor. Strictly a sucker’s item,
they are advertised by the manufacturers of crooked gambling
supplies as being the last word. When you send your $10 or
$15 you receive by express (these boys don’t use the United
States mail) a red-backed pack of cards that have been gone
over very lightly with a green pencil. A large number is made
to denote the card’s value. Along with this you get a cheap
pair of glasses with red-tinted lenses. The theory is that red
glasses will cancel out the red design and the green mark will
blaze out for you alone.

Professional cheaters wouldn’t be caught dead with such
junk. But in case you encounter some imbecile who has bought
them and is trying to get back the money he paid for them,
borrow his glasses or his visor, and look at the cards yourself.

Marking Cards During Play

Cheats are scientists. When they can’t work their pre-marked
cards into a game—which is what they would much prefer to
do—they proceed methodically to mark the cards during the
game. This is, to be sure, more dangerous than using cards
already marked, but it is not so dangerous as playing with an
honest deck.

NAILING

Pressing his thumbnail into the edge of a card, the cheater
makes a small identifying mark which can be seen from across
the table. He has to put this mark 4t precisely the same rela-
tive position on opposite edges of the card so that, no matter
how the card is held, the nailing will appear.
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WAVING

In this variety of play-as-you-go card marking the practiced
fingers of the gambler skillfully bend the card, over one finger
and under the other, leaving an identifying “wave.” The posi-
tion of the wave indicates the value of the card.

(To detect nailing or waving, square up the whole pack
and look at the edges. The markings will stand out unmis-
takably.)

DAUBING

The cheater carries in his vest or coat pocket a tube of paste
or paint similar in color to the color of ‘the design on the cards
in use. Moistening his finger with the color in the act of
reaching for a cigarette or match, he presses a tiny spot onto
the card at a significant place in the design. The daub is a
slight smudge instantly legible to the cheater. Daubing can be
detected by the naked eye on deliberate examination.

PEGGING

Another marking method gives signals to the fingers, not
the eyes. The sharper appears in the game with a thumb or
finger bandage. Generally it is the left thumb, which holds the
pack most often. Through this bandage sticks the point of a
thumbtack that has been strapped to the thumb under the
bandage. With this point the crook pricks the right cards in
the right places. In Gin Rummy he will ordinarily prick only
the low cards, aces to threes. When, as dealer, he feels a low
card on the top of the pack, he deals a second (see page 11)
to the other player, and saves the pegged card for himself. To
detect pegging run a finger over the backs of the cards. A
“peg” will feel like a mountain.

SANDING

Also requires a bandage—for a different purpose. Exposed
through the fabric is a slit of the surface of a piece of sand-
paper. A card is drawn edgewise across the sandpaper, and
the sanded edge becomes white, a glaring clean white. When
assembled with the other, dirtied, cards, this sanded card
stands out clearly enough to enable rigging the deal. Occa-
sionally, a cheat will merely paste a piece of sandpaper on his
finger instead of using the bandage technique.

Belly Strippers

The use of this device is one of the most highly prized—and
high-priced—secrets of fast-money winners. Especially useful
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in two-handed games such as Pinochle and Gin Rummy, it
cheats the sucker on his own deal, and accomplishes the
swindle by merely cutting the cards.

Once more, give all the credit to the go-geiting American
businessman. Manufacturers and distributors of marked cards
and crooked dice stock this belly-stripper deck as one of their
standard items. It sells for $2.

Suppose you want a deck out of which you can strip the
four kings. All right. The other forty-eight cards are cut down
about a thirty-second of an inch on both long sides. Then their
corners are rounded again. They look perfectly innocent, and
they are, except in conjunction with the four kings.

But these precious cards are sliced at an angle, so that they
have a very slightly protruding belly at the middle of each long
edge, and slightly narrower than the other cards on the ends.

Now assemble the deck. In the right hand, tap it upright
on the table. Then lift the right hand up and away. Behold!
The four kings’ bellies have caught against your fingers, and
you pull those cards out of the deck. Some crooked gambling
supply houses sell concave strippers.

What you do with them now depends on your game and
your move. You can deal seconds; you can shuffie them into
position to deal yourself a winner; you can deal your opponent
two kings and yourself two, and then lure him into a disastrous
round of betting. Just knowing where the kings are is all a com-
petent gambler needs to win heavily.

Antidote? Just pick up the cards, square them, and see if
any belly strippers come out of the pack. If they do, what’s
your next move? Don’t ask me! But you might try asking for
your money back.

As to marked cards I can give you only one over-all tip. To
catch “paper” cheaters in any card game, watch the guy who
has to keep his eyes glued on the back of your cards, the cards
that are being dealt, and, if it’s a Rummy game, the top card
of the stock. I like an opponent who keeps up a natural healthy
interest in the cards, but there’s a subtle line of demarcation
between a wholesome concern about what’s going on and a
concern that amounts to cannibalism. I can’t tell you at what
point an opponent’s interest goes morbid. I can suggest that,
next time his concentration seems to you unwarranted by the
current situation at the table, you start taking a scholarly inter-
est in the deck yourself.

And beware of the player who continuously, against all the
tables of probability, in defiance of your own instinct for aver-
ages, wins and wins and keeps winning. I lay this down as a
broad general dictum: that’s not luck.



CHAPTER FOUR

The Only Player You Can’t Beat

I would rather have spared you and myself the writing of
this chapter, but we’d better face the facts about playing cards
for money. And one of these facts is the cheat you never catch
at his work against you, the cheat you never escape, the really
international card sharper, that prince of good fellows—your-
self.

You'll never be a consistent winner at cards unless you learn
the little tricks you play on yourself.

You'll never win unless you devise ways of preventing your-
self from working against your own interests.

First, you must learn to shuffle a pack of cards correctly.
And acquiring a good new habit must begin with breaking an
old bad one. If you've been using the overhand shuffle, which
is the very mere matter of sliding cards in blocks of two or
three or ten from one hand to the other, mixing them grossly,
then you must give up that shuffie immediately. The cards just
can’t be mixed thoroughly that way. Groups of cards will stick
together. Try it right now. Assemble a deck in groups, then
give it an overhand shuffle, then take it apart; you find (don’t
you?) that at least one group remains as you put it together.

Cheaters—and honest, hard-driving card players too—know
this about the overhand shuffle, and take advantage of it.
Here’s how!

In the previous hand someone held four kings. The inexpert
dealer picks up the cards, leaving the king meld en bloc, and
gives the cards a single overhand shuffle, nonchalantly letting
them flop from the upper hand into the lower. The observant
opponent, watchful as a cat, notices where the kings lodge in
the reassembled pack (that’s easy enough!), and gets ready for
the kill.

The kings were near the top of the pack in the pickup.
The single overhand shuffle puts them close to the bottom.
Your opponent cuts the pack a little below its center, say two-
thirds of the way down. Now, if the game is two-handed, say,
Gin Rummy, ten cards are dealt each player alternately.

26
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Each player gets a pair of kings. The locater knows you
bave a pair. You don’t know he has one. It is quite an advan-
tage for him.

Or one of the kings is lost in the shuffie. The locater gets
only one king. But he holds it, and your chances of forming a
king meld are reduced 50 per cent.

Or you catch three of the kings and the locater gets the
fourth; he knows that by holding it he’ll be able to lay it off on
your meld.

Or the locater catches the three kings and you get the fourth.
As a rule you discard it at your first opportunity, giving your
opponent a four-card meld.

And the locater’s knowing which king you hold will always
enable him to avoid discards which would build up a sequence
meld in your hand.

There are numerous advantages, then, which you give an
opponent when you shuffle incompetently. The only defense is
the use of the riffle-shufile.

And the riffle-shuffle also is susceptible to abuse. Some
players learn the principle, but then shuffle the cards so care-
lessly that the bottom four or five cards of the pack go through
the shuffle in unchanged order. See—now, with a deck—
whether you are one of these soft-touch shuffiers. If you are,
change your habits immediately, because the locater’s accurate
knowledge of what those cards are and how they’ll fall gives
him an insuperable advantage over a long session at any game.

And—again now, with a deck—see whether you are one of
the many amatetrs who shuffie the cards at such an angle to
the horizontal that their opponents can see the cards as they
click into position. Always hold the pack close to and flat
against the table in shuffling; to correct your angle, practice
shuffling in front of a mirror. The mirror will show you every-
thing your opponent can see as you handle the cards. Pretty
revealing, isn’t it?

How to Shufile the Cards

At least 50 per cent of amateur card-fanciers make this mis-
take after a shuffle: they take the pack up into their hands to
square it before offering it for the cut.

Why, after taking such fastidious pains to conceal that bot-
tom card, must they expose it thus to a hawk-eyed opponent?
Because, make no mistake about it, the opponent will take ad
vantage of that card. He’ll know where it is after the cut. He
can cut the pack in such a way as to force it into the deal
(placing it high in the pack) or keeping it out. In either case,
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a significant percentage swings in his favor. Square the cards
flat against the table.

It must be a matter of record that I’'m a card manipulator
by trade. I know how to shuffle, and I'm going to take the lib-
erty of assuming you’d like to be taught by a professional.
Nothing fancy about it; it won’t take much time; and, while
I don’t guarantee to transform you into a magician, I think
that the next five minutes we spend together will insure you
against ever being embarrassed by shuffling badly.

First, pull about half the cards off the top of the pack with
your right hand, leaving the other half in your left, then put-
ting both halves end to end.

Second, keep your hold on the cards and riffle the halves
together by running your thumbs up the sides of the cards.
Hold the blocks firm by settling the fingers on the opposite
edge of the cards.

Third, after the cards have riffied together, loosen your hold,
and slide them into a single block. Never take the cards off
the table, either for the riffle or in the act of squaring the pack.

Fourth, get into the habit of cutting the cards just for in-
surance at least once during the shuffie by pulling out the bot-
tom half and slapping it onto the top between riffles—good
protection against locaters.

The G.1.’s used to call his the Scarne shuffle. It’s foolproof,
crookproof, and tidy as a con man’s tuxedo . . . and it’ll save
you money if you never play anything but Solitaire. It just
saves wear and tear on a pack of playing cards.

A couple of last warnings against your most insidious
enemy:

You’re not playing for paid admissions; so you don’t have
to expose yourself to kibitzers. If you can do so without awk-
wardness, try to sit with your back to a wall so as to cut down
your audience. Many a hand is betrayed to an opponent by a
spectator’s sigh or chuckle or sharp inhalation of breath or such
a fool crack as: “What a lucky pick!”

Before each game—whether Stud, Draw, Gin, Pinochle, or
any other game—do yourself the justice of counting the cards,
just to be sure the whole pack’s there and nothing is missing by
any accident.

And don’t play when you’re disturbed. Most of us are con-
vinced we play a pretty in and-out game; we tend to be
champs one day and chumps the next; and we attribute it all
to the run of the cards.

Mullarkey! Irregularity in quality of play at the amateur
level is strictly a matter of mental attitude.

When you play cards, give the game all you’ve got, or get
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out; not only is that the one way on earth to win at cards; it’s
the only way you and the rest of the players can get any fun
at all out of what ought to be fun.

You can’t play a tight hand well if your mind’s on that red-
head down the street or the horses or your boss’s ulcers or your
wife’s operation. When you don’t remember the last upcard
your opponent picked and you throw him the like-ranked card
which puts him Gin, it’s time to push back the chair and say,
“Boys, I just remembered I have a previous engagement.”

Do as the professionals do. When they make a few bad
plays in a row, they just mutter, “That’s all for today, gents”;
and they mean it. They mean today is, for certain reasons,
written off; they mean they’ll be back tomorrow, which is an-
other day.

By all means, when you’re in this kind of losing streak, don’t
let yourself get panicky. The more reckless you feel, the more
desperate is the necessity that you get away from that table at
once. An excited player, a player plunging to recoup losses, is
a player at his worst.

Learn to recognize him. That player has been and will again
be—unless you learn how to deal with him-—your own worst
enemy.

And one more thing. The player who resorts to systems is
just adding method to his madness—he is systematically insur-
ing his losses. There is no such animal as an unbeatable system.
Only the poor chump believes in one.

CHAPTER FIVE

Can Luck Beat Skill?

Whether you’d rather be lucky than skillful or skillful than
lucky or just can’t make up your mind .

You've argued from time to tlme——haven’t you?—the im-
memorial question:  “Can the more skillful player beat the
player who is luckier?”

Hundreds of earnest, honest, sincere players have asked me
that.

And there’s an earnest, honest answer.

But before I write it out let’s try: to define our terms; let’s
see what we’re talking about.
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A game of skill i. a game from which the element of chance
has been utterly eliminated. Examples are Chess, Checkers,
and four skill games which I invented myself: Teeko, Follow
the Arrow, Scarne’s Challenge, and thé game, Scarne. If you
happen to like skill games, you should like these.

In these games the skilled player will invariably win against
an unskilled opponent, and the skilled man’s winning per-
centage will be an exact reflection of the relation between his
ability and that of a less skillful opponent.

A game of chance is a game from which the element of skill
has been utterly eliminated. (Unless you assert that cheating
is a form of skill!) Games of chance number thousands. Ex-
amples are Roulette, wheels of fortune, and most of the dice
games such as Craps.

But hundreds of games played with cards—Gin Rummy,
Poker, Pinochle, Bridge, Klob; name your game, mister—com-
bine skill and chance.

Now, what’s chance? How does it work?

You’ll forgive me if I sound a little pedantic about this. But
it brings up a subject which I think should be taught along
with the three R’s in-every elementary school. If it were so
taught, gambling would be reduced from a national problem
to a sporadic eccentricity, and gambling houses would close.
With a very few very dangerous exceptions, the average edu-
cated citizen has no knowledge of the subject and no interest
in it, and this high-mindedness costs average educated citizens
of the United States many millions of dollars a year.

I'm talking about a branch of mathematics called the theory
of probability. It is called by gamblers—erroneously—the law
of averages.

As far as we’re concerned, the theory of probability affords
a method of calculating what can be expected to happen in a
situation in which some of the factors are not at hand or, being
at hand, are too complex to be easily broken down, assimilated,
and used.

When you double the insurance on your car you are both
gambhing and making use of the theory of probability. The
whole gigantic life-insurance business is based on the actuarial
mortality tables, which are just a list of probabilities. Any bus:
nessman drafting a budget or schedule or sales program 1s
applying a theory of probabilities.

The theory holds rigorously true for all card games. Bach
player, the theory goes, will in the long run be dealt an ap-
proximately equal number of good and bad cards, good and
bad hands.

“Mullarkey, Scarne,” you say, “there are times when for
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hours on end I can’t get a decent hand dealt me; and even
when I draw a fairish hand I can’t improve it by drawing cards
toit.”

You're right. But it’s not “mullarkey, Scarne”; it’s the theory
of probability. Like dice or coins, cards don’t and mustn’t be
expected to behave exactly according to the probabilities. But
they’ll come awfully close.

Toss a coin. It may fall heads up ten times in a row. Then
it may fall tails up ten times in a row. And there are gamblers
who, after heads have been turned on several successive tosses,
will bet heavily that it will be tails up next. They think the
odds, the probabilities, favor tails. Likewise most card players
operate on the belief that, after they have been dealt four or
five successive bad hands, the probabilities abruptly shift to
favor their being dealt a good hand. Thereupon they raise the
stakes from 1¢ to 2¢ or from $1 to $2 on the pext hand, and
are shocked and saddened when they lose.

This notion, that luck has a cumulative tendency to change,
is known academically as the doctrine of the maturity of
chances. Mathematicians have for years referred to it as “the
gambler’s fallacy.” But gamblers—many of them brilliantly
educated persons—go right on believing in it and losing their
money on it.

The theory of probability is not that a player will be dealt a
run of good hands after a run of bad hands. It is that in the
long run the cards will be just as good as anybody else’s, which
is something very different.

“Very well, then,” I think you may be saying, “my opponent
can indeed be luckier than I am, hand for hand, game for
game, night in and night out. Now what?”

You have raised the question: “What is luck?”

Well, my dictionary defines luck as “that which happens to
a person as if by chance; a person’s apparent tendency to be
fortunate or unfortunate.”

The key word in that formula is “apparent.”

Any card player who really can believe that an opponent is
Iuckier than he just ought to give up the game. He belongs in
gypsy shoppes, getting his tea leaves read.

When your Gin Rummy opponent goes down four times in
a row, with perhaps only one or two picks, you appear to
yourself—appear-—the unluckiest guy in the world, and as far
as you're concerned that closes the subject.

As a matter of fact it is just the threshold of the subject, for
the odds have been, are, and will remain exactly. even that you
will be dealt a hand as good as_or better than your opponent’s!
Over a number of deals sufficient to let the probabilities get
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their teeth into the statistics, say 10,000 or 100,000 deals, the
distribution of the cards will be just about exactly even.

It’s true in theory; it’s true in the practice of many experi-
menters; and it’s the truth on which gambling-house operators
grow rich, since their income is based on the inexorable cer-
tainty that the percentages never fail over the long run.

I've seen a rank novice in five games in a row beat a man
whom I consider to be one of the ten best Gin players in the
country. That was chance, luck, a momentary aberration in
the probabilities. They are inevitable in any gambling game.
If it weren’t for them—and the long-odds winnings they make
possible—gambling would be barren of what makes it gam-
bling. Certainly luck operates, to this limited extent, within
the theory of probability. All that the theory guarantees is that
ultimately each player will have been dealt an approximately
equal number of opportunities to win, an approximately equal
number of good, bad, and indifferent hands.

Two players, equally skilled, playing Gin Rummy or Poker
or Pinochle every night for a year will probably have won
and lost an approximately equal number of games.

So much for probability. So much for luck.

You understand me now.

In any game involving skill to any appreciable extent, the
more skilled player will outdistance the less skilled in games
won, over a long period.

The more pronournced his advantage in skill, the shorter the
period required in which the difference will show on the
scoresheet.

In the long run, then, the element of chance is canceled out,
leveled off, reduced to zero.

I’'m not going to try calculating the exact percentage of in-
fluence exerted by chance and by skill in any single card game
situation, because:

1. Just for instance, there are 15,820,024,220 possible
hands in Gim Rummy alone.

2. No two players will play the same kind of game con-
sistently, and the variations in the way a man uses the cards
he catches are the crucial variations.

But I can assure you of these things:

In any two-handed game—be it Stud or Draw Poker, Pi-
nochle, Klob, or name your poison—which combines chance
and skill, the more skillful player will win in the long run.

Skill is a more powerful factor in Gin Rummy than in the
Rummy games involving more than two players, because:

1. The Gin player has only one opponent to study.

2. He gets more picks off the discard pile and the stock.






Part Two

CHAPTER SIX

W bat Is Gin Rummy?

During his visit to the United States in the spring of 1946,
Winston Churchill, who has made more history and made more
sense than any other man of his generation, veered away from
the text of an austere speech at the Waldorf Astoria to talk
about cards. He had just been introduced, said the leader of
His Majesty’s loyal opposition, to “that fascinating game of
yours, Gin Rummy.” He was a connoisseur of gin and of rum,
he added; but hanged if he could detect in the game any traces
of either.

“Why,” he inquired, “do you people call it Gin Rummy?”

It’s a habit of Winston Churchill’s. He was making history.
He was making sense. It’s a good question. It has been asked a
million times; it has never been accurately answered; and Gin
Rummy has arrived at an estate warranting the dignity of
honest research.

There has been preserved in the folklore of cards a weird.
legend that Gin Rummy and its whole fabulous family are of
Spanish origin.

Let’s see about that.

Albert Morehead in The Modern Hoyle says of Rum or
Rummy that it is derived from a Spanish game called Con
Quien—with a question mark after it as is the English usage
but not before it as is the Spanish—and that the name was
corrupted in English-speaking countries to Coon Can but was
christened Rum by the English because they thought it odd.
In his Complete Gin Rummy Walter L. Richards says that the
game, being of Spanish origin, was taken to Mexico, where it
was named Congquian (this, you are soberly assured, means
with whom); and early in the twentieth century it was ex-
ported to England, where the name became spelled and pro-
nounced Coon Can.

“Coon Can,” Mr. Richards says, “made its first appearance

34
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in the United States in Texas, having been brought over the
border from Mexico.”

It doesn’t make sense.

Who brought the game to Mexico? When? Where from?
When was it named Conquian? If the game was taken to En-
gland in the early 1900’s, how long did it take the slow attrition
of spoken language to wear it down to Coon Can? But these
questions are not crucial. This is: that it was Coon Can that
crossed the border from Mexico into Texas.

Come, detectives, they didn’t play Coon Can in Mexico;
they played Con Quien or Conquian. To consent to Mr. Rich-
ards’ account it is necessary to assume a cultural phenomenon
without a parallel. It is necessary to assume that the Mexicans
sent a game of their own with a name of their own abroad,
got bagk and welcomed an alien version of it with an alien
name, blithely abandoned their own name for it and uni-
versally adopted an unnatural parody of it, and proceeded to
propagate the parody into the United. States. Folkways aren’t
like that.

Yet the legend persists, even when the experts don't par-
ticularize as disastrously as Richards: Hoyle’s Games, auto-
graph edition, 1940, calls the game Conquian or With Whom
or Coon Can, and says that the game is played with a Spanish
pack of forty cards; Albert Ostrow in The Complete Card
Player sa,s of Coon Can (originally, oh you may be sure,
called Conquian): “This is probably the ancestor of all
Rummy games. It is Spanish in origin, and is said to have a
history dating back at least 400 years.” * And whence, then,
the legend? Well, it turned up earliest, I think, in the late R. F.
Foster’'s Complete Hoyle of 1914:

The etymology of the game is the Spanish Con Quien
(With Whom?) but of the game it stands for, little or
nothing is known except that it is a great favorite in Mex-
ico and the Southern States bordering Mexico.

Let’s not hold Foster responsible for the later masters’ varia-
tions on his theme. But let’s face the historical fact. If he had
taken the trouble, as every philosopher should, to back-track
his subject to its prime sources, he should have found Coon
Can being played throughout the South. And if he had read
the 1900 edition of The American Hoyle he would have dis-
covered detailed rules for the game Coon Can—and not a
blessed word about Con Quien or Spain. And if any of these
persons had bothered to reason from the evidence, I think
they should have had to see that the "American game of Coon

* Said by whom? Herewith I challenge Ostrow to prove all or any
part of that statement.
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Can was created in the American South under an American
name, that it filtered across the border into Mexico, and that
there it became Con Quien for the blunt homely reason that
that’s the Mexican vowel sounds’ closest phonetic approxima-
tion of the name.

As for the game’s being Spanish because played with a deck
of forty cards, rubbish! Up to seventy-five years go many a
game was played in the United States with decks of various
sizes. The fifty-two-card pack, today’s generic pack of cards,
was no standard at all. The 1875 edition of The American
Hoyle enumerates rules for many games played with less than
forty cards: Piquet, Escarte, and Euchre (thirty-two cards)
and French Euchre (less than thirty-two cards), and for at
least one played with more than fifty-two, Bezique. The
Bezique is credited in the 1864 American Hoyle to a Swedish
schoolmaster named Gustav Flaher, who presented the game
under the name Flahernuble to Charles I of Sweden as an
entry in a contest. It spread, turned up with certain sea changes
in Germany as Binochle, or Penuchle, and appeared at last in
the United States as an American- adaptation of a French
adaptation of the Swedish-German game which is now called
Pinochle. It was played with two or three Euchre decks—
sixty-four or ninety-six cards—and the point of this inquiry is
that to attribute a Spanish origin to a game because of the
number of cards in the involved deck is questionable, to say
the least.

Let me try to reconstruct the crime. The first mistake must
have been made by some uncritical writer who heard of a game
they were playing down around the Rio Grande, took a bad
guess and attributed it to the Mexicans, and added another
bad guess to that and tracked it to Spain, all without getting
up from his swivel chair. In sober print such stuff is probably
supposed to have the look of formidable scholarship. Other
scholars either took the first unspoiled error into their systems
intact or magnified it and then incorporated it.

As a matter of fact the only place on earth where the game
is generally played and generally understood is the place where
it was born—Dixie. That it has turned up in Mexico is because
it has followed the American Negro wherever he goes.

That’s for Coon Can—and let me tell you now that Coon
Can, for all its relative antiquity, was not the first game to set
the pattern for Gin Rummy.

I have checked back about as far as I think a man can on
the present family of Rummy games. And now, leaving myself
one line of escape: the acknowledged probability that in some
other country there may be obscure records of some game with
some semblance to our Rummy games; after all, the basic
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principles of card games are limited, and were explored before
America existed~—and now I'll go on record with the flat state-
ment that the origin of the Rummy games was Poker, Whiskey
Poker, a peculiarly American variant of that game. (Poker is
an adaptation of the ancient Persian game, As.)

Here’s the tenth (1864) edition of The American Hoyle,
whose preface page carries the year 1875, on how to play
Whiskey Poker:

Five cards are dealt to each player, one at a time, and
an extra hand is dealt on the table, called “the widow.”

The eldest hand then examines his cards and decides
he has a strong hand; he passes. If not, he may take the
widow. Each player in rotation has a chance to take the
widow.

When a player takes the widow, he must place his dis-
carded hand face up on the table.

And now comes the crucial detail of the play that is re-
sponsible for all Rummy games. The discarded hand is face up
in the center of the table. And Hoyle goes on:

The next player to the left (i.e., from the player who
took the widow) selects from it (i.e., the discarded hand)
that card which suits him best in making up his hand; and
so on around the board, each player discarding a card
and picking up another one until someone is satisfied,
which he signifies by knocking on the table. If any player
knocks before the widow is taken, the widow is turned
face up, and each, from him who knocks, has but one
draw,

That is the origin of our Rummy games.
Why called Whiskey Poker? Says the 1880 American
Hoyle:

The game is often played for refreshments.

Most card playing and gambling circa 1864 was in saloons,
and it was inevitable that this variety of Poker in which the
drinks were the prize should bear the name of the drinks.
Hundreds of variations followed, and slowly Gin Rummy
began to evolve. Here, for example, are the rules for Rum
Poker:

Each player was dealt ten cards, and each player drew cards
until he had fifteen points or less in his hand. He could then
lay down his entire hand, showing the combinations he could
meld and counting the pips of the cards that didn’t connect
with anything. Thus a player held three kings and a run of
four cards in sequence, his odd cards being a six, three, and
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deuce of sundry suits. The deadwood (unmatched cards)
counted eleven. All other players laid down their hands now,
and the winner collected the difference between his deadwood
total and theirs. Sometimes, of course, another player’s dead-
wood was a point or so below the claimant’s. The other player
got paid.

That’s coming pretty close to Rummy. But in the early
1900’s along came a third barfly variety of Poker, Gin Poker,
and now look at these rules:

A standard pack of fifty-two cards was used. The game was
for two players. Game was 100 points. Each player was dealt
ten cards, one to each alternately. The twenty-first card was
turned face up. Each player could pick off the top card of the
discard pile or take a card off the top of the stock, then dis-
card a card. The object of the game was to get sequences of
three or more in a suit or three or four of a kind. As soon as
deadwood (unmatched cards) totaled ten or less the player
could call for a showdown, and had to announce the amount
of his deadwood and show his hand, laying the combinations
aside. If an opponent had less deadwood than the caller (the
present game’s “knocker”), he and not the caller got paid.
Not only that—he got a 10-point penalty from the caller.

Why was the name of the game (obviously the game of
Rummy) changed from Poker to Rummy? Why, by the time
it developed along in the first years of this century the Poker
family had more variations than any other family of games.
Here are just a few, a very few, of the games that bore the
name Poker at that period: Draw Poker, Stud Poker, Freeze-
out, Gin Poker, Jackpot, Rum Poker, Whiskey Poker, Tigers,
Table Stakes, Deuces Wild, Blazer, Bluff, Double Up, Mistigris,
and Patience Poker. That’s what I said: Patience Poker. You’ve
played it often, probably within the last week, always with
yourself. More than 100 games of the Patience family are
played today. It’s Solitaire too, as you’ll see if you’ll re-ex-
amine its basic structure and principles.

Card games are tribes that break off from the main body and
drift away into a separate existence of their own, devising their
own laws, bearing new generations, hammering out their own
morals and language and atmosphere. Rum Poker, in the
course of its pilgrimage up through the strata of society, must
first have dropped its tawdry family name; and then, I suppose,
people fell to calling it by the affectionate diminutive Rummy
so as to make it clear that they weren’t talking al ut—or
playing sweatily for—vulgar booze. And so it bore its young,
and it gave them its name, and they prospered, every one. But
none has prospered like the variation called Gin Rummy. The
essential difference between straight Rummy and Gin is the
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scoring. And the chief difference in scoring is in the boxes—
separate bonuses for each hand won besides the bonuses com-
mon to both types (for winning the game, for going Rummy
or Gin, etc.). The shutout or schneider bonus is also a factor,
but the box bonus is by far the major factor affecting the play.

CHAPTER SEVEN

The Experts Make a Mess of Things

Rummy is played by more people in more ways than any
other game.

I’'ve seen thousands of games of Rummy played in the
armed forces and by civilians, and not more than half a dozen
times have I seen any one game played under like rules.

Why the inconsistency? Why is the Southern game radically
different from the Southwestern? Why do Midwesterners play
a game just barely comprehensible to a boy from Brooklyn?

Mainly because, like all other card games, Rummy games
have had to live their awkward age, to stand their trial, pending
the establishment of a standard practice and standard laws
universally acceptable.

Some of Rummy’s manifest flaws have been eliminated, as
have every game’s, by the players themselves over the years.
Others have been combed out by the experts who have thought
and written about the case.

Good men, these experts—but often, in doing away with
one flaw, they have introduced others more harmful without
knowing they were doing it.

In my opinion there's only one practical way to evolve a set
of rules for a game, and that’s the hard way: playing hundreds
and hundreds of games, identifying the bugs as they come up
and rewriting the law to account for them, and ascertaining
from the best players alive why they use a specific rule or scor-
ing method. A legislator for card games must be an expert on
all the rules of all the previous games of the involved family,
know what games have stood up through the decades and
centuries, and know also every single one of the cheating de-
vices used by sharpers in these games. (Rules must be devised
to minimize the possibility of subterfuge and must be made
utterly inflexible, though the average player may never under-
stand why he has to do certain things the way he does.)



40 SCARNE ON CARDS

Here’s an exampie of what I mean about laws. The Inter-
national Contract Bridge Laws published by the United States
Playing Card Company dictate the following procedure for the
shuffle, the cut, and the deal:

THE SHUFFLE. Player on dealer’s left shuffles the pack
for the first deal. During the deal, dealer’s partner shuffles
the other pack, and places it face down at his right. It re-
mains there until the next dealer takes it for his deal.

THE cUT. Dealer presents the pack to the player on his
right, who cuts toward the dealer. Dealer completes the
cutet

That rule has done more harm to Bridge than it is possible
to estimate. I'll tell you why, and I may have to call your at-
tention momentarily to the fact that I have some reputation as
a card manipulator. Bridge is a game of partners. And in no
card game in the world except Bridge does a partner shuffle a
pack and then—with the kind assistance of his right-hand
opponent—pass the pack to his partner for the cut. True—one
of the opponents deals the cards after this pious collaboration,
but that does not alter the position of the cards in the deck or
the mechanics of what actually happens. Perhaps the experts,
who are honorable men, all honorable men, never gave it a
thought, but rest assured that the cheaters have, and I can tell
you that they have been putting their thoughtfulness to profit-
able use.

One of the cheaters stacks the cards so that he or his partner
will get a good hand-—it is a simple manipulation; a couple of
high cards per hand above average is a colossal advantage to
a skilled player—and then he puts a crimp in the deck which
indicates where he wants his partner to cut. After the cards
have been cut at the right level, one of the opponents deals
the cards: a perfect setup, a million-dollar setup!

I think that experts on any game should know all there is to
know about cheating at that game and should assume from
the beginning that people are going to play it for money, big
money. If they don’t write the rules with the crooks in mind,
‘then they make the game a sucker for cheaters, and they kill
the game.

Look at what Ely Culbertson says in his Culbertson System
of Playing Gin Rummy (David McKay Company, 1942,
Pages 52-53):

¢ Some Bridge books lay down the rule that the dealer has the right
to shuffie the cards before they are cut. I should suggest this slight
change in the Bridge laws: The dealer MUST shuffle the cards before
they are cut.
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The official Gin Rummy laws do not require that the
cards be cut before they are dealt.

And then:

Many people consider it a waste of time to cut the
cards.

As a criticism of one of the practices of a pastime, this seems
to me eccentric, but that’s not the point; the point is that Mr.
Culbertson seems not to think that anybody could or would
cheat at Gin Rummy. And of all games Gin Rummy is the
easiest at which to cheat—especially without a cut, it is ludi-
crously simple for any fair-to-middlin’ card sharper, of whom
there is an abundance on this earth.

It is my sober and reasoned advice that—no matter what
the official rules don’t require—you not only cut the cards but
use the Scarne cut (described on page 16) and that if the
hunch seizes you, then you also shuffle the cards for the dealer.
I’ve made it mandatory in my rules to fan the stock in a certain
way to prevent any two cards from being picked up and seen
at any one turn. The player may say he’s sorry and he may
even be sorry, but that common error gives him a tremendous
advantage in the play. It can happen too with my fan spread,
but it will happen less often; and the rules will cover the
infraction.

I have also set up certain rules to prevent a variety of cheat-
ing which is not only countenanced but encouraged by other
card experts. I denounce—and so do other competent players
who understand the principles of the game—the following rule:

A player knocking and able to meld all his cards an-
nounces Gin and is credited with a 20-point bonus, plus
the count of the unmatched cards of his opponent. Only
the player knocking may receive the Gin bonus. The
opponent may lay off on Gin.

This doctrine is endorsed by Culbertson, Ostrow, Morehead,
and Richards, and the law is described in Complete Gin
Rummy as having been accepted by the national laws commis-
sion of the American Contract Bridge League. But no expert I
bave ever encountered, and certainly no gambler with the
gambler’s unbiased comprehension of the theory of his game,
will play in a game which permits a player to lay off cards, to
slough off indebtedness, on an enterprising opponent’s Gin
Rummy.

The case against this safe, cheap, bumbling way of getting
rid of cards is twofold:

]
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1. “If you eliminate a player’s fear of being caught with a
card or group of cards by a Gin-going opponent,” said a gam-
bler, “you eliminate the thrill of the game.”

2. “What'’s the use of taking the risk of going Gin,” an ex-
pert inquired; “if your opponent can toss away the cards you'’ve
gambled—successfully—to catch him with?”

. Laying off cards after an opponent has gone Rummy is
barred in straight, knock, and all other Rummy games. To
permit it in Gin Rummy is to corrupt the game.

Here are two other changes on which I am going to have to
insist.

1. The expression “undercut” as used by the experts and
imposed on the players of the game gripes me. It is a verb
supposed to indicate that a player has in his hand fewer points
than the knocker. But in the first place it is an inexpressive
word, a bad tool for the job. And in the second place it is
already committed to another use in cards. As every gambler
knows, the word undercut means to cut a group of cards from
the bottom of the deck and place them on the top of the deck
preparatory to the deal.

Gamblers I know use for the Gin Rummy situation the
word “klobbed”; and if you're familiar with the game Kala-
brias you understand this to mean that the person who knocked
has in turn gotten his lumps. (The parallel Klob situation: the
player who took the bid made the same points as or fewer
points than his opponent, and thus lost the hand.) But even
that vigorous idiom is not quite appropriate to Gin Rummy;
and so I'm going to dig into the language of the game itself
and devise a new term. I’'m going to call an undercut an “un-
derknock.”

2. Gamblers have already amended de facto the old ruie
that the winner of the previous hand deals the current hand.
I'm going to change it de jure. My ruling, like the common
practice, is that the loser deals.

This change is largely precautionary. A player skilled in
manipulating cards is given entirely too much latitude by the
old rule. He wins by means of a crooked deal; he gets the pack
again for another crooked deal; he wins again; he deals again;
he wins . . . it’s a little too vicious. The law that the loser
shall deal harms no honest man and does safeguard the inno-
cent.

Over the last couple of years most thoughtful Gin players
have altered another rule. I wholeheartedly endorse and sub-
scribe to the change. Instead of dealing ten cards to each of
the two players and turning the twenty-first card up on- the
table as the first upcard, they deal ten cards to the dealer and
eleven to the nondealer, and there is no upcard; the rest of
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the pack is squared in the middle of the table as the stock, and
the game’s first play is a discard by the nondealer.

I think my reasoning will be lucid enough: except in games
requiring that a card be faced to establish trumps or indicate
the nature of subsequent play, no card should be on the dis-
card pile unless it has been discarded by the deliberate choice
of a contestant, not as a matter of blind chance. This rule
might well be ‘absorbed into the statutes of other Rummy
games, but I'm in no position to insist on it except in the case
of Gin, where it is downright crucial to the balance and health
of the game.

The question of who profits by the location of the deal has
always bought an argument. It will buy a bigger one now,
with the nofidealer getting eleven cards against the dealer’s
ten. Two questions will be raised:

1. Isn’t there a measurable mathematical advantage in not
having to deal, especially under this rule?

2. Doesn’t his eleven-card dole actually increase the non-
dealer’s prospects of winning?

Let’s take the last question first. Whether the nondealer gets
eleven cards in his hand or ten with the right to pick the first
upcard makes absolutely no difference to his chances of win-
ning the game. They are the same eleven cards. If in his hand
they enable him to knock or go Gin, they would do the same
parceled out ten to him and one on the board.

The ten-and-eleven deal doesn’t present the nondealer with
any advantages, fair or unfair. But it does prevent his bemo
put to severe disadvantages.

Let’s set up a case in which a nondealer gets ten cards and
picks the upcard. Now . . .

1. His opponent, the dealer, knows and will remember what
that card was, and can-and will hold up any cards that might
form or extend the indicated meld.

2. Or the opponent may hold back a card to lay off on that
meld if it materializes.

3. Meanwhile the nondealer must now make his first dis-
card without any idea whatever of the dealer’s holdings. That
discard is the most difficult play in Gin, and in this circum-
stance it is utterly blind. (The ten-and-eleven-deal balances
the chances for both players.)

4. After the nondealer has discarded, the dealer may either
take the discard or pick from the stock.

The evidence persuades me that the game’s practicing realists
have developed a genume improvement with the ten-and-
eleven deal, and it is herewith mcorporated in our jurispru-
dence.
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One more thing about theory before we get down to serious
legislation:

The bonus problem pops into my head every time I see a
game of Gin Rummy. Some experts, you know, advocate a
20-point bonus for Gin and for an underknock, ‘'while others
give the two different values, namely 25 points for Gin and
15 points as an underknock bonus.

It seems to me a little chaotic.

It’s obvious—see if it isn’t—that it is harder to go Gin than
_ it is to score an underknock. Whenever a good reckless player
competes with a good cautious player, many more under-
knocks are scored than Gins.

I’'ve decided, after talking the point over with some of my
$1,000-a-game gambler friends, that to maintain €équal bonuses
for Gin and the underknock would subtly but very thoroughly
alter the whole structure of the game.

If you penalize a player 20 points for being underknocked,
you effectively compel that player to wait until he has much
less than 10 points in his hand before hazarding a knock.

Do you understand what that does to Gin Rummy? Gin is
a great game, Gin is Gin, because of the knock feature. Mini-
mize the knock, drive it out of the common play, and you have
reduced Gin to straight Rummy.

I have another good reason for allowing only 10 points for
an underknock. That is the fact that Gin Rummy is an adap-
tation of Gin Poker. And in that game for over thirty-five
years the underknock penalty, established by trial and error,
has been kept at 10 points. To change now, at the whim of
rule makers, the value of the game’s currency seems tc me a
disastrous kind of experimentation.

CHAPTER EIGHT

Rules for Gin Rummy

I. Requirements

1. Gin Rummy is strictly a two-handed game.

A. Only two persons may play against each other at a
time.

B. Although the game may involve three, four, or more
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players, only two of these may be in play against each
other simultaneously.

2. A standard pack of fifty-two playing cards is used: from
ace to king in the four suits. The ace is the lowest-ranking
card, having a value of 1; the king, queen, and jack are valued
at 10 points each. All other cards have their numerical face
value. The suits have no value.

II. Object of the Game

1. The object of the game is to form matched sets, called
lays or melds, the deduction of which from the hand will bring
the value of the unmatched cards to a toral (called a count)
of ten or less, at which point the player may knock; * or to
meld or lay all the ten cards in matched sets, which is called
Gin.

A. A matched. set may be either a sequence of three or
more cards in the same suit—for example, the 5, 6,
and 7 of hearts (it is possible to meld the ten cards in
a single sequence)—or three or four of a kind; for
example, the king of diamonds, king of clubs, and king
of spades.

III. Selecting Dealer and Starting Position

1. By mutual consent either player may shuffle the deck of
cards.

A. Each player cuts a group of cards from the deck.
Player cutting the low facing card deals. In case of tie
players cut again.

B. If players want to cut for seat position, player cutting
high card takes his choice of seat.

c. The loser of a hand deals the next hand.

IV. The Shuffle and Cut

1. Dealer shuffles the deck. Opponent may call for a shufile
at any time he likes prior to the cut, though dealer retains the
privilege of shuffling last.

2. Dealer must offer the deck to opponent for cut. If oppo-
nent refuses to cut, dealer must cut his own cards before
starting the deal. When cutting, at least five cards must be in
each cut portion of deck.

® To knock is nothing more esoteric than to rap on the table with
the knuckles.
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V.  The Deal

1. Dealer deals the opponent eleven cards and himself ten
cards, one at a time, alternately, the opponent being dealt the
first card off the top of the deck and so on down until the
opponent gets the last or twenty-first card.

2. The remainder of the deck, called the stock, is placed on
the table and is fanned by the dealer.

V1. The Play

1. The nondealer begins the play by discarding one of his
eleven cards. That card is called the- upcard. It is now the
dealer’s turn to play, and he may elect to pick the upcard or
to take the top card of the stock. After making his play the
dealer must discard one card. Play continues with each player
in turn having the option either of picking his opponent’s dis-
card (upcard) or drawing the top card from the stock. After
a player has picked the upcard or the top card of the stock
and has discarded, his turn of play is completed, and he must
wait for the completion of his opponent’s play before he can
make his next play. The rules in play apply alike to dealer
and nondealer, and the play continues thus alternately until a
decision or no-game has been attained.

2. If a player has Gin—i.e., if he can meld all ten of his
cards—he turns his discard face down on the table, and an-
nounces: “Gin!” Then he places all his melds, separate from
each other, face up on the table. The opponent then must face
all his melds separately on the table, placing his unmatched
cards face up to one side.

He then counts the total of his unmatched cards.

3. If a player wants to knock, he turns his discard face
down on the table and announces: “Knock!” or “Down!” He
places his melds face up on the table separate from each other,
and places his unmatched cards face up to one side. Then he
adds the numerical values of the unmatched cards, and an-
nounces the count.

VII. When a Player May Knock

When a player holds enough melds to bring the total value
of his unmatched cards down to 10 or less he may either
knock or, as he elects, continue playing. Should he decide to
knock he must first put his discard face down on the discard
pile and announce his knock as described above, meld his
combinations, and set aside his unmatched cards. After he has
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announced his count his opponent must then expose his hand,
and is permitted to discard in any of the following ways:

A. He may place on the table, separate from each other,
any melds he holds.

B. He may lay off any cards which can be added to the
knocker’s melds.

C. He now places on the knocker’s unmatched cards an
equal value of his own unmatched cards.

D. The knocker now gets credit for the value of un-
matched cards still in the possession of his opponent.

This is called a Box or Line. It is the score of that hand.

VIII. The Underknock

1. Should the opponent have a total of unmatched cards
less than the knocker’s total or count after melding and laying
off cards, the opponent wins the box, and is credited, moreover,
with the difference ih points between the knocker’s hand and
his own hand, plus a bonus of 10 * points for scoring an under-
knock.

2. If the knocker and opponent are tied in unmatched cards,
the opponent wins the hand and scores a bonus of 10 * points.

IX. To Go Gin

If a knocker lays down his ten cards in melds he has gone
Gin. In this event his opponent may put down only his own
melds, and is not allowed to lay off cards on the knocker’s
melds. The Gin knocker gets credit for all his opponent’s un-
matched cards plus a 20*-point bonus.

X. No Game

1. Should the hand be played down to the fiftieth card,
leaving two cards face down in the stock, the player whose
turn it is to draw may pick up the last discard and knock or go
Gin, but he cannot pick up either of the last two down cards.
Should he fail to knock or go Gin with the upturned card the
deal is considered at an end, and a No Game is declared.
Neither player receives any credits.

2. In either of the following instances the game in play auto-
matically becomes void, regardless of what the scores may be,
the moment the discovery is made (though all previous com-
pleted games stand and are valid) :

8 See next page for netes on variations in scoring, XII and XIIL
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A. If the deck is found to have less than fifty-two cards.
B. If the deck is found to have more than fifty-two cards.

XI. End of Game

The game ends when one of the players scores 100 points or
more.

XII. The Scoring

A. Winnper of the game scores the difference between the
two totals.

B. An extra 20 points is added to each player’s score for
each box won. :

C. Winner of the game gets a game bonus of 100 points
for winning.

p. Variations in Bonus Scoring. Many players use other
values for scoring bonuses. A common variant is to
allow 25 points for everything (except game)—boxes,
Gins, underknocks. I think that’s wrong. It's simple,
no doubt, but obviously it distorts the balance of the
game to reward an underknock as much as Gin. An-
other common variation is to allow 25 for boxes, 25
for Gin, and 20 for underknock. This is a little more
reasonable, but for the reason previously mentioned I
don’t favor it. The discussions later on covering strat-
egy are based on the scoring I do favor; namely, 10
for underknock, 20 for Gin, 20 for boxes.

XIII. Shutout, Skunked, Schneidered, Blitzed

1. Should a player score 100 points or more before his op-
ponent scores any points at all, winner gets the 100-point game
bonus plus a 100-point shutout bonus—plus all other credits.

2. Variations in Scoring. A very popular variation is to
double everything for a shutout—point total, box bonuses,
game bonus. It’s popular because it's exciting, specially thrill-
ing to get that big jackpot when you schneider your opponent.
But of course it does throw the game off balance. A whole
evening’s play may be decided by one lucky shutout game. If
you don’t mind that sort of thing, go ahead and use this
hopped-up scoring system.

X1V. The Score Sheet

The score is added cumulatively. Scores of each successive
deal are added to the last previous total and brought down to

s
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a new total. This makes known to both players at all times
what the total score is and how far each is from game.

XV. Unit Scoring

This is a streamlined method of scoring. At the completion
of a game and before the final tally the right-hand digit of each
entry on the score sheet is canceled off.

Thus, you have won a game with the following credits:

22 points’ difference in scores.

60 points for boxes.*

100 points for game.

It adds up to 182 points, but in unit scoring you give your-
self:

2 points for difference in scores.

6 points for boxes.

10 points for game.

It adds up to 18 points. Some players like this method be-
cause it’s fast and easy.

XVI. Misdeals

A misdeal is declared, and the dealer of the hand immedi-
ately starts a new deal, whenever any of the following im-
proprieties are discovered (there are no penalties for the dealer
or the responsible player) :

A. If a card is turned over during the deal.

B. If either player or both players have been dealt an in-
correct number of cards.

C. If, during the play of the hand, either player or both
players are found to be holding an incorrect number of
cards.

D. If a player deals out of turn and the error is discovered
before a play has been completed.

E. If a player looks at an opponent’s card or cards during
the deal.

F. If a card is found face up in the stock either during the
deal or during the play.

B XVII. Discards

1. A card is not discarded until it has been placed on top
of the discard pile. Once it touches the discard pile it completes
a play and cannot be recaptured by the player.

* Note that the box points total almost three times the difference in
score. How this factor affects the play will be discussed later.
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2. When a knock or Gin is announced the discarded card
must be placed face down on top of the discard pile. But if the
player accidentally discards the wrong card when knocking or
going Gin, that card may be retrieved and the error corrected
without penalty.

3. A player cannot touch or pick a card either from the
stock or from the discard pile until his opponent has discarded
and completed his play.

4. A player cannot discard a card before taking his pick.

5. A player cannot discard the upcard he just picked until
his next turn of play.

6. Once a player touches an upcard in his turn of play he is
compelled to take that card.

7. If at the start of play a player should refuse the first dis-
card (the upcard) by stating his decision verbally, he cannot
then decide to take it. His refusal to accept it is his final deci-
sion on that card.

8. If at the start of the play the nondealer should take the
top card of the stock without granting the dealer a chance to
take or refuse the upcard, then that play stands; but in his own
turn of play the dealer may now take either one of the two
discards or take the top card of the stock.

9. No player is permitted to spread the discards to see what
cards have been played.

XVIII. Picking from the Stock Pile

1. Once a player has taken the top card of the stock in his
correct turn of play he cannot replace it and decide to take the
upcard instead. And this ruling holds even though the player
may not have looked at the card.

2. If a player inadvertently picks off the stock two cards
instead of one, or inadvertently sees the face of the card below
the one he has just taken, or his opponent has reason to be-
lieve that he has seen it, then his opponent may, if he likes, ask
to see the face of the card the player has just drawn. If this
demand is made the player must comply.

3. If a player plays out of turn, taking the top card of the
stock for the second pick in a row, then he must discard the
last card picked, and his opponent may now pick either of the
two top discards or the top card of the stock.

XIX. False Knocks and Sundry Errors

1. A player who inadvertently knocks with a count of more
than 10 points in unmatched cards must place his entire hand
face up on the table and continue to play it thus exposed.
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2. If while holding a Gin hand a player fails to knock and
his opponent thereupon knocks with 10 points or less, the
player does not get credit for a Gin hand, but instead gets credit
only for an underknock. - ,

3. Once a player has laid down his hand and announced
his total and it is entered on the score sheet, he cannot call for
rectification of some mistake he has made. An opponent is not
required to inform a player that he has committed an error or
failed to lay off a card or failed to meld his holding to his best
advantage, nor is he required to notify a player that he is
calling an incorrect count to his disadvantage.

4. In melding, a player may rearrange his melds in any way
he likes, but not

A. If the final count has been entered on the score sheet or
B. If an opponent has laid off one or more cards on the
player’s melds as first arranged.

XX. For Money Players: One More Rule

It is recommended that two packs of cards, with backs of
different colors, be used in the play. While the dealer is shuf-
fling for the deal the nondealer is giving the other pack a pre-
liminary shuffle, after which it is set to one side. It is shuffled
again by the loser of this-hand before he deals the next hand.
Reasoning:

A. Many players shuffle so badly that one or more of the
melds of the previous hand are undisturbed in the shuf-
fle. Their recurrence in due order in the stock pile
makes the game a mere memory test, and a dull one.

B. This rule insures two shuffles for the pack and doubles
the troubles of the cheater.

c. Even if neither player shuffies skillfully, it is harder to
remember the melds of two hands ago.

And Now Let’s Kibitz a Game of Gin Rummy

I think that it may be useful to imagine a reader whose first
contact with Gin Rummy has been a perusal of the rules just
set forth. He is in a position comparable perhaps to that of a
man from Mars who has just read the Ten Commandments,
the Constitution of the United States, and a railroad schedule
and would like to see what sort of thing they pertain to, what
sort of thing they produce. Here, without conflict or comedy,
is a step-by-step description of a normal, game of Gin Rumanny.

Pete and Guy, who are our dramatis personae, take seats at
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a table facing each other. Guy has bought a standard fifty-two-
card deck of cards, and he shuffles them now, again and again,
while Pete with pencil and paper prepares the score sheet.

Guy puts the cards in the center of the table, face down.

“Okay, Pete,” he says. “Cut the cards. What shall we play
for?”

Pete cuts. Since this is a cut for the deal, Guy does likewise.

“How about a cent a point?” he replies.

“Fine,” says Guy. “Make a note of it.”

And this is how Pete cuts the cards: He takes a block of
them off the top of the faced pack with one hand, holding them
sguared up and face down. Guy cuts a block from the re-
maining piece of the deck. Turning their blocks of cards, they
expose the bottom card of their cut.

Guy’s card is a 5-spot. Pete’s a 3-. Pete becomes first dealer.

Now Pete shuffles the whole deck again, and puts the pack
on the table face down equidistant between Guy and him, and
says, “Cut ’em!” Guy lifts a good-sized block of cards off the
top of the deck, puts it on the table face down beside the re-
mainder. Pete picks the remainder up and puts it on top of the
cut block, then takes the deck into his left hand, with his fin-
gers squaring the pack so that no card protrudes from its
gides. (Note: This is an objective report; if youz want advice on
how to cut cards without inviting larceny, see my chapter on
cheats, page 16.)

Pete deals the first card to Guy. If any men from Mars are
in the room, what that means is sliding the top card off the
deck with the right hand and putting it—or carefully sailing
it—facé down on the table in front of his opponent. Pete now
deals himself the ensuing top card, and so proceeds until he
has dealt Guy eleven cards and himself ten, taking pains not
to expose the face of any card. (Exposure of a card would
constitute a misdeal and compel a reshuffle and a new deal.)
The rest of the closed deck goes face down on the table be-
tween the two players. It has become the stock pile or stock.

Fach player picks up his cards, gathers them in his left
band, and with his right hand sorts and arranges them. Idiom
for this is setting the hand. Cards are commonly arranged in
legal combinations or potential combinations, say, two or more
cards of the same suit in sequence or of the same numerical
value.

All set?

It’s Guy’s turn to play first, and he does so by discarding
one of the eleven cards dealt him. It goes face up on the table
beside the stock. And it becomes the first upcard.

That completes Guy’s play. It is Pete’s turn. Pete may do
one of two things.
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1. dHe may take the top card of the stock and then discard
a card.

2. He may take the upcard and then discard a card.

And so Pete plays, and Guy plays, and the game goes on
until Pete decides to knock. He forewarns his opponent of this
decision by exclaiming “Knock!” or “Downl” or, quite legally:
“I’'m coming down!”

And this is how he does that:

He puts his current discard face down on the discard pile.

He lays his melds face up on the table, separate from each
other, so that his oppénent can read and consent to them.

He lays down too his unmatched cards.

And he declares his count, which is the total value of these
unmatched cards.

Pete’s melds are three kings and the run of the 5, 6, 7, and 8
of hearts.

His unmatched cards are a 3 of hearts, a 2 of diamonds, and
an ace of clubs.

His count, which he announces aloud, is 6.

So much for Pete’s completed play.

Now Guy lays down his melds, sloughs off an odd king on
Pete’s meld of kings, and puts on the table face up his batch
of unmatched cards. The total of these, which count he too
calls aloud, is 26. And now the total of unmatched cards held
by Pete, which was 6, is subtracted from Guy’s 26, and the
20-point credit to Pete is entered on the score sheet. The sheet
looks like this:

One cent a point
GUY PETRE
-— 20

Because Guy lost this box he becomes dealer of the next
hand. Now shuffle, cut, deal, and play proceed as before until
Guy knocks with 10 points. But this time Pete has a count of
only 6 points. Thus Pete wins the second box by scorirg an
underknock, which is worth a bonus of 10 points plus the dif-
ference in count. And so Pete gets a score sheet credit of 14
points, and the entry is made:

One cent a point
GUY PETE
20
34

Loser agan, Guy deals the third hand. Play proceeds. Sud-
denly Guy calls: “Ginl” And, putting his eleventh card face
down on the discard pile, triumphantly he melds his entire
hand, all ten cards of it, having no unmatched cards.
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Well, Pete has one meld, which he is permitted to lay down.
He has besides a card which he could, if he were allowed, lay
off on one of Guy’s melds. But on 2 Gin hand laying off cards
is not permitted. He cannot lay it off. He does not. His un-
matched cards total 65 points.

Guy’s credits are for those 65 points plus the Gin bonus,
which is 20 points, for a total of 85 points. And this goes into
the score sheet, which now looks like this:

One cent a point
GUY PETE
85 20
—— 34

In the next hand, Pete wins by 41 points, which brings his
ecore to 75. In the following hand, Pete also wins, by 40
points, and brings his total score to 115. The score sheet then
looks as follows:

One cent a point
GUY PETE

85 20

— 34

— 75

- 115
Total ..... 85 115 Pete’s score
—85 Guy's score

Pete winsby ...... 30

The game is ended. Pete has won. He gets credit .for the
30-point difference between his count and Guy’s count, plus a
100-point bonus for winning the game, plus a box bonus of 60
points. (The bonus per box is 20 points. Pete has three boxes
E;)sre than Guy.) The final score, as duly totaled, looks like

Difference in points ...cevec.. .. 30
Gante DODnUS « ve 4's wols s 55 4 06 50 ble 100
Box boniis . : vases a5 wn + s - wsmn ey my 60

qotal .veod omem . ol S 190

As agreed—in writing—at the start of the game, Guy owes
Pete $1.90.



CHAPTER NINE

Variations of Gin

Gin Rummy for Three Players

Gamblers call this game Round Robin Gin Rummy. The
name comes from a horse-racing idiom. Although three players
take part, only two are in play against each other simultane-
ously.

To determine which two shall start, any player, by consent
of the others, shuffles and the three cut cards. Low man—that
man whose exposed card is of lowest rank—sits out the first
hand. The other two play a game of Gin Rummy.

The score of the first hand is credited to the winner, and the
loser drops out. The winner proceeds to play the next hand
against the third man. (Generally the nonplayer keeps the
score.)

So it goes, loser giving way to nonplayer hand by hand,
until one of the three scores 100 points or more.

The winner is paid off in the amount of his credit over each
opponent. The player with the second highest score collects
from low man. A player scoring a shutout can collect his
shutout bonus only from the player who scored zero. For ex-
ample, A scores 110 points; B, 90; and C, none. A gets credit
for a shutout over C but not over B. Value of credits and
bonuses is the same as in two-handed Gin Rummy. In three-
handed Gin Rummy a player may collect from two players,
lose to two players, or win from one and lose to one. Sample
score sheet:

One cent a point
Guy Pete will

50 30 15
60 60 30
75 90 —_
85 — —
110 — —_

The count credit, plus game and box-bonuses brings Guy’s
total to 310 points, Pete’s to 150 points, and Will’s to 70 points.

55
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Guy gets $1.60 from Pete and $2.40 from Will. Pete gets $.80
from Will. As it totals out:

Guy wins $4.00.

Pete loses $.80.

Will loses $3.20.

Captains

This is a variation of Gin for three players, borrowed from
Backgammon where it is called Chouette or “in the box.” A
plays the first game as captain against B and C, B playing the
first hand and continuing to play as long as he wins. When he
loses, C takes his place and continues to play until he loses,
when B comes back again, and so on until the game ends. The
captain keeps playing to the end of the game, regardless of
whether he wins or loses. A single score is kept and totaled at
the end of the game. The captain wins or loses the net total
from or to each of the opponents.

Then B becomes the captain playing against A and C, and
so on. This principle can be extended to five or seven or any
other odd number of players as explained under Partnership
Gin.

Partnership Gin

This is four-handed Gin Rummy. Two players are teamed
against the other two. Two games of two-handed Gin Rummy
are played simultaneously and the partners enter their score
as one. The players cut for partners, holders of the two high-
est exposed cards being teamed against the holders of the two
lowest. The rules of Gin Rummy apply. The only variation is
in the scoring.

Team scores, not players’ scores, are entered.

Example: A and B are partners playing against C and D.
A, playing the first hand against his opponent C, wins by 28
points. D, playing against B, wins by 20 points. Team A-B
wins the box by 8 points. That is the only score entered on
the sheet. Mind you, for it is crucial—the score is not entered
in Partnership Gin Rummy until both hands have been played,
counted, and balanced off against each other.

Here is why:

Score is 85 for A-B and 90 for C-D. Now, A wins the next
hand by 41 points for a total of 126, a game-going total. But
B may lose his hand by enough points to cancel out his part-
ner’s gains and indeed to give the game to C-D,

Game is 125 points.

Game bonus remains 100, shutout bonus 100, and all other
scoring is as in two-handed Gin Rummy.
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Alternating Partnership Gin: The rules governing Partner-
ship Gin apply, but in this variation teammates compete suc-
cessively against alternate opponents. Thus (sitting at a square
table) A plays against his right-hand opponent of the first
game, against his left-hand opponent of the second game, and
SO O,

Multiple-Partrership Gin Rummy

Team play can be extended beyond four hands. There can
be three on a side, four on a side, and I have seen as many
as twelve men play in two teams of six each. Game should be
increased 25 points for each extra pair. But otherwise the
principles of four-handed Partnership Gin prevail. The ar-
rangement of players can be made to suit convenience: either
team A on one side of a long table with team B on the oppo-
site side; or in groupings of four, two from each team at each
table.

Gin for an Odd Number of Players

An odd number of players may be accommodated also,
along the lines of Captains, previously described. For exam-
ple, let us say there are seven players. They cut for partoers.
The three highest become the captains; the other four are the
opponents. The player who has cut the lowest card is out of
the game for the first hand. If his team (the opponents) wins
the first hand, he continues to stay out. But when his team
loses, he goes into the game in place of his teammate who has
lost most points. The captains, playing three against four,
play for an extra amount since they will collect from or pay
an extra player. Therefore they must decide in advance how
they will provide for this: either by dividing it equally among
themselves, or by having one or two accept the extra stakes,

COACHING IN PARTNERSHIP OR MULTIPLE-HAND GIN

Gin, as I have said, is essentially a two-handed game and
therefore coaching or advising a partner is not permitted. Not
only is it against the rules for one partner to advise or consult
with another partner as to the wisdom of a play, or the wisdom
of going down, but no guiding remarks are permitted, not even
a reference to the score, except that it is permissible for s
partner who has finished his hand to bring to the attention of a
still-playing partner the result of his game. But a partner is not
permitted to volunteer information as to the current state of
the score. He must not say, “Partner, ] lost 47 and that gives
our opponents 130 total, so play to save the game.” However,
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if the playing partner says, “How do we stand? What is the
total score at the present moment?” the information may be
given to him.

LOOKING AT PARTNER'S HAND

When the layout of the game is such that partners sit next
to each other, it is perfectly legitimate to look at your partner’s
hand. In fact, it is wise to do so, and act in accordance with
the information thus gained. Whether your partner has a bad
hand and is likely to lose or a good hand likely to win should
be taken into consideration, especially in relation to the cur-
rent score.

You are permitted in the play of your own hand to benefit
all you can from your observation of your partner’s hand. But
you must not give him any advantage as a result of your watch-
ing hl: play of his hand. This is specially important in the
case O .

BRRORS

A basic rule in cards is that the cards stand for themselves.
Therefore, if you see an opponent making a miscount—calling
a 6, 7, and 4 as 15, for instance—you are privileged to point
out the error. You are obligated to do so if your partner makes
that error or if the opponent has made a miscount in your
favor. Of course, you are also privileged to point out the error
when your partner has made a miscount against you.

But if you are watching your partner’s hand and see that he
is about to make a mistake—going down with more than 10
through miscounting, or calling Gin when he doesn’t have Gin
~—you must not prevent the error. You must not give him any
benefit as a result of your watching the hand.

In Spades Double Gin, you should point out that it was a
spade hand if that was forgotten by your partner or his oppo-
nent or both. You’ll want to do that if your partner won the
hand and so you’re required to do it when your partner loses
the hand.

You have no privileges or obligations in the case of a hand
laid down not to the best advantage. The cards stand for them-
gelves and if the melds, counts, and scoring are correct, that’s
all there is to it.

In Oklahoma Gin, where the first card turned up determines
the maximum number of points for knocking, the Spades
Double rule mentioned above applies: a knock above the de-
termined maximum must be pointed out. If the first card was a
6 and your partner goes down with 8, you should refer to the
6 downcard even though both your partner and his opponent
have forgotten it.
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Hollywood Gin

This form of Gin Rummy got its name from the movie
colony that made it popular—in the movie colony. It’s not for
people like us. I've seen games—yes, witnessed them myself
when I was on the West Coast making films and lecturing on
crooked gambling—played for $2 and $3 a point. I don’t like
the ulcers. I have no special yearning for high blood pressure.
A tenth of a cent a point will keep me interested and happy.

I know very well one Hollywood Gin player whose losses in
the game are out beyond $200,000. Winnings and losses of
$5,000 and $10,000 are commonplace. 'm not moralizing.
I’'m just telling you. If you want to try it at a dollar a point—

Hollywood Gin is played exactly as is Gin Rummy. The
only difference is that in Hollywood three games are played at
the same time.

The scoring is not so complicated as that makes it sound.

1. When a player wins-the first hand he scores in Game 1.

2. The second hand he wins is scored under Game 1 and
Game 2.

3. The third hand he wins is scored under Game 1, Game 2,
and Game 3.

4. Every hand he wins thereafter is scored under all three
games.

5. If a player scores 100 or more points under Game 1 and
has lesser scores under Game 2 and Game 3, he thereafter
enters his scores under Game 2 and Game 3.

6. If a player scores 100 or more points in Game 1 and
Game 2, he thereafter enters his scores under Game 3.

7. A game ends when a player has reached 100 or more
points in all three games.

Here’s how it works; here’s a sample game between our
wealthy and Gin-whacky old friends A and B:

A wins the first hand by 20 points, and it is entered on the
score sheet to his credit under Game 1.

B wins the second hand by 10 points, and this score is en-

tered to his credit under Game 1.
The score sheet looks like this:
$2 a point
GAME 1 GAME 2 GAME 3
A B A B A B
20 10

Now A wins the third hand by 21 points. This being A’s
second winning hand in this game, the 21 points are entered
to his credit under Game 1 and under Game 2.
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And A wins the fourth hand by 40 points. So these 40 are
entered to his credit under Game 1, Game 2, and Game 3.
And the score sheet looks like this:

$2 a point
GAME 1 GAME 2 GAME 3
A B A B A B
20 10 21 -— 40 e
41 —_— 61 —

81

When A wins the fifth hand by 43 points and the score is
entered to his credit under Game 1, Game 2, and Game 3, the
score sheet looks like this:

$2 a point
GAME 1 GAME 2 GAME 3
A B A B A B
20 10 21 e 40 —
41 61 83
81 104

124

By passing 100 points A has won Game 1 and Game 2.
In Game 1, A gets the following point credits:

Difference in points . ceeeveooeccess 114
Game bonus_ 1. . ¥v. 5% S ans 2. L5 100
BOX DOANE v s Tiasma uih 0o L08 S0 BE: 60

Game 1 Total 274

In Game 2, A has scored a schneider, or shutout, and gets
the following point credits:

Difference in points ......... ... 104
Game bonus . .cveveoeocccncccns 100
Shutout bonus ...cceeeeeeecen.. 100
BOX DODUS .. ¢ «: 29 o7 £ % SEmes 60

Game 2 Total 364

As the game now continues, A has a total of 638 points to
his credit. Scores are, of course, entered under Game 3 only,
the contest having evolved into a single game of Gin Rummy.

B wins the third game with an over-all total of 100 points.
These 100 are subtracted from A’s 638, leaving A with a
3-game total of 538 points. At $2 a point it comes to $1,076, or
at a tenth of a cent it is .538¢. One is now ready to start a
new game of Hollywood Gin.

See what I mean?
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Note: Some Hollywood players indulge in the following
extension of the scoring method:

When a player has passed 100 in Game 1 ana has scores
entered under Game 2 and Game 3, he starts scoring a new
series of three games, entering his next score under Game 2
and Game 3 of Series No. 1 and under Game 1 of Series No. 2.

BUT—It is not permissible to start the new series unless
both opponents have scores entered under Game 3 of the first
series, This is to prevent a piayer’s being shut out in more than
three games at a time. You see, of course, that even in Holly-
wood it would be a little rugged to be collecting shutout
bonuses from a man for more than three games at a clip.

A terrific game for fast gamblers; but, come to think of it,
not for me even at a tenth of a cent a point.

Round-the-Corner Gin

The rules of Gin Rummy, of which this is a variation, apply
in full force with the following exceptions:

1. The ace may be played in either the high or the low
sequence of the same suit—hence the name Round-the-Cor-
ner. Example sequences: A-2-3; or A-K-Q; or K-A-2. Of
course these sequences may be extended.

2. Aces instead of counting 1 point when unmatched count
15 points.

_ This latter rule makes it harder for a player to hold a count
of 10 or less, and cuts down knocks and underknocks.

Since the ace may be used in three sequences, making it
easier to go Gin in Round-the-Corner than in Gin Rummy,
the 20-point bonus for Gin is reduced to 10 points in Round-
the-Corner.

Regardless of the difference in the Gin bonus, the box scores
tend to run higher in this variation, because players tend to
get caught with high unmatched cards in their hands. They
try to organize round-the-corner sequences, which are high-
card sequences; and the ace, remember, counts 15 instead of 1.

3. Game is 150 points.

4. Partnership (four-handed) game is 175 points.

5. Team (six-, eight, or ten-handed or more) game is 200
points.

Streamlined Gin Rummy

Top-notch gamblers seem to like it; a version which saves
a lot of bookkeeping.

The game is played exactly as is Gin Rummy—except for
the scoring. “'
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Players decide at the start of the game the amount of the
stake for winning and the amount each box shall be worth.

(For instance, they may decide to play for $1 a game and
20¢ a box. Note: As a rule, boxes are assigned a value one-
fifth the value of the game.

In this instance a winner credited with three boxes more
than his opponent would collect $1.60.)

Straight Gin Rummy

This version is probably played as much as, if not more
than, Gin Rummy itself. Well, it i8 Gin Rummy itself, but the
scoring is drastically sunphﬁed. The saving on bookkeeping is
the main reason for its popularity. It is played exactly as is
Gin Rummy with the following exceptions:

1. The amount of the stake is agreed upon before the start
of the game. It is a lump sum, not a multiple of points.

2. The player who first scores 100 or more points is the
winner, and is paid the lump amount agreed.

3. The difference in count between winner and loser is ir-
selevant. Box and game bonuses are not reckoned.

BUT. ..

4. If a player scores a shutout, that winning player is paid
double the amount of the agreed stake.

Old-fashioned or Turn-up Gin

In this version of Gin Rummy and all the other versions
which follow, the nondealer is dealt only ten cards instead of
the customary eleven. The twenty-first card dealt is turned
face up on the table beside the stock, and is called the upcard.

1. The nondealer begins the play by either taking the up-
card into his hand or declining it.

2. If he declines it, the dealer in turn has the opticn of
taking it or declining it.

3. If the dealer declines the upcard, the nondealer must take
the top card of the stock.

4. After the first card has been picked up by either player,
then that player must discard one card from his hand onto the
discard pile.

5. Play thereafter continues as in Gin Rummy.

Spades Double Turn-up Gin

If the twenty-first card is a spade, the points won in that
hand are doubled. Because of this feature, game is 150 instead
of 100.
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Oklahoma Gin

In this variation the twenty-first card, which the dealer has
faced and made the upcard, determines the maximum number
of points in unmatched cards with which a player may knock.
For example, if the dealer turns up a 6-spot (suit doesn’t mat-
ter), then the player who proposes to knock must have in his
band 6 points or less in unmatched cards—as compared with
the regulation 10 points or less of Gin Rummy. It is suggested
that when playing this game you note on the score sheet, at
the moment it is turned, the numerical value of the twenty-
first card, the upcard. It avoids debate.

Game is 150 points. Penalty for underknock is 20 points,
Gin bonus 25 points, boxes 25 points.

If the upcard is an ace, there is no knock-—players must
go for Gin. Oklahoma usually incorporates the Spades Double
feature. When the upcard is & spade, the count of boxes and
bonuses are doubled.

Oklahoma Gin with Extra Bonuses (Kisses)

The same as Oklahoma Gin except that besides the usual
bonuses for Gin and underknock, two extra boxes are given
for Gin and one extra box is given for underknock. However,
in Partnership Gin, only the winning team gets the extra boxes.
If A is ginned by X for 37 points but his partner B gins Y for
40 points, AB gets 3 points plus 2 boxes and XY gets nothing.
If spades are double, bonus boxes are doubled, 2 for under-
knock, 4 for Gin. 4 Vital Point in Oklahoma Strategy: The
fact that only the team winning the hand can get extra boxes
is a crucial factor in the play of the hand. If your partner has
been ginned for 67 points and it appears that you can't get it
back, even with Gin, don’t try for Gin unless the game is in-
volved and then only if you think that going Gin may save the
game. Here’s why: you can't get extra boxes by going Gin
whereas your opponent can get extras by ginning you. The
odds are far and away against you. On the other hand, if your
partner has given you a comfortable lead so that even if you
are ginned you will not lose the box, it’s worth trying for Gin
even with unlikely (but not practically impossible) chances.
The odds favor it. You can get extra boxes; your opponent
can’t.

SCHNEIDER DOUBLES EVERYTHING

Most Oklahoma players and many regular Gin Rummy
players double points, game and box bonuses in the case of a
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shutout or schneider. This is rather high flying and makes for
terrific swings, but some like it that way.

Lay-off Gin Rummy

As I've said, T don’t recommend this version. I have seen it
played a few times, but never by big-money gamblers. In my
opinion it is hjghly unsound to let a player lay off cards on a
Gin hand. But in purely encyclopedic interests, here it is:

The game is played exactly like Gin Rummy, with the fol-
lowing exceptions:

1. A player is permitted to lay off cards on Gin.

2. A player who scores an underknock gets a bonus of 15
points instead of the 10-point bonus of Gin Rummy.

3. The Gin bonus is 25 points,

4. And, should a player go Gin by laying off cards, he wins
the hand and receives a 30-point bonus plus the difference in
points between the players.

Super-Gin

This is Lay-off Gin with two added features:

Gin on Gin. Laying off all unmatched cards on an op-
ponent’s Gin to go Gin yourself is worth 50 points.

Eleven-card Gin. Going Gin with all eleven cards matched

(not requiring the discard of the eleventh card) is worth 50
points,

CHAPTER TEN

Tbhe Play of the Hand at Gin Rummy

Arbitrarily, at the very outset, I can make this promise: no
matter how good a Gin player you are, this chapter will im-
prove your game. It is a collection of tips and hints—dark
hints, some of them, I'm afraid—that I've gathered over the
years from the country’s crack players. The analysis, which is
the first of its kind ever organized, will center on Gin Rummy,
but most of the counsel can be put to profitable use in any
game of the Rummy family.

Let me interpolate this right now: I am not going to insist
on the fiction that these games are played for pastime only.
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They aren’t. They are played for money. Card games that lack
the gambling element, the profit motive, don’t attain mass
popularity.

You may not construe it as gambling when you play for
small beers, and your wife or mother might be horrified—or
tickled—if it were suggested that when she plays for the hand-
crocheted quince pot-pie at the Tuesday Afterncon she’s gam-
bling. But there it is. It matters not what is the stake. The
gambling and the gambling incentive are there, the essence
of the thing, and must be taken into consideration.

Why then, luck being canceled out, do some players win
more games than others? Why are some gamblers consistent
winners over other professional gamblers? Why do some play-
ers lose constantly to certain opponents yet win constantly
from yet other players? Why are some normally intelligent
and diligent persons very, very bad Rummy players? Is it true
that good players don’t play the same kind of game but have
each of them a little special knowledge—their own system—
of the play of the cards?

Watching thousands of Rummy players and tens of thou-
sands of Gin games down these last twenty years, I've made it
my business to observe the small fleeting mannerisms of win-
ning and losing competitors, to cross-examine hundreds and
hundreds of experts, to measure the difference imposed on
the play by the stakes of the game, to see not only that sober
citizens do indeed bet $10,000 on a single game but how they
bet it.

And so I can tell you this:

Every player who is a consistent winner has little tricks of
his own. There are, in the mass, scores of such tricks, devel-
oped over the lives of these players by trial and error and by
costly experience into a very substantial body of learning. No
one player has mastered all of them. Perhaps no one player
can. But I’'m going to tell you about them.

First, I think we ought to hear to the end the professional
gambler who says of a fellow player: “He has no card sense
at alll” ‘ .

What is this card sense? Of what is it made up? Well, its
components are not so many. Card sense is knowing what to
do and when. At Gin Rummy, shall you go down now or on
the next pick; should you take your chance and go for Gin or
wait and see if you can’t underknock your opponent when he
goes down; should you break up this pair and try for that se-
quence; should you throw away this card or will it help your
opponent? To be a good card player, to have good card sense,
you must have a reason for making any of these decisions.
And reasoning is the application of intelligence.
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Perhaps it will sound a little too. austere to say that card
sense requires an understanding that card games are based
on mathematics. I won’t say that, although the players who
appreciate it are the players who win. I'll say instead that card
games are based on the fact that in a pack there are fifty-two
cards running in sequences of thirteen from ace to king in four
suits, clubs, hearts, diamonds, and spades.

You know that. The knowledge is a part of the fiber of most
card players. With this vast majority it’s a matter of habit.

With a small minority it’s a science. Watch them. In the
game of Rummy there are ninety-six three-card melds. There
are -two melds of three of a kind, i.e., cards of the same
rank: three aces, three deuces, and so on. There are forty-four
melds of three cards of the same suit in sequence, i.e., 34-5
of hearts, 9-10-jack of spades, and the like.

But after you have formed a three-card meld it is twice as
hard to extend three of a kind into four of a kind as it is to -
extend a sequence. For a sequence meld can be extended at
either end (except ace-2-3 and jack-queen-king), whereas
three of a kind can be bettered -only one way. Besides, a se-
quence meld of four cards can be extended into five, one of
five into one of six; and four cards of equal rank have no
further possibilities. They're dead.

Let’s look further into the mathematics of the game. Take
the four aces in your hand. These can be formed into four
three-card melds:

1. Aces of spades, hearts, diamonds.

2, Aces of spades, hearts, clubs.

3. Aces of spades, clubs, diamonds.

4. Aces of hearts, clubs, diamonds. '

But if one of those aces is dead—discarded or held by an
opponent in his hand—the chance of making up a meld of
;hiiree aces is only 25 per cent of the probability were all four

ve.

Not many players drudge it out to this extent, but even the
beginner or the hardened muddler practices to a degree what
I've been preaching. When he holds a pair of 10’s and knows
that there are two more 10’s in his opponent’s hand or in the
stock he says that his two 10’s are alive—and he is applying
mathematics whether he likes it or not.

This must in the Gin Rummy player become automatic: he
must be able to visualize all the possible melds in a hand the
instant he picks it up. He must memorize and be able to visual-
ize all his possible melds; he must be able to calculate at sight
the probabilities for his two of a kind, his two-card sequences;
and he must not overlook any melds he may hold. There is a
way—a method devised by a famous Gin Rummy player who
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has won thousands at the game—of cultivating this knack of
forming mental pictures and avoiding fatal plays in the early
stages of the game. ' :

It is a way of picking up cards which have just been dealt.

This ice-cold splendid gambler never picks up his ten cards
all at one time. It is impossible, he says, to impress them on
the mind when they confront the eye all in their natural con-
fusion. So he picks them up one at a time, sorting them as he
goes, impressing them on his mind and marshaling them for
his first play. Moving thus deliberately, he can appraise the
odds on every possible combination of his cards; and, at the
very least, he has them in.orderly array when the time comes
for him to make his first draw.

This is his secret. More players make their bad play at the
start of the hand than at any other time.

Never forget it: pick up your hand slowly. Arrange it care-
fully. Think. Think first about your own resources and strategy,
then about your opponent’s.

The Skill

Gin is a game of deduction and counter-deduction. You
must try to figure out what'is in your opponent’s hand so that
(1) you won't give him any useful cards, and (2) you won’t
be holding cards for an impossible or unlikely meld.

Every upcard your opponent takes and every discard he
makes is a clue to what is in his hand and what is not in his
hand. And the cards that are riot discarded are clues also. As
the play of the hand progresses, you know more and more
about the cards he is holding; and you get this information by
what he has shown you in taking certain cards, in discarding
certain cards, and in not taking or in not discarding certain
other cards. This is the simple, obvious part of the game. You
don’t need me to tell you that the discard of a 10 is dangerous
if no 10’s have shown well along in the play of the hand; or
that the discard of the 10 of clubs is safe if the 9 and the jack
of clubs and two other 10’s have been discarded; or that the
10 of clubs is dangerous if your opponent has taken the 9 of
clubs, after two other 9's have been discarded. Those are
simple deductions. -

But let’s examine the case of the 10 of clubs when your
opponent has taken the 9 of clubs and no other 9’s have shown,
nor the 8 or 7 of clubs. Was that 9 for 9’s or for a club run?
The inexpert player will say to himself, “Can’t tell yet so I'll
hold on to it,” and thereby increase his holding of unmatched
cards, and force the discard of some other dangerous card or
some other possibly usefui card. The expert player approaches
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the matter in a different way. He says to himself, “This is a
high card, quite useless to me. Can I be reasonably safe in
discarding it? Could it from a meld of 10’s? No two 10’s have
been discarded. Will this add to opponent’s club run or was
that 9 of clubs for a meld of 9’s? Well, let’s see what has
happened with the 8’s. Opponent took the 8 of diamonds and
discarded the 7 of diamonds. Therefore the 8 of diamonds
was taken for 8’s including probably the 8 of clubs. And so,
I'll discard the 10 of clubs. True, opponent may have four 8’s
with a club run cutting through, but the greater probability
by far is that he has 8’s and 9%s.”

In other words, the expert player uses not only direct posi-
tive evidence but also indirect probable evidence, and all the
previous play goes into the appraisal of the probability in each
case. In this case, the 7 of diamonds discard indicated that the
10 of clubs was a reasonably safe play. That was not the only
evidence of course, but taken together with the other evidence,
it was the determining factor.

The expert player, then, makes deductions not only from
the cards he himself holds, but also from every card his
opponent has taken or discarded.

However, counter-deduction is just as important as deduc-
tion. Bear in mind that while you are trying to find out what
i3 in your opponent’s hand, he is trying to figure out what is
in your hand. You can’t help giving him some clues, but you
must try to give him as few as possible. Also, in whatever ways
possible you should try first to deceive or confuse him by
giving him false clues or leading him to make incorrect de-
ductions. I'll go into that further in a moment but I want to
point out right here that you must realize that your opponent,
if he knows the game, also is engaged in this counter-deduc-
tion operation and is trying to deceive you just as hard as you
are trying to fool him. If he isn’t, you’ll have a cinch.

Counter-deduction in Gin is a unique art. Its two major
elements are “propaganda” and false-picking (sometimes
called “spitballing”). “Conversation” is really the lesser part
of propaganda and many experts frown on it. It is more effec-
tive actually for amusement and for the relief of the player’s
nervous tension than for deception. But anyone who is good
at “conversation” will affect his opponent’s play occasionally
by complaining about his hand, by expressing dismay at some
difficult discard, by exclaiming with surprise, “That one!”
when the opponent takes a discard, by an exclamation of sat-
isfaction when picking a card off the stock, etc. Theoretically,
this conversation will cause the opponent to be overoptimistic
or unduly scared, to act otherwise than normal wisdom calls
for. Feeling safe because he thinks you have a poor hand, he
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may knock with 7 and be trapped into an underknock. Or,
being scared, he may break up the two kings he has been
holding and thus either give you the card you want or ruin
his own chances for high card melds that are just about due
to come in.

The handling of the hand, however, is the better part of
“propaganda.” What you do with the card you take off the
stock is noted carefully by your opponent. If you discard it
immediately your opponent knows you haven’t improved your
band. I don’t say you should never do that. Rather, when you
want your opponent to be cautious, when you want him to
believe you are in good shape, it’s important to do that a few
times. Then, when you take a card and put it carefully be-
tween two other cards in your hand, he will be certain that
you have completed a meld. Conversely, when you want him
to be overconfident, be careful when picking a good card to
avoid making that evident to your opponent. An occasional
shifting of your cards wiill tend to make him think that you
have improved. your hand. Dont’ shift if you don’t want him
to know of an improvement. Shift if you want him to believe
you have improved. |

Every element of your behavior during the play of the hand
is a clue to a clever opponent. If you show that you are worried
and unhappy about your cards, or, on the other hand, cheerful
and confident, your opponent consciously or subconscicusly
will act accordingly. So remember that your opponent is play-
ing against you as well as against your cards. Therefore don’t
give him any good clues. Either give him false clues or if you
think you can do it, play absolutely “dead pan.” That’s diffi-
cult. You must be sure to place each and every card you pick
in your hand, deliberate just about the same amount of time
for each card and then discard, showing no change of expres-
sion throughout the play.

On the other hand, provided your opponent hasn’t read this
book, you may possibly get clues from the way he handles his
cards. Observe his placement of cards for a while. Is he aware
of the necessity of concealing the development of his hand?

Let’s say he doesn’t seem to be. He doesn’t shift his cards
around, he discards picks immediately, and in general he is
playing a straightforward game, unaware of the fact that you
are on the qui vive for hints and information. Let’s act on that.
He picks a card, puts it on the left end of his hand and discards
the second card from the right end, a king of hearts. It’s a
fair assumption that the end card on the right is another king
or the queen of hearts. Okay, you knock with 9, confident
that he has at least a useless king or queen. Were you right?
Yes. Then continue to act on this weakness. Were you wrong?
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Then study his technique a little more and see if you can find
a dependable hole in his play. Feel him out like a quarterback
observing and testing an opposing line.

Now let’s get back to the start of the game., When arranging
cards in your hand, put together:

1. Your melds.

2. Your possible melds; that is, two cards of the same rank
or of suit sequence.

3. Your unmatched cards according to suits.

Group your two-way combinations in some way, logical to
you, so that they can be recognized easily. If you have the 6
of diamonds, 6 of spades, and 7 of spades, they should go
together that way so that if another 6 or an end card of the
spade sequence turns up, it will fit tidily into your holding.
But— -

4. Avoid having a regular high to low order for your ten
cards. Don’t put your high combinations on one end and your
low ones on the other end. Keep combinations together; mix
high and low combinations.

After having arranged your cards so as to impress them on
your memory, you musi now mix them up during play (the
same as all expert Bridge players do during the play of the
hand). Don’t keep your melds or possible melds together, for
the simple reason that you may thereby give your opponent
the same kind of information that you are attempting to gather
from the way he plays and arranges his cards.

Taking or Passing the First Card

Let’s say the upcard (assuming you’re playing Turn-up Gin)
is the 3 of hearts. It does not give you a meld. Does that mean
that you should pass it without question? Not at all. It may
be worth taking if it helps your hand even though it does not
give you a meld. If you reduce your hand by getting rid of a
useless high card or if it gives you a likely combination—say
you have the 4 of hearts and the 3 of clubs—it may be well
worth while because you have the extra advantage of deceiving
or puzzling your opponent.

Are you losing a turn, giving up a chance to pick a really
helpful card by taking a slightly helpful one? Not at all. You
have your choice of passing and not helping your hand at all
or helping your hand a little, confusing your opponent a little,
and also perhaps depriving him of a chance to improve his
hand.

Remember, however, that when your opponent is first, he
also may be taking the first card to deceive you.
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When to Go Down

There can be no definite instruction at this point without
ifs, ands, and buts. All things being equal, it is best tc go
down as soon as you can. Don’t let the extra reward in points,
in thrill and in personal satisfaction, trap you into waiting for
Gin when your knocking hand is an almost certain winner.

But the major altering factor on this point is the score. Re-
member that the big reward is the game bonus of 100 points
and only slightly less important are the box bonuses of 20
points each. (Box bonuses often amount to more than the
game bonus.) Always keep the score in mind, and consider
the possibilities and probabilities in the light of the score. This
is doubly important in the case of Partnership Gin. If your
partner has won 25 points and you can knock even with as
much as 10, the thing to do is knock. You can’t lose the box
even if underknocked (with 10 or 15 points for underknock)
and you'll probably win some points. But if you keep playing
and are ginned, you can lose 30 points and the box (if the
Gin bonus is 20). The same principle applies with a variation
of the scoring system.

Get the box. That’s worth 20 points and if waiting for Gin
puts the box in jeopardy, the odds are almost sure to be against
you if you figure that you are staking that 20 points against
the possible extra winnings to be gained by going Gin.

On the other hand, if your partner has lost 30 points and
you have good possibilities for getting Gin, it is probably
worth trying for Gin instead of knocking because then you
have the extra reward of the 20 points for the box besides the
Gin points to outweigh the possibilities of losing the hand or
being ginned. However, if your partner’s loss puts the game
in danger (your opponent being close to or over 125), then
discretion is the better part of valor. Get a few points if you
can and save the game.

It may seem elementary to pay attention to the score, but
it is amazing how often failure to do so makes the difference
between a big winner and a big loser.

This principle applies in even greater degree in Hollywood
Gin and in Extra Bonus or Kisses Gin.,

You wouldn’t give two to one that a tossed coin will come
up heads. Then don’t give similar wrong odds by holding a
knock hand for Gin. Even if your chances of getting Gin are
very good, count the stakes first: What is there to gain? What
is there to lose? If you stand to lose more than you can gain,
you may be giving two to one on heads. If you stand to gain
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.nore than you can lose, you may be getting two to one on
heads.

In Extra Bonus Partnership Gin, don’t try to get Gin (and
thereby risk being ginned) when it is hopeless to recoup your
partner’s loss. If you can’t win the boxes for Gin, don’t risk
losing more boxes. There’s no percentage in that,

‘The Knock-Reserve

Keep a few low cards and try to get three or four that total
10 or less. Then if you get two three-card runs or a three-card
and a four-card run, you will be able to knock. In Oklahoma,
this factor is even more important. If the knock-point is 2 and
you get a deuce or an ace, don’t discard it. Save it so that if
you fill your other runs you will be able to go down and avoid
being frustrated by picking a series of high cards while your
opponent is steadily improving his hand,

Holding High Cards or Low Cards

The only thing I can say about this is don’t have a set
policy on this point. Don’t be known as a player who always
holds high cards or as one known always to discard high cards.
Play your hand for what it’s worth. In general, the advantages
of high cards—they are most likely to be discarded by your
opponent—are matched by their disadvantages: they cost more
and they delay your reaching a knock point.

But if you are holding high cards bear in mind

Keeping Under

When your opponent’s point total is close to game you must
be extra careful about the unmatched card point total in your
band. You must try to “keep under.” That means that you
must reduce your point total so that, if possible, even if he
goes Gin you will still be under. Short of that, try to get your
total low enough so that a knock will not win the game for
your opponent. I agree that there are times when it is a better
bet for reduction to hold those two 10’s with the probability
of getting the third one, than to discard them in favor of a §
and a 6. But in most cases, if you are aware of the necessity
for reduction, you will be able to discard high cards with
safety equal to the discard of low cards. Also there are times
when your chances of getting low card melds are just as good
as your chances of high card melds.

Just being aware of the necessity of keeping under will im-
prove your winning chances by 25 to 33-1/3 per cent. Bxcept
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for expert play, my observation is that every third or fourth
final hand of a game is lost because of the avoidable failure
to keep under.

Tips on Discards

Your first discard is and ought to be the most difficult to
decide. You have no idea what your opponent is holding and
looking for. The principle being to discard that card least
likely to form a meld, you are guided to your judgment by the
upcard and the cards you hold.

You are undecided whether to discard this lone king of
spades or this lone 10 of spades? Why, it’s advisable to throw
the king.

And you know why.

Because, of course, there are two ways less to form a meld
in a spade sequence using the king than there are using the 10.
The only cards with which the king is useful are the jack and
the queen. But the 10 will make a meld with the 8 and 9, the
9 and jack, or the jack and queen.

That’s the principle. It holds for every successive play in
the game.

To a player with a developed card sense, the first few plays
at Gin will always seem the most dangerous. After a few plays
it is fairly easy for a good Gin player to recognize a live card—
one that can be used by his opponent to form a meld—or a
dead card. It is deduced by remembering the discards and
whatever upcards the opponent has picked, plus watching the
shifting array of cards in your hand.

By all means, the more discards you can remember during
the play of a box, the better are your chances of winning.
Acuteness of this kind of memory must be developed and
trained, but one thing the player must remember from the very
start: that is the upcards, discards, which the opponent has
picked up. If he can’t do that he can’t play Gin; he’s playing
a game of pure chance, a sort of complicated, bothersome
game of showdown.

Throw an opponent two cards in succession that form part
of one meld only when you have reason to believe that you
can underknock his ensuing knock.

Taking an Upcard That Does Not Help

As for speculation in upcards, that’s up to you. Some experts
strongly advise against picking up a discard unless it will round
out an immediate meld. But I've seen impossible hands pulled
out of the fire by just such speculation. I've seen excellent Gin



74 SCARNE ON CARDS

players snatch up a discard for no purpose but to prevent an
opponent from knocking: psychological warfare, the war of
nerves. I've secen many a speculation end in disaster. It’s up
to you.

But I don’t think that any man is master of the game unless
he knows how and when to speculate. It’s part of bluffing. It’s
part of the great game of Gin.

One gambler of my acquaintance invariably picks up any
upcard of value of 3 or less. His rationalization of this is that:

1. If he should bappen to get caught, his points in un-
matched cards would be so low that they would profit his
opponent little,

2. And when he knocks with 10 or less—with the aid of his
opponent’s low discards—he will tend to catch the opponent
with higher unmatched cards. A hand deliberately reduced
will average lower than a run-of-mill hand with its normal
quota of 7’s and 10’s and honors.

T've watched him play hundreds of games over a period of
years, and I've just about come to agree with him that there’s
" an advantage in picking up any card of value of 3 or less—

UNLESS—unless it involves being compelled to discard &
live card that may put your opponent Gin.

Since we’re speculating about speculation, you’d better hear
the other side of the argument. This is the policy of another
high-stakes gambler, a consistent winner.

“When I have a hand in which my unmatched tards total
11 or a little more,” he told me, “and when I don’t think my
opponent can knock yet, I'll pick up a live picture-card dis-
card.”

That’s called a false speculation. “False spec” is the profes-
gional idiom.

The arguments in its favor are worth your closest attention.

Suppose you’re holding a total of 11 points in unmatched
cards—the 5 of clubs, 3 of diamonds, 2 of spades, and ace of
hearts. You can’t knock. You have to deduce from your op-
ponent’s behavior that he can’t knock. To knock you must
get a card lower than a §.

Your opponent throws. the live king of diamonds. You pick
it up.

What do you lose? One pick off the stock.

What do you gain? Well, you have probably convinced your
opponent that you have just made a meld in kings or have
completed a sequence in diamonds. And now if his hand con-
tained two kings and he broke them up he will suspect you
of having a diamond run, while if he is holding the diamond
sequence he will be confident that you are playing the kings.
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In any event, he will from that point on hold back his high
diamonds or his Kings. The chance that he will be throwing
low cards—cards lower-than the 5—is greatly increased. And
you are meanwhile taking your usual picks from the stock,
minus the one you invested in the bluff,

When you do draw your knock card or your opponent
throws it to you, you discard the phony king and you catch
him with a handful of high cards that otherwise he would
have long since thrown away. And should your ruse fail you
lose only 5 points more than you would have lost otherwise.

But it works nine out of ten times. And it is still working
when you take a picture card off the discard pile to form &
genuine meld. For now your baffled opponent, remembering
your false spec, will breezily proceed to throw Gin-going
picture cards at you.

Speculate high or speculate low? It’s up to you.

- Discarding

When possible it is advisable to discard a card of rank equal
to one which your opponent has previously discarded. There
are only four possible ways in which an equal-rank card can
be used against you. Any other card can be used six ways in
a meld. That is, unless you’re holding stoppers: cards which
will prevent a discard from being used in a meld by your
opponent.

But when throwing a discard of rank equal to one previ-
ously discarded by your opponent bear in mind that this may
be precisely what he wanted you to do. He may have thrown
the first as what is called a “salesman.” He may want your
card of equal rank but in a different suit. All players use sales-
men from time to time; it is the job of card sense to detect the
little fellow and resist his blandishments.

When you decide to break up a pair and the other two
cards of the same rank are alive and perhaps in your oppo-
nent’s hand, don’t talk about that. What he doesn’t know can’t
hurt you. And maybe he won’t know unless you tell him that
all four cards are alive.

Fattening

Sometimes it is wiser to discard a card that you know will
add to your opponent’s meld than any other card in your hand.
If you know he has a four-card run, say 6-7-8-9, a fifth card
probably won’t help him much and it is extremely unlikely
for him to go Gin with two five-card runs. Even if you believe
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it is only a three-card run, it may be better to “fatten” him
with a fourth card rather than give him an alternate card which
may give him a new three-card run.

If he has picked the 8 of clubs and you have, the jack or
even the 10, don’t hold on to it indefinitely without considering
the various possibilities. Did he take it for 8’s instead of a club
run? If it is a club run, how far up does it go? Is it possible
that another run has cut it off? He may have the 6-7-8-9 of
clubs and two other 9’s. He wouldn’t take the 10 of clubs if
you threw it, and you wouldn’t be able to lay it off if he
knocked.

Furthermore, when you are aiming for an underknock, fat-
tening can be very useful. You can trap your opponent into
going down by giving him that extra card that enables him to
get under 10.

Conversely, be careful when you are being fattened. Will
the extra card force you to discard a dangerous one and break
up a good meld possibility? Is your opponent trying to trap
you into knocking? When he gives you that 10 of clubs, does
he have the jack ready to lay off? What was his purpose?
Think it over. It’s important.

Looking at Discards, or, the Magic Eye

Although it is my ruling and the standard practice of the
game that discards cannot be spread and examined, neverthe-
less experts—gamblers—glean a lot of forgotten lore from the
discard pile.

The discard pile is seldom so perfectly squared up that a
player cannot see a few cards whenever he really wants to.

And the information refreshed in your memory by a glance
may be crucial to the development of the hand.

Before discarding, if you are the least bit doubtful about
the play, go ahead and take a candid peek at the discard pile.
Everyone else in the house is doing it. Don’t be a chump.

A crackerjack player put it to me this way:

“Don’t try to study the discards. Just try to form them in
your mind into sequences. If you see a 10-jack-king of spades
in the discard pile, you start thinking in terms of queens. All
right; look again. You’re looking now for any other queen.
And if you don’t see her in the discards, rest assured that the
queens are alive and kicking.”

Laying Down Hand When Knocking

Especially when laying down low melds—ace-deuce-3-4 and
the like—there are abundant chances for error. Whenever a
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meld can be formed in more than one way, add up the total
points of the possible ways and then lay down the meld adding
to the highest total.

You have a 2-3-4 of spades and the 2 of hearts and 2 of
diamonds. The spade sequence totals 9, the three deuces total
6; so you lay down the sequence.

But caution! If from the play of the hands up to this time
you have reason to believe that your opponent can meld a §
of spades on your sequence, it becomes imperative to break -
up the sequences and lay off the three deuces. The shifting
mathematics of the game must dictate your decision.

Nevertheless, one canon of melding is inflexible. Should you
bave a four-card sequence and simultaneously three cards of
equal rank matching either of the end cards of the sequence,
invariably lay down the four of a kind as your meld. Your
opponent can’t lay off cards on four of a kind. He can lay
off at either end of a sequence.

Slicing a Lay-off

Sometimes when knocking, it is worthwhile discarding the
top or bottom card of a four- or five-card sequence. Let’s say
you have picked the 10 of spades after two 10’s have been
discarded. The king and queen of spades and twe other jacks
also have been discarded. But you haven’t seen the jack of
spades. Your opponent is probably holding it for a layoff.
You have just picked a third 5 so that discarding a 2, you
can go down with a deuce and two aces for 4. Instead, you
discard the 10 of spades from the 7-8-9-10 sequence and go
down with 6, catching your opponent with a useless jack,
perhaps the only unmatched card in his hand. This is a very
useful play at times but it must be used with judgment.

The Probabilities

Finally, I advise you to study the mathematics of the game.
Here is a table of the chances in Gin. Bear them in mind
during the course of play and you'll be sure to come out ahead
of the fellow who doesn’t know his percentages.

The Mathematics of Gin

It is, I take it, the author’s privilege to point out—and the
player’s privilege to ignore—the fact that there are 15,820,-
024,220 possible ten-card hands in Gin Rummy. In every game
there occurs a certain incidence of useless statistics. I don’t
expect you to remember how often in how many billion hands
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your present holding will occur. I shouldn’t be surprised if you
would fail to remember that the chances of the dealer’s being
dealt 2 meld in his first ten cards are about two out of every
five deals—although remembering that will improve your
game. I’'m not going to insist that you bear in mind the chances
of the nondealer’s being dealt a meld in the first eleven cards
he sees are about one out of two—althotigh noting the subtle
difference in those odds will make you a better player. I'm
not schoolmarm enough to insist that you learn by rote every-
thing I know about every game I know. When you need the
mathematics they’ll be here for you. Meanwhile, I shan’t im-
pose them on you.

But I think I’'m going to have to ask you to pay close atten-
tion to what happens when, carelessly or not, you play certain
cards from your hand at Gin.

When you are the nondealer and have been dealt eleven
cards, the chance that your opponent can use in a meld the
first card you discard from your hand . . .

If the discard is a The odds are approximately
King or ace ....ccccevvceenes 1iné
Queenordeuce .......o000vwe 1in 5

Any othercard .............. 1in 4.7

(This calculation is based on your opponent’s using the card
forthwith in a meld, not on his considering the card as an
improvement of his hand or as reducing his total of unmatched
cards. Nor is the value of the cards in your own hand taken
into consideration. This is a mathematical problem, not a
strategic one.)

It is genuinely important to your play of the cards that you
know and conform your play to the above odds. It is likewise
important that you consider the fact that, holding a split se-
quence such as the 3 and 5 of spades, you have only one
chance of forming a three-card meld—by drawing the 4 of
spades. It is important that you bear in mind the fact that,
if the king of hearts is dead and you hold the king of spades,
you now have only one way of forming a three-king meld and
only one way of making the king-queen-jack of spades. It is
important that you remember that if the 10 of spades too is
dead, there’s no way on earth of your making a four-card
meld with the spade king.

Knowledge of the number of ways a card can be used to
form a three- four- or five-card meld must be a part of every
competent Gin player’s equipment.

In Gin the 7 is the most valuable card in the deck as far as
forming melds is concerned—just as the 7 is the crucial point
at Dice because it occurs oftenest. The 7 can be used to
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extend melds more than any other card. The 7 can be used
in seven different seven-card sequence melds, whereas the
most valuable of the twelve other cards can be used only to
form six-card sequences.

I don’t mean to overload you with mathématics. It would
confuse the reader rather than enlighten him if I were to detail
the number of ways any card can be used to form sequence
melds of six or more cards. I have chosen to restrict the fol-
lowing chart—which should be memorized by every Gin player
—t0 three- four- and five-card melds.

Number of Number of Number of
ways card can  ways card can ways card can
be used in a be used in a beusedin a
three-card meld. four-card meld. five-card meld.

King or ace 4 4 1
Queen or deuce 5 3 2
Jack or 3 6 4 3
10 or 4 6 h 4
Sors S 5 5
8or6 6 5 5
7 6 5 5

The above chart is useful mainly when the player is in the
throes of deciding which card to discard. Observe, if you will,
that the 5, 6, 7, 8, and 9 are likely to be the most useful to
your adversary, the king and ace the least useful. (And ob-
serve, too, that the number of ways in which a card can be
useful is directly affected by the number of pertinent dead
cards known.) The utilitarian disadvantages of the ace, deuce,
and 3 are somewhat balanced by the fact that they are low-
count cards, useful in knocking,

There are two ways of completing a three-card meld out of a
two-card matched combination, whether the meld is to be a
sequence or-a combination of cards having the same numerical
rank. The only exception to this two-way principle is when
forming a sequence meld involving the ace or the king. Nat-
urally, the number of ways to complete the meld is reduced
by each known dead card. And the split sequence is always
the exception. Holding the open-ended sequence of deuce-trey
of spades, you can fill either end, you can fill two ways. But
if you hold the deuce and 4 of spades, you can form a three-
card meld only one way—by drawing the 3 of spades. The
point may seem rudimentary. But watch how often thought]e;s
players will nurse along relatively hopeless split sequences in
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the delusion that they are handling their cards with uncanny
subtlety.
Let’s reduce it to a table again.

Ways of Forming a Four-card Meld from a Three-card Meld

Sequences Equal rank
Without the king or the ace

in the three-card meld 2 i
With the king or the ace
in the three-card meld 1 1

Note: Be sure to deduct chances that are killed by dead cards.

CHANCE FOR GIN WITH THREE-CARD MELDS

L

You have nine ways to go Gin when you hold three three-
card sequences which can be switched about to form three
three-card melds of the same rank. This holding constitutes
your maximum chance of a killing. (Again we except melds
involving dead-end aces and kings.)

Example: You hold the 7-8-9 of clubs, 7-8-9 of diamonds,
and 7-8-9 of spades. These can be construed and used as three
7’s, three 8’s, and three 9’s. And the player has nine chances
of drawing a card to go Gin. (Three 6’s, three 10’s, one each
7, 8,9.)

IL

Your minimum chance of going Gin even with three melds
in your hand occurs when you’re holding three unrelated
groups of cards of equal rank or three unrelated sequences,
each involving an ace or king.

You’re considering whether or not to try for Gin. Now let’s
compute your chances. And let’s assume you have the dream
maximum set forth under No. I above. Now, further assuming
that none of the 9’s has been discarded, here’s how to compute
your chances of going Gin:

1. Subtract the ten cards you hold from the total in the
deck, fifty-two.

2. Subtract the number of discards from this remainder,
forty-two.

3. Now divide the remaining total by nine. Your chances
of going Gin are one out of the final number you’ve computed.

4. To determine the average number of picks a player will
need to go Gin with a hand composed of three three-card
melds, halve this final answer.
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Example: Let’s go back again to the dream hand described
above. Six cards have been discarded.

Now subtract from the fifty-two cards in the deck the ten
cards in your hand plus the six discarded cards.

This totals thirty-six. Divide that by the nine ways you can
go Gin. The answer is four.

In this special circumstance, which is rather special indeed,
the player will go Gin on the average with two picks (half of
four)—because he has his choice of the upcard (opponent’s
discard) or the top card of the stock.

The above method of computation is even more valuable on
the minimum-chance hands, in which the loss of even one
chance for Gin becomes a dominant factor in the development
of the play.

IN WHICH WE DENY INFALLIBILITY

To attempt telling the player when to knock or try for Gin
when holding a hand that requires only one card for Gin
seems to me unsound without knowledge of (a) the cards still
alive and (b) the cards one’s opponent has taken from the
discard pile. As to this play, you must use your own judgment
—as, in fact, you must learn to do in any hand at Gin Rummy.

SAUCE FOR THE GOOSE

Card distribution tends to run in patterns at any game.
When you draw a good hand on the deal—a hand in which
most of the cards are matched or near-matched—the odds
favor the probability that your opponent holds at least one
meld. ,

I think you’d better bear this too in mind. Freak distribution
in one hand means a freak all the way around any table. When
you get a specially promising hand, don’t by any means neglect
the possibility that your adversary is at least as well off as you
are. This is simply a characteristic of cards. It is of no vital
importance, once you’ve absorbed it. Nor need it be of vital
importance—now that you’ve made it a part of your equip-
ment—that the highest count any player can possibly be caught
with on one hand is 98 points. That is, you can trap or be
trapped with two kings, two queens, two jacks, two 10’s, and
two 9’s not in sequence. Note that I mean the 98 is made up
of actual card indices, and does not include Gin or box
bonuses.

To go back to the beginning, there are 15,820,024,220 pos-
sible hands at Gin Rummy. To discuss any one of them to the
exclusion of the rest would be to discuss a thing that—a mil-
lion chances to one—will never occur in your experience. But
there are certain valid general principles. I've tried to cover
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them, and if you remember nothing else about this chapter,
remember this: the next opponent you encounter may know
the mathematics of the game better than you. If he does he’ll
beat you in the long run. It’s as simple a matter as that.

OBSERVATION

Maybe the following won’t sound cricket. Inquiry: what is
ethical in cards for cash? One player in the West Coast money
crowd likes to arrange to stand behind any potential opponent
and size up his style of play. He wants to know whether the
man is methodical, whether he speculates rashly or well,
whether he tries for a knock hand instead of for Gin, whether
he gets nervous under the baleful glare of a fistful of high
cards, how he talks when the cards are running with him and
when they’re against him. Card players, like everyone else,
tend to be creatures of habit. They react, often unconsciously
but always eloquently, to their circumstances. Is it unethical
to study those reactions? I hope not. I've been doing it most
of my life. And I'll generalize about what I've seen:

Many players will clam up when they have a bad hand and
talk it up when they catch a good one.

The vast majority of players are methodical, no matter how
they try to mix up their styles. And method can be observed
and learned.

The most dangerous player is the man who has mastered
the mathematics of his game, the man who plays what I call
the two-way hand: one that will enable you to go Gin with a
pick of one or two cards or to knock with a pick of one or
two others.

Bach hand at Rummy is a new hand. I can’t tell you what
cards to hold. I can’t tell you A-B-C-fashion how to play them:.
Anything can happen, and you must be prepared to make the
best of things as they are.

That takes in a lot of ground, dark and bloody ground, some
of it.

It takes in a lot of things, cheats and grifters, some of them.

It’s the game. You've got to make the best of it.



CHAPTER ELEVEN

Cheating at Gin Rummy

“Thrice is he armed that has his quarrel just”—
But four times he who gets the blow in fust.
—H. W. Shaw

I should not like to be understood by any means as recom-
mending that you regard all Gin players—or even strangers
on Mississippi packets who crisp the waxed tip of their mus-
taches and ask you if you'd care to engage in a contest of
skill—as crooks in being or potential. I like a quiet game
myself, and am sometimes allowed to sit in on one at the
Chamber of Commerce offices in my home town after the
week’s work is cleaned up of a Saturday night—as long as I
don’t get caught dealing. Most card players, by all means the
overwhelming majority, are or mean to be honest.

Most citizens are honest too, but we do not think it out of
place to maintain police forces and a militia and an F.B.L
Most kids are honest, but we go a little out of our way to
teach them ethics and the basic law and the spirit and letter
of fair play. Our whole society is built on proper safeguards
against the occasional stinker. And I think that a card player’s
equipment, especially if he plays for cash, must include a
working knowledge of how the crook would—and, if he can,
will—turn the innocent inside out. I've covered card cheating
elsewhere in this book in a broad inclusive way, but there are
certain larcenous techniques peculiar to Gin Rummy.

Bottom Stack

After a hand has been played and it becomes the cheater’s
turn to deal, he will leave on the bottom of the pack as he
scoops the cards toward him an entire meld, usually four of
a kind. He now gives the pack a riffle shuffle so as not to
disturb the bottom four cards.

He cuts about one-third of the pack from the top, putting
these cards at the bottom of the pack. And he now offers the

83
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pack to be cut. The average player will cut a pack about at
the center. And now see what happens.- Each of the two
players receives two of these four of a kind!

The cheat knows two of the cards in your hand, but you
cannot be aware that he has two of the same value. As a rule
you will in the later phase of the play discard one of those
cards, giving him his meld, or he will throw you one, pro-
ceeding to underknock your knock by laying off that fourth
card on your meld.

This is one of the most common of all cheating devices
and one of the most effective, because it is impossible to accuse
any one of resorting to it. An honest player might shuffle the
cards in the same way without any intention of burglary.

You can protect yourself against it by shuffling the cards
before the dealer shuffles. My rules permit this. You cannot
be embarrassed, and neither can your opponent, if you ask for
a shuffle whenever you please.

Fifty-One Card Deck

If this one seems amateurish, so it is; but it is one of the
commonest and least hazardous of cheating devices. Even
when detected it doesn’t rowel up suspicion.

When removing the new deck from the box the cheat leaves
one card in the box. The cheat knows what card that is.

The advantage appears trivial. Is it? Lét’s see. Let’s suppose
that the card left unnoticed in the box is the 8§ of diamonds,
What can it do for him?

First, he will rarely try to make a meld of 8’s, because he
knows that the chances are only 25 per cent of normal.
Second, he knows—and you don’t—that the chance of getting
& meld in a sequence involving the 8 of diamonds is zero.
There are three such melds: the 6-7-8, the 7-8-9, and the
8-9-10. Plus the three melds of 8’s in which the diamond
would figure, it totals six dead melds out of a total of 104
melds in the game. It is a terrific advantage.

And there is a further refinement. If, during the play of
the hand, you should find the missing card in the box the
cheat will proceed to berate you. “Why,” he’ll say, if he knows
his business, “why didn’t you take them all out when we
started?”’—and, having forgotten who did take them out, you’ll
mumble your apologies.

The way to protect yourself against this infantile ruse is to
count the cards before starting to play. More candid yet, look
in the box.
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No Cut

Taking measures, similar to the one described under “Bottom
Stack,” not to disturb certain cards, players will keep a group
of cards at the top of the pack, then shuffle some cards over
them, then deal without offering the deck to you for the cut.
The effect on the game is the same as the bottom stack’s effect.

If you ask for a cut they blandly murmur, “Sorry.” If you
don’t, you're a dead duck.

Some cheats, when the cards have been cut in two but the
cut has not yet been completed, will lean back and light a
cigarette, then pick up the cards and put them back as they
were before. The lapse of time and the intervening stage busi-
ness may confuse you as to which block really goes on which.
If surprised at it they’re sorry too. And an innocent really will
be sorry. But don’t take your eye off your game.

Dealing From the Lower Piece of the Deck

The cheat knows what the top cards are. He shuffles. You
cut. Instead of completing the cut, he picks up the lower piece
of the deck, deals from it, and then carries out the rest of the
cut by putting the remaining cards of the lower piece on the
top piece.

It is a casual little informality. Watson could have used it
against Holmes.

But after it is over the cheat knows precisely what cards are
going to appear, and when, in the stock.

Don’t allow any one to deal from half the pack. Insist on
the completion of the cut before the deal begins.

Some cheats have a counter for that too, of course. When
they carry the bottom piece over onto the top piece in com-
pleting the cut, they will not quite square the pack. A tiny
step is left, showing them where are the cards they want.
Insist that the pack be squared before the deal.

Signaling

He may look like an authentic kibitzer. But when you're
playing for money, watch him. Satlsfy yourself that no on-
looker with access to your hand is signaling. It is often done
amateurishly—or expertly. It is easy and deadly effective at
Gin Rummy, because all that your opponent needs to know
from his confederate is whether you have a high or low count
in unmatched cards.
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A well-conceived signal system is hard to detect and beat.
If you entertain the merest suspicion that signals are being
passed, play your next few hands too close to your vest for the
kibitzer to see. If your luck unaccountably improves, Q.E.D.

Peeking at Two Cards

This is one of the most flagrant violations in the game and
one of the most forgivable. Reaching for his draw from the
stock, the cheat affects to fumble, and lifts two cards instead
of his one. At a critical stage of the play that glance at your
next card is all he needs to know. .

To protect players against this violation, whether by design
or by accident, I have made it a rule that the stock must be
fanned out on the table. This may not eradicate the danger,
but it will minimize it. And should the violation occur, the
rules provide that the player who has committed it must show
his own card just picked to his opponent.

By thus canceling his advantage this will temporarily make
an honest man oi the cheat.

Recognizable Cards

Some amateur cheats will bend the corner of certain cards
so as to be able to spot them in play. Although the card is
marked to the equal advantage of both players and thus i8 not
a marked card in the professional sense of the term, it is a
cheating device of, by, and for the cheat and against the decent

player. Don’t play with an old or defaced pack of playing
cards.

Cheating on the Count

The practitioners of this crude larceny will keep a fair score
sheet—until the count gets too close for comfort. Then, know-
ing that one point is at times the difference between winning
and losing a game, with its big-money bonuses, they will mis-
call their points in unmatched cards and fan them casually
before you, holding them in their hands. Then they toss them
back into the deck. To prevent this, insist on the rule that
unmatched cards be placed face up on- the table separate from
the melds. And count them yourself.

Also, check the addition of points, not only at the end of
the game but also when each hand’s score is entered; 87 plus
26 might be entered as 103, but it is 113. And it’s so easy to
add up a long score and be just an even 100 points out of the
way. Added wrong? QOops, sorry.
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Shuffling Cards Face Up

Some honest bunglers and many amateur cheats make it a
habit to shuffle the cards face up, or to shuffle them edgewise
to the table in such a way that their faces can be seen. Maybe
it’s just a carry-over from Solitaire or some other game in
which the shuffle is immaterial. But maybe it’s cold-blooded
robbery. Demand of any such player that he shuffle the cards
properly.

Hiding a Card

This is about as old and fully as sand-lot as baseball’s
hidden-ball trick. Like the hidden-ball trick, it has a way of
working entirely too often. After your opponent has knocked,
he lays down his melds, face up, just as the rules provide. His
unmatched cards he likewise lays down, face up, right there
in front of you.

But under his meld he has concealed an unmatched high
card.

It works, unless you glance again at his cards and detect
the shortage. Always count your opponent’s cards to certify
that he has exposed ten of them face up.

The Counterfeit Meld

Do you examine your opponent’s melds closely? If not, you
tempt him to slip in the queen of clubs between the king, jack
and ten of spades. He'll put them down close together and
with a little hocus-pocus about his other cards and “How
many did I get you for?” etc., distract your attention and get
away with it. How many times have you made a similar error
yourself when first glancing at your cards? Watch it.

CHAPTER TWELVE

Other Rummy Gantes—I

Hundreds of kinds of Rummy, hundréds of different Rummy
games, are being played throughout the United States as you
read this. They are alike in these two remarkable ways:
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1. The basic principles are identical.

2. Except when played by professional gamblers, they have
gsome mathematical defect attributable to incorrect rules.

I bhave tried in the succeeding collection of laws to elimi-
nate these mathematical flaws as much as I can without
changing the structure of the game itself.

Most of the games in this chapter have been neglected by
previous authors. To my knowledge they have not appeared
in print up to now. I say “most.” Some writers have alluded
to some of the games, but have given rules either toc con-
fusing or too incomplete to be useful to any one trying to
learn the game, and never adequate enough to settle contro-
versies that arise in any kind of play.

I find these writers copying from each other. The external
evidence suggests broadly that none of them has attempted to
play the game for which they undertake to establish rules.

I have played these games. It has taken me years to collect

the information about them. Some I picked up during off
hours while on lecture tours. Other information I got from
gervice men during the four years I acted as games consultant
to the armed forces’ Yank, the Army weekly, during World
War II. I've played these games.
- Let me interpolate another word by way of prologue. If
you’re a student of the game you’ll observe that I introduce a
few changes of its idiom. These are for the betterment of the
game as a whole. For example:

All present-day compilers, copying from the old Hoyles
dating back to the first American Hoyle of 1845, call the lead-
off man, the competitor who makes the first play after the
deal, “the Age.”

That expression may have been descriptive of something
back in the early 1800’s, but today it is uncommunicative and
useless; try telling your next Rummy player he’s the Age, and
see. From now on, the mam who makes the first play in any
Rummy game, the leadoff man, shall be known as the leader.
Right?

The top card of the discard pile shall be known as the
upcard.

An irregular pack of cards is:

1. A pack that has more or less cards than are required by
the rules of the game being played.

2. A pack that has one or more cards of a design different
from the deck’s, which cards are not specified as permissible
under the rules of the game being played.

A misdeal in Rummy, as in all card games, renders the in-
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volved deal or hand invalid, and a new hand must be dealt
by the same dealer.

An irregular hand is one in which:

1. A player has in his hand more or fewer cards than the
rules of the game command.

2. A player hoids cards foreign to the pack in play.

The other expressions common to Gin Rummy—such as
the meld, laying off, underknock, and so forth, have their cus-
tomary meaning and validity.

One point which I do mean to cover definitely is the location
of the deal and the seating of the players. I've seen entirely
too many bitter arguments and indeed fist fights over players
refusing to deal or to sit at the left of some other player. It’s
time for a final decision on this critically important aspect of
the big-time game, simply because the subject has never been
covered before. I'm not exaggerating when I say it’s critically
important. Why shouid we tolerate a situation in which Player
A can sit all night and throw discards (upcards) to Player B
just because that’s the way they rig the game? If you sit to
the left of a skillful player your chances of being thrown 2
valuable upcard are remote. If you sit to the left of a bad
player, his discard errors will immensely improve your chanceg
of winning.

And far too often confederates will sit next to each other
and cheat with fantastic success by the primitive means of A’s
throwing discards that B can use.

I deem it advisable to formulate rules curing this unhealthy
situation and obviating argument.

Unless otherwise stipulated under each game, the followmg
general rules apply to all games of Rummy described in this
chapter.

General Rules for Rummy Games

SELECTING THE DEALER AND ESTABLISHING
SEATING POSITIONS AT THE TABLE

i. Any player (preferably by mutual consent) shall shuffle
the cards. Player to the dealer’s right shall cut the cards.

2. Player acting as dealer shall deal one card to each player
face up, starting with the player to his left and rotating clock-
wise.

3. Player dealt lowest-rank card becomes the first dealer,
and may select any seat he wants.

4. Player dealt the next lowest card selects any remaining
seat; player with third lowest, any remaining seat; etc.
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5. In case of ties, each of the tied players shall be dealt
another card face up, this to go on until the tie is broken.

6. On completion of each hand, the deal passes to the player
to the left of the dealer of that hand.

THE SHUFFLE AND CUT

1. Dealer shuffles the cards. Any player may call for and
shuffle the pack any time before the cut, although the dealer
has the privilege of shuffling the pack last.

2. Dealer puts the pack of cards face down on the table to
his right. The player to his right has first privilege of cutting
the cards. If that player refuses to cut, any other player may
cut. If all the other players refuse to cut, the dealer must
cut the cards. He cannot refuse! At least five cards must be in
each portion of the cut deck.

CHANGING SEATS

Some players like to change seats after a certain time or
number of hands, but rarely do players agree on when.

Therefore, let us establish that at the end of each hour of
play a new deal is in order as prescribed under the rules for
“Selecting Dealer and Establishing Seating Positions.” This
ruling will make for a better all-around game of Rummy.

NO GAMB

1. If it is established during or at the completion of a hand
that the pack is irregular, that hand is void. If any scores have
been previously entered toward a game, the entire game of
which that hand is a part shall be void, and the game is no
game.

2. If a game is completed and it then is discovered that an
irregu}zg pack has been used, that game and all previous games
are valid.

MISDEALS: YES OR NO?

1. If a dealer or player accidentally turns up a card be-
longing to another player during the deal, that deal is void, a
misdeal is declared, and the same dealer deals again.

2. If the dealer or a player accidentally turns up a card or
cards belonging to himself, that deal stands.

3. If a card is found face up in the pack during the deal,
there is a misdeal.

4. If a card is found face up in the stock during the play,

5. If one player or more has an irregular hand and it is
discovered before the leader has completed his first play, that
deal is a misdeal.
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6. Xf more than one player has an irregular hand and it is
discovered during the play, that hand is a misdeal.

DEAD HAND

If it is discovered that one player has an irregular hand
during the play (after the leader has completed his first play),
that player’s hand is dead. He must put the cards aside, face
down, and be adjudged a loser of that hand.

ON DRAWING FROM THE DISCARD PILE

1. When a play has been made from the discard pile—for
instance, if an tpcard or group of cards or the entire pile has
been picked up as the rules of that game stipulate—and the
card or cards have left the table or the top of the discard pile,
that play cannot be changed. That play must be completed.
A player cannot change his mind. He cannot put the card or
cards back into the discard.

2. A player cannot discard an wpcard he has just taken
until his next turn of play.

DRAWING FROM THE STOCK

1. If a player picks a card off the stock, it is a play, regard
less of whether the player looks at the card’s face or not.

2. But if a player merely touches the top card of the stock,
he does not have to take that card.

3. If a player in the act of drawing the top card sees any
other card in the stock, or any other player has reason to
believe that he has done so, then the first player must show
his card to the rest of the players.

PLAYING OUT OF TURN

1. If a player takes an upcard or cards from the discard
pile out of turn and it is discovered while he still has the card
or cards in his hand, he simply puts the card or cards back on
the discard.

2. If a player out of turn has taken a card off the stock and
has not looked at it, he replaces it on top of the stock.

3. If a player has taken a card from the stock and looked
at it, it is put back on the stock, and the stock is shuffied and
cut. There is no penalty.

4. If a player has played out of turn and it is not discovered
until after that player has completed his play, the play stands
as if it were a proper turn of play, and the player whose turn
it was to play loses that turn. It is up to the player to protect
his own interests at all times.
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MISCOUNT

If a player errs in counting his points, he may correct the
error—if the correction is made before the next player starts
his play.

REARRANGING MELDS

A player may rearrange his melds in any manner he likes,
providing he does so before the next player szarts his play.

ERRORS IN SCORING

If an error has been made in entering or adding scores, it
may be corrected, but not if another game has been completed
following the hand in which the error was made,

Straight Rummy

One of the most widely played games of the Rummy fam-
ily; a game at least as widely played as Draw Poker; a favorite
with gamblers, cops, athletes, children, ministers, and old
ladies; a game in which millions of dollars a year change hands.
This is Straight Rummy, one of the humble ancestors of glam-
orous Gin Rummy.

REQUIREMENTS

1. A standard pack of fifty-two playing cards.

2. From two to six participants.

3. Dealt hands of six or seven cards.

(Note: The variation called Seven-card Straight Rummy is
favored by expert players, because it affords more latitude for
strategy. Six-card Straight Rummy is recommended for two
to five players, the most interesting game being constituted of
four or five. Six may play, but the element of skill is minimized
because the number of draws from stock by each player is re-
duced. Seven-card Straight is played by two to five players,
the ideal game being constituted by four players.)

BEGINNING OF THE GAMRE

Selection of the dealer, seating positions, changing seats,
shuffle, and cut are as provided under “General Rules for
Rummy Games,” page 89.

OBJECT OF THE GAME

1. To go Rummy by laying down the entire hand at one
time in melds of three or four cards of the same rank (kind)
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or three or more cards of the same suit in sequence, like the
melds in Gin Rummy; or

2. To have the lowest total of points in unmatched cards
at the end of the game,

VALUE OF CARDS

For scoring, the ace is low, counting one point; kings,
queens, and jacks count 10 points; all other cards have their
face value.

THE DEAL

Dealing one card to each player clockwise starting with the
player at his left, the dealer gives to each the correct number
gg a?lards (six or seven, as agreed). The dealer gets the last card

t.

(At this point it is the practice of some players to turn the
next card face up on the table, making it the first upcard.
I do not recommend that this card be faced up. It gives the
leader an unearned and unfair advantage.)

The rest of the cards, the remainder of the deck, are placed
face down on the table, formmg the stock.

On completion of each hand, the deal passes to the player at
the dealer’s left.

THE PLAY OF THE HAND

The leader makes the first play by picking the top card of
the stock. He then must discard one card. From that point on,
each player in his turn of play, which goes clockwise, may
take either the upcard or the top card of the stock, discarding
one card to complete his play.

Play continues until & player goes Rummy and is declared
the winner or until . . .

THE BREAK

Should the players fail to go Rummy and should cards in
the stock be reduced to the number of players in the game, we
arrive at a phase of the game called the break. The player
whose turn it is to pick the top card of the stock is called the
breaker.

After the break has begun, a player cannot in his turn pick
the top card of the discard pile (upcard) unless that card can
be used in.an immediate meld.

When the cards are broke (i.e., when fewer cards remain
in the stock than there are players in the game), the player
breaking must put down all hig melds on the table in separate
gets and hold covered in his hand his vnmatched cards. The
pext player does likewise, but may lay off cards if he can on
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any exposed melds. He also holds covered his unmatched
cards. All the players do likewise in rotation.

When the last player has completed his play—

1. He announces the total value of the unmatched cards
still in his possession, and shows the cards.

2. Rotating clockwise, each player in turn does the same
until all the players have laid their unmatched cards on the
table.

3. The player having the lowest score in unmatched cards
is the winner.

Players cannot show their unmatched cards until the last
play has been completed. .

If two or more players have an equal number of points at
the end of the game and the breaker is one of those players,
the breaker wins. If neither of the tied players is the breaker,
the winner is the one closest to the breaker’s left.

THE PAY-OFF

1. Should a player be declared the winner after the break,
either by having a lower card count or by going Rummy, he
receives one unit from each other player.

2. Should a player go Rummy before the break, he receives
two units from each player.

3. Should a player (a) go Rummy on his first pick or (b)
go Rummy by melding his hand in a sequence of the same suit
before the break, he receives four units from each player.

The unit may be any amount agreed upon.

Some players choose to pay off in multiples of the point value
of unmatched cards. In such cases the principles enunciated
above hold good.* Bach player pays the winner on the dif-
ference in points between their scores.

VIOLATIONS AND INFRACTIONS

Violations and infractions of the rules are covered on pages
89 to 92,

Bankers’ Rummy

The most avaricious dream of any gambler or casino opera-
tor is to turn a people’s game into a so-called banking game.
It took years to develop the game of Indian Craps—which is

® When this game is played in clubs or gambling houses, a charge
called a cut is assessed against and paid by the winner and dropped in a
cup on the table, the entirely too familiar kitty. When the game is five-
handed and played for 25¢ or 50¢ a game, the cut is commonly a nickel
or a dime. In any event, it generally runs to about 5 per ceat of the
winnings per hand, five cents on the dollar.
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what at the end of the nineteenth century they called “craps
vulgaris”—into the casino game of Bank Craps. It took years
to develop Bankers’ Rummy. The game was created by Harry
J. Dorey about 1935. Its popularity is greatest in the East, par-
ticularly in Northern New Jersey.

REQUIREMENTS

1. This is a regular six-card straight Rummy game. There
may be from two to six players, including the banker who is
called the book. The game’s terminology derives from Craps
and the horse race track.

2. The game is played with a standard fifty-two-card pack of
playing cards. Two decks are kept on hand to allow change of
decks at any player’s demand. _

3. The operator—another name for the banker or book—
sits in the game, and deals the first hand. Deal moves to the
left clockwise.

THE PLAY

1. Before any deal, the banker shuffles the deck, then hands
it to the dealer to be shuffied again. This is, bluntly, to mini-
mize the chance of cheating. The rules of Straight Rummy
(page 93) apply.

2. Before the cards are dealt, players may make two differ-
ent kinds of bets against the banker:

A. They may bet any amount within the limit on spades.
That means they may bet that in the first round of
cards dealt the player will hold a space higher in rank
than any spade dealt the banker.

Nonplayers around the table, or kibitzers if you insist, can
bet on any player’s hand against the banker too.

First bet is a free bet. No charge is made against it.

But all bets over $2 after the first deal are taxed.

Any $2 bet by any player is a free bet.

But if a player bets any amount over $2 that his spade will
be higher than the banker’s, he must pay a 5 per cent charge
on the amount over the $2 limit.

For example:

A player decides to bet $10 that he will get a higher spade
than the banker in the first six cards dealt. He puts his $10 on
the table before him, and throws the banker 40¢ for the privi-
lege of making the bet. The 40¢ is 5 per cent of the amount
over the $2 free-bet limit. This is a game with plenty of what
the boys call action. That betting charge gives the banker a
considerable edge in what is otherwise a nicely balanced game.
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The house limit usually runs from 25¢ to $75 on any one
player’s spade in any one play.

B. A player may bet that he will call correctly the rank
and suit of two cards out of the first six dealt him be-
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