
10 Games in 1! 
   

HOW TO PLAY CRIBBAGE (The board can also be used as a scoring device for many 

games) 
 

Cribbage can be played by 2, 3, or 4 players.  There are many versions of cribbage and the most 

familiar is Single-handed 5-card Cribbage.  Points are awarded during play or after play, for the 

value of hands and the “crib” (or box).  In 5-Card Cribbage the winning number of points is 61 

(6-card-121 and 7-card-181).  The scoring board consists of columns of 30 holes each, into 

which the scoring pegs are inserted.  The holes are arranged in groups of 5 to ease counting.  

The pegs are moved up the outer column of holes and back down the inner column a total of 60 

holes.   
 

A full deck of 52 playing cards is used.  Aces count as 1, the other cards have their printed 

value on them and the count cards count as 10.  To start the game the players cut, with the 

lowest card becoming the dealer.  The deck of cards are shuffled and then cut by the dealer.  

The dealer then deals 5 cards to each player.  The non-dealer immediately scores 3 points (this 

will be explained later on).  The remaining cards are placed face down between the players.  

Both of the players discard 2 of their 5 card to make up the “crib”.  The “crib” isn’t used during 

play but it counts in the second stage of the game, the “take”.  The cards of the “crib” remain 

unseen during play. 
 

The non-dealer cuts the remainder pack and the card beneath the cut is turned over and put on 

top of the pack.  This card is referred to as the “Turn-Up”.  If it is a Jack, dealer automatically 

scores 2 points. 
 

The object of the game is to put down a card (the non-dealer starting) which, with the previous 

cards, makes a combination for which points are awarded. 
 

The scores are as follows: 

Pair (two of a kind) 2 points 

Pair-royal (three of a kind) 6 points 

Double pair-royal (four of a kind) 12 points 

Run (3 or more consecutive no.’s) number of cards in the run 

15 or 31 (combination of cards totaling 15 or 31) 2 points 

Go (when a player makes the total so close to 31 that the other player cannot play without going 

over 31) 1 point 
 

Total of cards played is added up continuously.  Various combinations are possible with the 

same card.  A card added to make a run of 3 might also, added to the previous card, total 15.  In 

such cases, both points are scored.  A run does not have to occur in the correct sequence (6-8-7 

counts as a run, as does the addition of a 6 to 3-5-4-8-7).  When the total reaches 31, the play 

stage of the game ends. 
 

THE “TAKE” 
 

The 2nd stage of cribbage is the “take”.  The non-dealer begins.  As the cards in the hand are 

turned up, points are awarded as above for the combinations:  15, pair, pair-royal, double pair-

royal & run.  The “turn-up” card is involved at this stage, its value being included in the 

scoring.  Multiple scores are possible. There are 2 additional combinations used in the “take”: 
 

Flush (all cards of one suit) 3 points 

(If the “turn-up” is also of that suit 4 points) 

Jack matching the “turn-up” suit 1 point 
 

The “Crib” belongs to the dealer and is scored as above. But a flush for the rib counts only if it 

is in the same suit as the “turn-up”, in which case it scores 5 points. 
 

HOW TO PLAY DOUBLE 6 DOMINOES (for 2 to 4 players) 
 

Many games may be played with a set of dominoes.  This is one variation.   
 

Before play begins, all dominoes are turned facedown and mixed.  Each player draws five 

dominoes and stands them on edge before him so that his opponents cannot see his domino 

faces.  The remaining dominoes become the draw pile.  Play moves to the left. 
 

Each domino is divided into two parts, or ends, each containing a set of spots.  A double 

domino contains matching ends (6-6, 5-5, etc.), and the player who draws the highest double 

domino places it in the center of the table to begin the game.  If no double was drawn, all 

dominoes are returned to the draw pile, reshuffled, and redrawn. 
 

The second player then tries to match one of his dominoes to one end or side of the double.  For 

example, if the first domino played is a double four, the second player may add any one of his 

dominoes containing four spots on one end.  The next player may play to the double four, or he 

may try to match the end of the second domino played.  Blanks match other blanks.  Only one 

domino may be played at each turn; dominoes are placed lengthwise rather than at right angles, 

except in the case of a double, as shown. 
 

If a player cannot match the spots at any open end of a row, he must draw from the extra 

dominoes until he is able to do so.  Should he draw the last domino and still not be able to play, 

he passes and then tries again on his next turn.  A player must play a domino, if he is able to do 

so.  Doubles are always placed crosswise to the end they match, thereby giving two new 

directions in which to place dominoes.   
 

Play continues until one player has used all of his dominoes or until no one can play.  If no 

further plays can be made, and all dominoes have been drawn, the player with no dominoes, or 

with the least number of points (spots) on his remaining dominoes, wins the round.  He 

subtracts the total of his points from the total of each of his opponents’ points and scores the 

balance of points from each.  Rounds continue until one player scores 100 points.  The game is 

won by the first person to score 100 or more points. 

 

*Players match ends of the dominoes but may play to either end or to either side of a double.*    

 

 

HOW TO PLAY POKER DICE 
 

The first player may take as many as three throws but may stand after the first or second throw 

if he so wishes. 

Following players may not take more throws than the first player. 

After the first throw the player may put aside any of the five dice, or throw all five dice again. 

The player repeats this process up to three throws, but may not throw more dice on the second 

than on the first. 

The scoring value is Ace high down to the Nine. 

The scoring combinations in order of value are as follows: 

 

•  Fives -Five of a kind. 

•  Fours - Four of a kind. 

•  Full house - One pair plus three of a kind. 

•  Straight - A run of Ace to Ten or King to Nine. 

•  Threes - Three of a kind. 

•  Two Pair. 

•  One Pair. 

 

The Game can be played by two or more players and normally runs in legs of three games. 
 
 

HOW TO PLAY CHECKERS 
 

Checkers is a board game for two players.  Each player attempts to “take” (capture and remove) 

his opponent’s pieces or to confine them so that they can not be moved. 

 

Each player has a set of 12 pieces. The object of the game is to “take” all his opponent’s pieces 

or to position his own pieces so that his opponent is unable to make any move. 

 

Start of Play:  The players sit facing each other, and the board is positioned so that the players 

have a playing square (the darker color one) at the left of their first row.  To start playing, each 

player positions his pieces on the playing squares in the three rows of the board nearest him.  

The player with the darker pieces always makes the first move in the game. 

 

Moving:  A player may make only one move at a turn.  As play is confined to squares of only 

one color, all moves are diagonal.  Individual pieces or “men” may only be moved forward. 

Double pieces or “Kings” may be moved either forward or backward.  A piece may only be 

moved into a square that is vacant. 

 

Touch & Move:  Except when he has given notice of his intention to arrange pieces properly in 

their square, a player whose turn it is must when possible make his move with the first piece 

that he touches.  If he touches an unplayable piece, he is cautioned for a first offense and 

forfeits the game for a second offense. 

 

The Limit for Moves:  If a player fails to make a move within five minutes, an appointed time 

keeper shall call “time”.  The player must then move within one minute, or forfeit the game 

through improper delay. 

 

CARD GAMES 
 

Gin Rummy: 

Each player is dealt ten cards.  The twenty-first card is turned face up to start the discard pile 

and the remainder of the deck is placed face down beside it.  The object of the game is to 

arrange as many as possible of the ten cards into sets:  Either sequences (3 or more cards of the 

same suit in consecutive order) or groups (3 or 4 cards of the same rank).  You begin by taking 

one card from either the face-up pile or the face-down pile.  You must then discard one card 

from your hand.  It is then the other players turn to play.  

 

Go Fish: 

The cards rank from ace (high) to two (low).  If 2 or 3 people are playing, each receives 7 cards.  

The remainder of the pack is placed face down on the table.  The goal is to win the most sets of 

4 of a kind.  The 1st player asks any other player for a certain kind of card (aces).  If the player 

being asked has the card s/he hands it over.  So long as s/he succeeds in getting cards his/her 

turn continues.  If s/he has none, s/he says “go fish”.  If a player gets all 4 cards s/he places 

them on the table.  The game ends when all 13 set of four have been won.   

 

HOW TO PLAY BACKGAMMON 
 

First set up the backgammon board: 
 

Sit opposite your opponent with the board between you. 

Choose which player will play the black checkers and which will play white.  Number the 

points starting with 1 from your home board and going to 24 on your opponent's home board. 

Number 1 is the point in the lower right-hand corner near you.  Count the points in a clockwise 

direction. Number 24 is the point in the upper right corner of the "outer board."  Place two 

checkers on the 24 point, five on the 13 point, three on the 8 point, and five on the 6 point.  

Have your opponent place his or her checkers in the same configuration opposite yours. 
 

Now the game starts: 
 

Throw a single die to determine who will get to move first. Roll again if both players get the 

same number.  Move first according to the roll of the dice if you rolled the higher number, but 

keep in mind that you must use both dice to determine your first move. Number points 1 

through 24 starting with the point on the upper right-hand corner farthest away from you.   

 

 

 
 
 
 

 



   

HOW TO PLAY BACKGAMMON (Continued) 
 

Move in a counterclockwise direction, and notice your opponent moving counterclockwise also.  

Move onto open points only; you aren't allowed to move onto points with two or more opposing 

checkers. Move checkers separately or in pairs.  Move all the pips shown on the dice. Play the 

larger number if you can only use one of the two numbers or as many of the doubles.  Place 

your opponent's checker on the bar when you hit a blot.  Commence bearing off when you've 

moved all of your checkers into the home board quadrant. 
 

Doubling 
 

Rest the doubling cube on the bar at the beginning of play. 

Propose to double the stake of the game before you take a turn if you think you're well enough 

ahead to warrant it. 

The game is won if your opponent forfeits the double.  Continue playing if your opponent 

accepts. Be aware that your opponent may redouble if the game situation changes.  Note that a 

gammon doubles or a backgammon triples the stake of the cube. 
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HOW TO PLAY CHESS 

 

The game of chess is considered to be one of the oldest of games in the world.   
 

Chess is played with thirty-two pieces, each player having a set of sixteen pieces (dark pieces vs. 

 light pieces), shown below: 

 
Each player has one King, one Queen, two Bishops, two  

Knights, two Rooks and eight Pawns. 
 

Chess is played on a checkered board, divided into 64 squares in two colors.  The chessboard is  

placed between players, so that each player has a light square at the right hand corner of the board. 
 

The following symbols are used to represent different pieces and assist players in following diagrams. 

                                         

At the start of a game, pieces are arranged as shown in diagram No. 1.  The player using the lighter 

 pieces moves first to start. 

 

                                                                   
 

The King can be moved to any square adjoining the square it occupies, & captures in the same manner 

 any unprotected opposing piece.  

 

                                                                                
The Queen is the most powerful piece on the board and moves and captures on the rank, the file and the diagonal in 

any direction & over any distance over unoccupied squares.  In the above diagram (No. 2) the spaces marked with an 

“x” indicates the squares to which the Queen may move. 

 

 

 

                                                      
 The Rook (or Castle) is the next most powerful piece and moves and captures on the rank and file only, 

 over unoccupied squares.   In the above diagram (No. 5) the spaces marked with an “x” indicate the  

squares to which the Rook may move. 
 

                                                                                             
 

The Pawn moves forward only, and excepting for its first move, only one square at a time.   

Each Pawn, for its first move, has the privilege of moving two squares (No. 6), at the option 

 of the player.  The Pawn is the only piece that does not capture as it moves.  It captures on 

 either of the two diagonal squares adjoining it in front (No. 7).  Each Pawn that is moved to a 

 square on the  

 eighth rank must be exchanged for a Queen, Rook, Bishop or Knight of the same color without 

 regard to the number of such pieces. 

 OBJECT OF GAME 
 

 A.  Check 

 The King is in check when he is attacked by the opponent’s piece or pawn.  His capture is not 

 permissible.  Player making check        must say “check” when he is attacking opponent’s King.   

Opponent must do one of three things. 
 

1. The King must move out of check. 

2. The hostile piece that checks must be captured. 

3. A piece or pawn must be placed between the King and attacking piece. 
 

As the object of the game is the capture of the opponent’s King, the game is lost if none of the 

 three things can be done.  The “check” then turns into a “checkmate”. 
 

B.  Checkmate 

This means the King is dead.  When the King is checked and cannot move out of check,  

interposing one of his own pieces or pawns or capturing the hostile piece, then he is in checkmate 

 and the game is over (No. 9). 

   

 
The Bishop moves and captures diagonally in any direction over unoccupied squares.  In the above diagram (No. 3) the spaces 

marked with an “x” indicate the squares to which the Bishop may move. 
 

                                                                                           
The Knight moves in small L-shaped jumps.  It moves and captures in any direction by a movement combining the moves of the 

Rook and the Bishop, that is, it moves one square, which final square must not adjoin the square from which the Knight is 

moved, such movement constituting one move.  Thus it will be seen that the Knight moves to the farthest corner of a rectangle 

composed of six squares, and always moves to a square of the opposite color to the one on which it started.  Thus a Knight can 

attack any other piece except a Knight without being threatened by that piece.  In the above diagram (No. 4) the spaces marked 

with an “x” indicate the squares to which the Knight may move. 

 



 

 

How to Play Solitaire 

 

Place all of your marbles in the solitaire game board for your solitaire board game. There should be enough marbles so that you can 

fill up every hole on the game board. 

 

Remove one of the marbles on the game board. In the classic version of the solitaire board game, you should remove the center marble 

from the playing area. You can actually choose any hole you wish, though. 

 

Start the solitaire board game by jumping any marble you wish with another marble. You can only jump one marble at a time, though, 

and there must be an empty space next to the marble that you jump to place the jumping marble into. 

 

Remove the marble that you jumped from the game board. You can either keep it on the well of the game board or the canvas pouch 

that came with your solitaire board game. 

 

Continue jumping marbles until you can not jump any remaining marbles on the playing board. It is possible to have marbles next to 

each and not be able to jump if there are no open holes in the direction you are jumping. 

 

Count the number of marbles remaining on your solitaire game board. A perfect score is one marble remaining in the hole that you 

originally left empty. The next best score is having one marble left anywhere else on the game board. If multiple players are taking 

turns and playing against each other, the player with the fewest marbles remaining is the winner. Ties are possible in the solitaire 

board game. 

 

 

 
How to Play Tic Tac Toe 

 

• Choose who goes first. 

• The first player chooses to use either X’s or O’s as their playing pieces.   

• The player who has the X’s always goes first. 

• Alternate turns until either there are three in a row of one symbol either horizontally, vertically, or diagonally or the grid is 

filled and no one has won. 

• If there is a winner at the end of the game, they will be the X’s in next game and therefore go first. 

 

Object of the Game 

 

The object of the game is to be the first player to place three of your symbols (X’s or O’s) in a row either horizontally, 

vertically, or diagonally. 

 

Tips & Warnings 

 

• The center space is arguable the best one to get first. 
• Starting in an outside middle space can be a bad move if you have a clever opponent. 
• It is said to be a “Cat’s Game” when no one wins. 

 

 

 

How to Play Chinese Checkers: 

• This is a game of challenge for two to six players.  The object is to gain control of the star point directly opposite yours.  The 

first player to do so wins. 

• When an even number of players participate, opposite star points should be put into play.  When three people play, use every 

other star point, or a star point opposite one that is unoccupied. 

• Each player selects ten pegs of one color and arranges them in his star point, starting with the outermost hole. 

• Moving in turn, each player advances a peg in any direction, following the lines. 

• A move is completed when the peg is placed in an adjacent hole, or jumps over another peg into a hole beyond. 

• Only one move may be made at a time except when jumping, then, any number of jumps may be made, including zig-zag 

jumps. 

• At no time are pegs removed from the board during play.  Eventually, all pegs must be moved; a player cannot leave a peg in 

his star point simply to prevent an opponent from gaining control, or he will lose the game.  Players may jump their own pegs 

or their opponents.  



 


