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Setup:
Poch is a card game for 3 to 6 players. It is played with a 32-card deck with four suits of ace, king, queen, jack, 10, 9, 8, and 7. Each player starts with the same number of coins (about 40). Before play begins each player places a coin in seven of the eight compartments on the board: A, K, Q, J, 10, K-Q (marriage), and 7-8-9 (sequence). The eighth compartment, Poch, is used later. After the initial ante is paid, each player is dealt 5 cards. The dealer then turns up a card from the deck as trump.
Play:
The game is played in three phases. You will be using the same hand of cards for each phase. The first phase is sweepstakes. Anyone holding the card or cards in the trump suit matching one of the seven compartments collects the coins from that compartment. If someone holds both the king and queen of trump, they collect the marriage compartment in addition to the king and queen compartments. If someone holds the seven, eight and nine of trump, they collect the sequence compartment. All unclaimed wagers are carried over to the next deal.
The second phase is similar to poker. Players take turns betting, raising the bet or dropping out. Bets are placed in the Poch compartment. Once every player has either matched the bet or dropped out, hands are compared. The winning hand is the one with the best combination: four of a kind, three of a kind, a pair, or no pair. In the case of ties, higher valued cards beat lower valued cards.
In the final phase, beginning with the winner of phase two, players take turns placing cards on the table trying not to exceed 31. Face cards count for 10, aces 1. If the next person cannot stay under 31 they do not play a card. The person who put down the last card receives a coin from each player and they then begin the next sequence by laying down a card. The first person to run out of cards receives one coin from each player for each card still remaining in their hand.
The game ends after each player has had a turn to be dealer. Any coins left on the board, after the last hand, are lost. (Option: On the last deal any coins left in the first seven compartments are moved to Poch and won in the second phase.) The player with the most coins is the winner.


http://www.knauer.org/mike/sca/classes/poch.html

Losing Loadum

For any number of players using a standard 52 card deck.

Background

Losing Loadum is a trick taking game whose object is to avoid taking tricks which contain loaders - the only cards worth points. When a player collects 31 or more points worth of loaders he is “out.” The loaders and their point values are:
Ace 11 King 3 Jack 1
Ten	10	Queen	2 All other cards are worth nothing.
There is a trump suit in the game, but it is kept hidden at first (see game play for details).
When played as a gambling game. Every player puts in an equal stake and the last player remaining in the game wins everything.

Setup

At the start of the game, each player will get three counters. Each time a player goes out, he will lose one counter. When a player has lost all their counters, he is eliminated from the game. There is no way to get additional counters. For a faster game each player can start with fewer counters. I recommend starting with only two counters for your first game.
An equal number of cards are dealt to each player but not all the cards. For example, if there are four players they will each get 12 cards (with four cards left over); if there are five players they will each get 10 cards (with two cards left over). On subsequent hands as players are eliminated, each player will get more cards. The remaining cards are left face down in a pile.

Play

The player to the dealer’s left (the eldest hand) begins the first trick by playing any card. The remaining players, in order around the table, must each then play one card of the same suit. Only if a player has no cards of the suit led may she play another card. Playing off-suit when she still has cards of the suit led will cost the player all of her counters and eliminate her from the game.The first time someone plays off-suit, that person looks at the top card of the leftover pile. The suit of this card is trump for this hand. The suit is announced and then the card is returned face down to the pile. The trump suit is only revealed this one time during the hand and it is up to the players to remember what suit it is. When playing off-suit, players are not required to play a trump card as is common in some trick taking games.

The winner of the trick is the player who played the highest trump card or, if no trumps were played, the player who played the highest card of the suit led. Aces are high followed by the King, Queen, Jack, 10, 9, etc. down to the 2. The winner collects all the cards played in the trick and then starts the next trick.

When a player has collected 31 or more points worth of loaders she is out and must turn in one counter. Once a player is out, the hand ends, all cards are collected, the player to the previous dealer’s left becomes the new dealer and a new hand is dealt. If the hand reaches its natural end (all players have played their last card), then the player with the most loaders is out. When a player loses her last counter, she is eliminated from the game.
Once the hand has ended, so long as there are players still in the game all the cards are collected and a new hand is dealt. The last person left with a counter is the winner.

Additional Rules and Concepts

Challenging – If a player suspects that another player has gotten 31 or more points already, then that player may be challenged. The challenged player must show his loaders to see if they total 31 or more. If they do, he is out. If they do not, then the challenger is out. A player may challenge someone after he has gotten 31 points himself, to show that the other player should have gone out before him (and if the challenge is successful, that player will be out, but the challenger will not). Either way, only one person will be out and the hand will end.

Swallowing – Swallowing the trick is when there is a trump card in the trick, but a player does not realize it and takes the trick that should have been won by the trump. The player of the trump will no doubt gladly let someone else claim the trick (and any loaders it may contain).

Guarded – A loader is said to be guarded when a player has a low (2, 3, etc.) card of the same suit in his hand.

Exchanging – When a player has a loader that is not guarded, he may try to exchange it with another player. To exchange a card a player must ask if anyone would like to trade “A coat for a coat” if the card is a Jack, Queen or King, or “A card for a card” if the card is an Ace or Ten. Do not say what card or which suit – but if both cards in the trade are of the same suit the trade is cancelled and the cards are returned to their original owners. To keep the game moving, exchanges should only take place between tricks.

History

Losing Loadum (or Loosing Lodum or Lodam) can currently be traced back to at least 1586 where it is mentioned in the Earl of Leicester's household account book. In 1591 it is mentioned in John Florio’s Second Fruites to be Gathered of Twelve Trees. The 1653 English translation of Francois Rabelais’ Gargantua and Pantagruel lists a game called “losing load him”, whereas the original French from 1535 lists “à qui gaigne perd”. This translates roughly to “who gains loses”; a description which fits this game, but does not positively identify it.

This reconstruction is based off of the rules found in Francis Willughby’s A Volume of Plaies written around 1665 but unpublished until 2003. This is the only known description of how the game is played.

About the Reconstruction

In the original text, Willughby writes “When the cards are dealt round, they play as at Ruffe without turning up trumpe”. In this reconstruction, I am assuming that he means just the trick taking part of Ruffe, since in his rules for Ruffe he writes “As soon as the ruffe is showed and proved to be as manie as hee said it was, they begin to play...”

Willughby does not say exactly what happens when a player goes out, but I believe that the Challenge implies that the hand does not continue. Why risk challenging someone if not to show that the hand should have ended earlier and that you were not the first person out.
I state that the game is for any number of players because it is possible to play this game with up to 51 players (Although it would be very difficult, and until you get down to 25 players whoever is dealt the highest trump card will be out.) A more realistic limit might be 2-12.

Willughby does not say when an exchange can or can not take place, so my first instinct is to let them happen whenever somebody wants to try. In the reconstruction I’ve limited exchanges to between tricks, but it would be interesting to see how allowing them during the tricks would change the game play.

Sources

Willughby, Francis, A Volume of Plaies (c. 1665). Published in 2003 by Ashgate Press under the title “Francis Willughby's Book of Games”
Ghory, Imran. Dating Period Card Games webpage. http://bits.bris.ac.uk/imran/games/cards.html via the Internet Archive (www.archive.org)
Bald, R. C. "Leicester's Men in the Low Countries," Review of English Studies, 1943, p 395-397.
Reconstruction By
Michel Wolffauer (mka: Mike Knauer) mike@knauer.org http://www.knauer.org/mike/sca/classes/ Last updated: 8/20/2006

http://www.knauer.org/mike/sca/classes/Class_-_Losing_Loadum.pdf


Gleek

A card game for 3 players, using a standard (though reduced) deck

History

Gleek (sometimes spelled Gleeke, Gleke) is mentioned in several publications during the first half of the 16th century. The earliest is known reference is from a book titled The chirche of the euyll men and women, published in 1522.
This reconstruction is based on the rules which are found in Francis Willughby’s A Volume of Plaies written around 1665 but unpublished until 2003. Willughby refers to it as “one of the best games at cards.”

Background and Definitions

Gleek is a trick taking game, but with several stages of play before the trick taking portion. Like most period games Gleek is a gambling game with several ways to win and lose. The game uses a regular deck with the 2s and 3s removed, so that you are left with 44 cards. The cards are ranked with the ace high, followed by the king, queen, jack, 10 and so on down to the 4.

Eldest - The player to the left of the dealer. Between any two or more players, the eldest is the one closest to the left of the dealer.

Trump - A suit, selected at the beginning of the game, which beats all other suits when taking tricks. Ruffe - The largest set of same suited cards. In Gleek, not all the cards are counted equally. Also
found spelled “ruff”.

Gleeke - Three of a kind. Same word as the name of the game, but I will spell this with the extra ‘e’ to distinguish it from the game.

Murnivall - Four of a kind. Also found spelled “murnival” and “mournival”. Tyde - The 4 of Trumps. Worth 2 from each player to the player who holds it, as a consolation for
getting the worst trump card. Can be collected right away or when the card is played. Tom - The Jack of Trumps.

Tib - The Ace of Trumps. Honors - These cards are worth bonus points at the end of the game to the player who wins them in
a trick. They are Tom, worth 9; the King and Queen of Trumps, each worth 3; and Tib, worth 15.

Setup

Choose a player to be the first dealer and have them deal 12 cards to each player. Cards are normally dealt four at a time.

The remaining 8 cards are called the stock. The top card for the stock is turned face up to determine the trump suit for this hand.Play

Buying the Stock

The first stage, after dealing the cards and revealing the trump suit, is buying the stock. The eldest must begin the bidding with a bid of 12. After that, each player in turn may raise the bid or pass. When no one will raise the bid any more, the player who won the bid pays half of their bid to each of the other two players. If the bid was an odd amount the extra 1 goes to the player who made the second to last bid.	The winner then discards, face down, 7 of their worst cards and takes into their hand the 7 face down cards from the stock - leaving the card showing trump. Your goal in buying the stock is to get rid of low, non-trump cards, and replace them with better ones.

Vie the Ruffe

The second stage is to vie the ruffe. To vie the ruffe is to claim to have the most cards of a single suit. When counting cards for the ruffe, face cards are worth 10, aces are worth 11 and all other cards are worth 1. A murnivall of aces will beat any ruffe. The eldest has the first option of vying for the ruffe or passing, then on around to the other players. If everyone passes, the ruffe is not claimed this hand its value is doubled for the next hand. If one player vies, then the other players have the option of passing, seeing or seeing & revying. Passing means you believe the vying player has a better ruffe then you, so you are dropping out of vying for the ruffe. Passing will cost you at least 2. If both other players pass, then the ruffe is not shown. Seeing means you believe you have a better ruffe. All players who see reveal their ruffe and the player with the best ruffe collects 4 from anyone who sees. Seeing and revying is similar to seeing and raising - the other players must now pass, see or see & revie (again). The amount owed to the winner increases by two each time it is seen or seen & revied.

A player who passes may not re-enter vying for the ruffe, but only owes the amount that was set when they passed.

Amount owed: Not vied = 0, but all amounts for the ruffe are double on the next hand. Vied and not seen = 2 Vied and seen = 4 Vied, seen & revied and not seen = 4 Vied, seen & revied and seen again = 6 Vied, seen & revied, seen & revied a second time, and not seen = 6 Vied, seen & revied, seen & revied a second time, and seen again = 8 ...

An easy way to keep track of the amount owed is to create a pot in the middle and pay into it as you go. As soon as one person vies, everyone puts in 2. If you see it, you and the vying player each put in another 2 (if they haven’t already passed, the third player may at this time also see and put in 2 more as well). If all three players are still in, wait for the third player to see or pass before revying. At the end, the winner collects the pot.

Gleekes and Murnivalls

The third stage is gleekes and murnivalls. If you have a gleeke or murnivall of face cards or aces, you collect from each of the other players. Gleeke of jacks is worth 1, queens 2, kings 3 and aces 4. Murnivalls are worth twice those amounts. So a player with a murnivall of aces will collect 8 from
each of the other two players. You may use the card which is showing trump to make a gleeke if you have two of them in hand. Players need only announce what they have; they are not required to show them.
Trick Taking

The final stage is trick taking. The eldest begins by playing a single card face up. The next player must play a card of the same suit and with a rank of a ten or higher. If they do not have a ten or higher, they must play their largest card of the same suit. If they are out of cards of that suit, they may play a trump card (or any other card). The third player must follow suit if they can, and if not they can play any card. Highest trump wins the trick, or if no trumps were played, then the highest card of the suit led wins.	The winner collects the cards and lays them aside. The winner then begins the next trick.

Once all twelve tricks have been played, each player counts the number of cards they collected. To this they add the value of any honor cards that they collected. If the card from the stock that is showing trump is an honor card, that bonus goes to the dealer. You owe for each point you are below 22, and you collect for each point you are over. If you have exactly 22, you have broken even on this stage.

After everyone has settled up, the eldest becomes the new dealer and starts a new hand. The game continues for as long as the players wish.

Additional Rules and Concepts

Being Taken - When the eldest is forced to take the stock against his will, and loses better cards then he gets back.

Hoisting the Stock - To raise the price of the stock without intending to win it. The idea is to convince the other two players that the honor cards are in the stock when they are really in your hand.

Challenging - Because gleekes and murnivalls are not shown, it is possible for the player who won the stock to overstate what they have when in fact some of the cards were discarded for the stock (any other player would be easily caught). A player who believes this to be true (because the claimed cards were not all played), may challenge the player. The challenger may look at the cards that were discarded for the stock and if they find what they are looking for the challenged player pays back double what they took for the gleeke or murnivall.

About the Reconstruction

Willughby does not give the full details on each stage of the game, specifically the ruffe and trick taking portion. In those cases I have drawn on his descriptions of the games Ruffe and Trump, to fill in the missing details.

Playing with 4 or More Players

Willughby states that by changing the deck size, hand size and the values for the honors you can adjust the game for different numbers of players. One catch is that the stock needs to be at least four fewer cards then the hand, because a player must be able to keep all four honors if they have been dealt them. All four honors need to be in play; otherwise the scoring at the end will not work out evenly. Alternately, Willughby suggests you could allow a player to discard a few cards, then collect the stock and discard the rest. Below are some possible arrangements (with the 3 player version of reference). In those cases where you are using 48 or 52 cards, Tyde become the 3 of Trump or 2 of Trump respectively.
Sources

Willughby, Francis, A Volume of Plaies (c. 1665). Published in 2003 by Ashgate Press under the title “Francis Willughby's Book of Games”
Ghory, Imran. Dating Period Card Games webpage. http://bits.bris.ac.uk/imran/games/cards.html via the Internet Archive (www.archive.org)
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Michel Wolffauer (mka: Mike Knauer)	Last updated: 8/11/2008 mike@knauer.org	http://www.knauer.org/mike/sca/classes/
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	2 Players
	3 Players
	4 Players
	4 Players (alt)
	5 Players
	5 Players (alt)
	6 Player

	Deck Size
	44 Cards
	44
	44
	48 (no 2s)
	44
	52
	52

	Hand Size
	17 Cards
	12
	10
	10
	8
	9
	8

	Stock Size
	10 Cards
	8
	4
	8
	4
	7
	4

	Tom
	9 Points
	9
	8
	8
	9
	9
	9

	King & Queen
	3 points
	3
	3
	3
	3
	3
	3

	Tib
	15 points
	15
	14
	14
	15
	15
	15

	Break Even
	32 points
	22
	17
	17
	14
	15
	13

	1st Discard
	9 cards
	7
	3
	6
	3
	5
	3

	2nd Discard
	0 cards
	0
	0
	1
	0
	1
	0




Laugh and Lie Down
(3-7 players, best with 5 or 6) (Standard 52 card deck)

Terms

Pair: Two cards of the same rank. 		Pair Royal: Three cards of the same rank (three of a kind). 
Mournival: Four cards of the same rank (four of a kind). 
Breakeven Point: Number of pairs needed to break even (owe nothing extra, but win nothing).

Playing the Game

Setup: Before beginning agree upon a stake. Find the number of players on the Cards and Stakes table. Choose a dealer for the first round. The dealer and each player then antes the number of stakes indicated. Note that the dealer always antes more then the other players. 

Deal: Deal the indicated number of cards to each player. Place the remaining cards face up in the center of the table. Dealer gets any mournivals on the table.
Go around; in turn, do one of these: 

	Play from table: Take one or three cards of the same rank from the table and match them with one card from your hand. Place the two or four cards face up in front of you. 
	Play from hand: If you have a mournival in your hand you may play it in front of you. If you have a pair royal in your hand, you may play a pair from it (may need to show the third card). If you have a pair in your hand, and the other pair from that rank has been played already, you may play it in front of you. 
	Lie Down: If you can not play from the table or your hand, you must lie down. Place all the cards in your hand face up in the center of the table. Hold onto any pairs you made - they will be used in scoring at the end of the game.

Endgame and Scoring: When only one player is left, the hand ends. The last player may not make any more pairs. The remaining cards in the final player’s hand and any on the table go to the dealer. The last player out then gets the stakes from the pot indicated by the above table. Every player then pays or gains stakes from the pot based on the number of pairs the played. For every pair less then the breakeven point, pay one stake to the pot, for every pair greater then the break even point, take one stake from the pot. There should be no stakes remaining in the pot at the end of each hand.

Michel Wolffauer (based on Justin du Coeur reconstruction), December 10, 2009 Full version found at: http://www.waks.org/game-hist/game-recon-laugh.html


Mistakes
Willughby recommends that this be played as a fast-paced game, and notes that mistakes are common. In general, if you catch someone else's mistake, you can benefit from it.
If the dealer overlooks a mournival on the table, the person who notices it first can take it. (Give the dealer a chance to notice it, though.)
If a pair royal is on the table, and a player takes only one of it, the player who notices can take the other pair.
If you have a pair royal in your hand, and only lay down a pair of it by you, someone who notices that when your cards are laid down can take that remaining pair.
Strategy
Willughby notes a number of strategy points. The general thread is that if you have a certain mate, leave it for last -- you want to get as many chances to mate as possible.
· If you have a pair royal in your hand, and the fourth is on the table, leave it for last -- no one else can take it.
· Similarly, if you have a pair in your hand, and the corresponding pair is on the table, leave it. If a pair is on the table, and you have a third, you are guaranteed one of the pair on the table, so leave it.
· However, if you have a simple mate -- you have a single card which matches a single card on the table -- take it as soon as possible.
Note also one important point that Willughby only implies -- winning the last trick is worth a lot. Besides implying that you will have won a number of tricks, it also gains five stakes extra. This is an even bigger reason to make sure that you can stay in as long as possible: to win that last-trick pot.
Game of Tarot

The Game:

Playable by 2-6 people, this is a trick taking game. There are four suits with 14 cards each (King, Queen, Knight, Page, 10 - 1), plus 21 Trump cards and the Fool. Trump cards are ranked 21 (XXI) down to 1 (I) and beat any suit cards. Swords and Staves are ranked King, Queen, Knight, Page, 10-1, while Cups and Coins are ranked King, Queen, Knight, Page, 1-10 (so a 4 of Cups will beat a 9 of Cups). The Fool is a special card and not ranked (always loses a trick). Randomly choose one player to be the initial dealer.

The dealer deals twelve cards to each player. The player to the dealer’s left leads the first trick, and the winner of each trick leads the next. You must follow suit if possible; if you cannot, you must play a trump if you have any. If a trump is led, you must play a trump if possible. If you do not have any cards in the suit led or any trumps, you may play any card. The trick is won by the player who played the highest ranking trump, or the highest ranking card of the suit led if no trumps were played. The winner of the trick collects all the cards played in that trick and adds them to their score pile.

The Fool, called the Excuse, may be played at any time regardless of whether the player can follow suit or not. The Fool can never win a trick, but when played it is not claimed by the winner of the trick. Instead it is retrieved by the owner and exchanged for a card from their own score pile. So the person who played the Fool, adds it to their score pile, but gives the winner of the trick a card from their score pile. If they have no other cards, then the trick winner may claim the Fool as their replacement.

If the Fool is led, it is essentially invisible; the next player can play whatever card he feels like, and subsequent players should consider that card to be the lead for the trick.

Scoring:

After all the tricks are played, each player totals up their resulting score. Starting at -12 points for the 12 cards they were dealt add points as follows for each card taken:

	Trump 0: The Fool
	5 Points
	King
	4 points

	Trump XXI: The World
	4 Points
	Queen
	3 points

	Trump I: The Magician
	4 Points
	Knight
	2 points

	Every card including these
	+1 point
	Page
	1 point




The other cards do not count towards the score, except in counting how many cards held. Record everyone's points. The deal passes to the right and another hand is played. The points from each hand are added to each player's total. You can play to a specific point total like 50 points, or play until all players have had a turn at dealing at which point the player with the most points wins.

The History:

Playing cards arrived in Europe during the latter half of the 14th century probably not much earlier than 1370. The first documented appearance is in Spain. In the Middle East, specifically Egypt, playing cards had been known for a few hundred years already. These early decks were made up of 52 cards divided into four suits much like the modern playing cards we know with only a few differences. The earliest suits were swords, polo-sticks, cups and coins. Each suit included pip cards from 1 (Ace) to 10, as well as three court cards: a King and two deputies (sometimes called marshals). The two deputies were distinguished by the way they held their suit signs - the higher ranked one held his suit upright and the lower ranked one held his down holding it from the top. The use of corner indexes and double-headed court cards were much later additions (18-19th centuries).

As cards and card games grew in popularity through the 14th and 15th centuries, people started experimenting with different deck configurations. Sometimes it was a reduced deck. Other times it was changed by adding cards (such as the Queen). Around the 1440’s an additional group of cards, called the triumphs or trumps, were added to create what we know as the Tarot deck. These cards were used in a variety of trick taking games beginning in Italy (where it was called Tarocchi) and spreading to France and the rest of Europe. The occult uses of the Tarot cards did not start until the 18th century.

The version presented here is based off of Master Justin du Coeur’s “Early French Tarot” reconstruction, which in turn is based off of a game presented in Michael Dummett’s The Game of Tarot. While it is slightly post period, it does give you a good feel for how the games were played.

Sources:

Dummett, Michael The Game of Tarot. Duckworth, London, 1980 Twelve Tarot Games. Duckworth, London, 1980
Parlett, David A History of Card Games. Oxford University Press, Oxford, 1991
Waks, Mark (aka: Master Justin du Coeur) “Game Report: Early French Tarot” http://www.waks.org/game-hist/game-recon-tarot.html

Teacher:

Michel Wolffauer (mka: Mike Knauer) mike@knauer.org http://www.knauer.org/mike/sca/classes/ Handout last updated: 8/21/2005
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