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INTRODUCTION

    WHAT IS CRIBBAGE?

    CRIBBAGE, OR CRIB AS IT is sometimes known as, is a card game, traditionally for two players, but can also be played by three, four or more. It involves playing and grouping cards in combinations which will score points. It uses a distinct board to keep track of the score, has two scoring phases and a unique scoring system, which gives points for cards which total fifteen, for pairs, triples, runs and flushes.

    HISTORY

    I will not love one minute more, I swear!

    No, not a minute! Not a sigh or tear

    Thou gett’st from me, or one kind look again,

    Though thou shouldst court me to’t, and wouldst begin.

    I will not think of thee but as men do

    Of debts and sins; and then I’ll curse thee too.

    For thy sake woman shall be now to me

    Less welcome than at midnight ghosts shall be.

    I’ll hate so perfectly that it shall be

    Treason to love that man that loves a she.

    Nay, I will hate the very good, I swear,

    That’s in thy sex, because it doth lie there, -

    Their very virtue, grace, discourse, and wit,

    And all for thee! What, wilt thou love me yet?

    Love turned to hatred, by John Suckling

    Cribbage was invented in the 1630s by Sir John Suckling, a poet. He was also a famous courtier and gambler. His invention was an alteration of an earlier game, named noddy. The main alteration was the invention of the crib. Cribbage became popular with sailors and was a popular pastime in the navy during the second world war. It became especially popular among American submarines patrolling for Japanese ships.

    The cribbage board predates the game of cribbage and was used in other games. Legend has it that in 1943 and incident happened aboard the Navy submarine, the USS Wahoo. The Wahoo was on its fourth war patrol and been ordered to go to the extreme northern reaches of the Yellow sea. No sub had ever gone here before. There are shallow waters near the Dairen Peninsula and a lot of the crew were growing nervous as thy moved towards this dangerous territory.

    Dudley ‘Mush’ Morton was sub’s commander and Richard ‘Dick’ O’Kane was the executive officer on board. They decided to try and ease some of the tension among the crew, on this difficult voyage. They began a game of cribbage. Morton dealt O’Kane four fives and a jack; a perfect hand in cribbage. This hand gives the highest possible score for any combination of cards in the deck.

    Someone grabbed some paper and a pencil and did some quick calculations. It was discovered that the odds of being dealt this hand were 216,000 to 1. An occurrence that may never happen in the lifetime of the average cribbage player. The crew was astonished and felt blessed to have such a lucky man on board the ship. O’Kane had his crew members sign the cards and he framed them, hanging the good luck omen on the wall.

    Admiral O’Kane went on to have the distinction of participating in more successful attacks on Japanese ships than any of his peers, during the war. The patrol in the lucky submarine survived their endeavor into the rocky waters and at the end of its life, the Wahoo set a record for sinking the most ships during the war. O’Kane went on to have a lot of luck in all aspects of the war, becoming one of the most renowned captains to sail, breaking records wherever he went. Although he was captured by the Japanese, during the war, he survived the war and was awarded the Medal of Honour for his daring feats during his submarine’s final operations.

    O’Kane’s lucky cribbage board has become an important tradition among submarine crews and captains. Since the Second World War, it has been passed constantly along to the oldest active submarine in the fleet, being passed to the next when the current submarine is decommissioned. It is currently housed on the USS Bremerton, which set sail in 1978.

    
    


HOW TO PLAY

    THE BASICS

    CRIBBAGE IS USUALLY PLAYED WITH two people, though it can be played with three, and with four players, splitting four players into two teams of two players each.

    Cribbage uses a standard deck of 52 cards. The cards are ranked from Ace, which is considered low, to King, which is the highest card. The ace counts as a ‘1’, the number cards count for their displayed number, and the face cards (Jack, Queen, and King), count as ’10’.

    Cribbage is also played with a board. These boards come in many shapes and forms and we will talk a little more in depth about them later. All we need to know, for now, is that a cribbage board has two or three rows of 121 holes. The board comes with pegs which can be used to track the score. The pegs come in pairs, with each pair a different color.

    The aim of the game is to score 121 points before your opponent.

    THE START

    For the purpose of the guide, I will be talking about a two player game and will delve into three and four player games later. To decide who will start the game, both players should cut the deck, with the player who cut the highest card gaining the advantage. If the same rank of the card is cut, then shuffle the deck and cut again.

    Both players should choose which pegs they are going to use for scoring and either has them in front of them or if there is space on the board for starting pegs, insert them into the holes.

    The player who cut the lowest card deals. The deal then alternates between the players. The dealer should shuffle the cards well and offer the deck to their opponent, for the opponent to cut the cards and take away any notion of cheating. The dealer should deal, with the first card going to their opponent, six cards to each player, face down.

    Once the cards are dealt, the dealer places the deck in-between the players. Players should then choose their four best cards to make up their hands and discard two cards into the crib. The crib will now have four cards. The crib belongs to the dealer and is left face down until the end of the hand. Once the hands have been chosen, the dealer will flip the top card of the deck face up, to complete the three hands. This card becomes a part of the dealer’s hand, the nondealer’s hand, and the crib.

    The game is now split into two phases of play: Pegging and Counting.

    PEGGING

    The first phase in cribbage is pegging. During this stage, both players will take turns to lay down a card and try to attain points. Cards can only be laid down one at a time and there are various ways in which points can be scored, which I will go into below. It is the player who did not deal who will go first.

    To play a card, simply choose the card you wish to play and lay it down. When you lay down the card, you announce the accumulative total of the cards which have been played. Cards can only be played while the total is less than or equal to 31. A player cannot play a card which would take the total over 31. The cards being played are kept separate from the opponents as the hands will need to be scored later.

    When a player plays a card they announce it. If on the first turn a player played a four, then they would announce ‘four’. The next player plays a king, they would announce ‘fourteen’. The next player plays a nine and announces ‘twenty-three’. The next player plays an eight and announces ‘thirty-one’. The play now ends and they start again from zero for as long as each player has cards. If a player cannot play, without the total going over 31, but the other player can, then they must play any cards they are able until they can no longer play. Once all eight cards are played, four from each player, then the phase has been completed.

    There are many ways you can score points in this phase, but before we talk about that, let’s talk the one way you can score points before this phase and how to ‘peg’ the points. When the cards are initially dealt and the top card turned face up, if this card is a jack, it is called ‘His Heels’ and the dealer scores two points. To peg these two points take your remaining peg, if you have one in a starting position, or any peg, if you do not, and place it two holes from the start. The next time you peg, you will take the second peg and up it past the first, the number of points you have gained. This means that you will always have two pegs in the board, with the one in front representing your score. This makes it easier to avoid mistakes in counting and scoring.

    As we discussed, there are many ways you can gain points in this round, here they are:

    
    	15: If a card is played and the accumulative total is 15, then the player which played the card scores 2 points.

    	Pair: if a player plays a card on top of the same rank of a card (e.g. a jack on a jack, a king on a king or a two on a two), then they score 2 points.

    	Triplet: if a player plays a third card of the same rank on top of a pair, then they score 6 points.

    	Four: if a player plays the last card of the same rank on a triplet, then they score 12 points (a four can also be called a Double Pair or Double Royal Pair).

    	Run or Sequence: runs start at three cards. A run of three is three cards which are in sequence (e.g. 5, 6, 7 or J, Q, K.), though the cards can be played out of sequence and still score points (e.g. 6, 7, 5 or Q, J, K) as long as there are no out of sequence cards in between. Runs score points equal to the number of cards in the sequence. A run of three scores 3 points. A run of four scores 4 points. You should also remember that if a player plays a card which forms a run of three, they will score 3 points, and if a player plays a card on this which creates a run of four, they will score the full 4 points.

    	Go: if a player plays a card and the total is under 31, but no other player (including the player who just played the card) can play. Then the opponent announces ‘Go’ and the player who played the card scores 1 point.

    	31: if a player plays a card which brings the total up to 31, then they score 2 points.



    Players can score multiple points on a single card, for example, if a player plays a two on top of a two and the accumulative total equals 31, then they would score 2 points for the pair and 2 points for the 31. If a player plays a six on top of a five and a four, then they would score 2 points for the total reaching 15 and 3 points for the run of three: four, five, six.

    Once all of the cards have been played, then the pegging phase is over and the players gather their hands for the counting phase.

    COUNTING

    The counting phase is simpler than the pegging phase and is generally where the bulk of your points will come from, though at times an unlucky hand will result in a low number of points and a good cribbage player can score a lot of points through pegging.

    In the counting phase, it is the nondealer’s hand which is counted first, followed by the dealer’s hand and then the crib (which belongs to the dealer. In this phase, the card which was turned face up is included in each of the three hands, taking the number of cards in each hand from four to five cards.

    As the non-dealer get to count their hand first, there is an advantage when the game is nearing an end. The dealer of the hand will have an advantage with possible points as they will also have the crib to count.

    The scoring for this phase shares a lot with the pegging round, and is as follows:

    
    	15: for each combination of cards which adds up to fifteen, the player scores 2 points.

    	Pair: for each pair of cards of the same rank, the player scores 2 points.

    	Run: for each combination of three of more cards which form a sequence, the player scores 1 point for each card in the sequence.

    	Flush: Four cards of the same suit will score 4 points. Five cards of the same suit will score 5 points.

    	His Nibs: if you have a Jack in your hand, which is the same suit as the card which was turned face up, then you score 1 point.



    When making up combinations, which add up to fifteen, it is important to score all possible combinations. A hand made up of 10, 5, 5, 4, A, would score 2 points for the 10+5, 2 points for the 10+5 (second five), two points for the 10+4+1, two points for the 5+5+4+1 and 2 points for the pair of 5’s. This would give a total of 8 points.

    For a hand made up of 9, 9, 8, 7, 6, you would score 2 points for the 9+6, 2 points for the 9+6 (second 9), 2 points for the 8+7, 2 points for the pair of 9’s, 4 points for the run of 6, 7, 8, 9 and 4 points for the run of 6, 7, 8, 9 (second 9). This would give a total of 16.

    QUICK COUNTING

    There are some quick counting tricks that you can use in the counting phase to speed up the counting of your hand:

    
    	A triplet, three cards of the same rank, would score 6 points. This would be the number of points you would get if you counted the three separate pair combinations.

    	Four of a kind, four cards of the same rank, would score 12 points. This would be the number of points gained from counting the six separate pair combination.

    	A run of three, where one of the cards is duplicated, e.g. 10, J, J, Q, would score 8 points. This would be the same as counting two runs of three and one pair. This is also known as a Double Run.

    	A run of four, where one card is duplicated, e.g. 9, 10, 10, J, Q, would score 10. This would be the same as counting two runs of four and one pair.

    	A run of three, with one card, triplicated, e.g. 9, 9, 9, 10, J, would score 15 points. This would be the same as counting three runs of three and a triplet. This is also known as a Triple Run.

    	A run of three, with two different cards, duplicated, e.g. 9, 9, 10, 10, J, would score 16 points. This would be the same as counting four runs of three and two pairs.



    PERFECT 29

    The highest possible score for a single hand in cribbage is 29. As we saw in the history of cribbage, this hand is so rare that it may only happen once in a lifetime, and may spur on legendary stories. To gain this score, the upturned card at the start of the hand must be a 5. The player must then have the other three 5s and the jack, which is the same suit as the upturned 5.

    The player would score 12 points for the four 5s. Totals of 15 can be made up 8 ways for 16 points. 4 ways with just the fives and four ways, combining the jack with each 5. One point would come from ‘his nibs’, having the jack of the same suit as the started card. This would give a total of 29 points.

    HOW TO WIN

    The first player to 121 points, wins the game (the game can also be played with a target of 61 points). The game ends once the player has reached the points total, whether it be through pegging or counting, and irrelevant of any other players still having cards to count.

    If the winner reaches their point total, while their opponent has not yet reached the halfway point on the board, then the winner is said to have ‘skunked’ their opponent and will be awarded points as if they had won two games instead of one.

    


BASIC STRATEGIES

    THE CRIB

    THE CRIB IS VERY IMPORTANT in the game of cribbage and can give a point boost which can win or lose a game. If you are the dealer and are discarding cards into your own crib then you should take a good look at your hand and try to out in some good cards, which have a chance of scoring you points, while keeping high-scoring combinations in your hand too. As the dealer and owner of the crib, it is worth noting that usually your opponent will try and throw away his bad cards into your crib, and you can use this to your advantage. It is unlikely that they will give you a five in your crib, so putting in a solitary card worth ten points would be a waste.

    As the non-dealer, you will be trying to get rid of the cards which do not make great combinations in your own hand, are not useful for pegging during the game and will unlikely make scoring combinations in your opponent’s crib. You would not give away a five, nor would you give away a pair. You would not think about giving away two sequential cards, like a 9 and a 10, for the dealer only needs to add an 8 or a Jack, to score 3 points. The ace and the king would be two good cards to give away as it would be very hard to create a run with those cards, though an ace can be very handy in the pegging round.

    PEGGING OR THE PLAY

    The ‘play’, which is another term for the pegging round, is an important time to think about your strategy. There can be many points at stake here, sometimes more than the counting round, so it is to your advantage to take most of these points or to deny your opponent as many points as you can. There are a few ways in which you can do this.

    As there are many cards in the game which have a value of ten, it would be unwise to lead the play with a five, as your opponent would likely have the opportunity to play a card with a value of ten, making the total 15 and scoring 2 points. You should also not lead with a 10. The most common card that a player will hold is a 5, they can score a lot of points in a hand and are useful in pegging. If you play a 10, then chances are your opponent will be holding a 5.

    If you have a pair in your hand, then leading with one of those cards can sometimes work to your advantage. You contempt your opponent into pairing with the first card you played, if they have a card of the same rank, leaving you to play the triplet and score more points. You would score 6 points to your opponents 2 points.

    Playing an ace or a 2 early is generally not a good idea. Those cards can be powerful later in the play, when the total is approaching 15, or when the total is approaching 31. These should be saved to maximize the number of points you gain through pegging.

    It is generally regarded that the safest card to lead with at the beginning of the play is a 4. Your opponent cannot make a total of 15 on their turn, and no matter what they play, they will give you a chance to make a total of 15.

    When an opponent has played a card and you have the option of pairing it or playing a card which would make the total 15, you should always make the total 15. This takes away the chance of your opponent making a triplet and you score 2 points no matter what.

    Lastly, when in the play stage, you should try not to make the total 21. There are many cards in play which have a value of 10 and it is likely that your opponent is holding one of these cards. Bringing the total to 21 gives you opponent the gift of bringing the total up to 31 and gaining 2 points. This also makes you pay first in the next round of cards.

    MUGGINS

    Muggins can be a sneaky way of gaining points in cribbage. When you and your opponent are in the counting phase, each of you takes turns in counting the score for all combinations in your hand (with the non-dealer going first). When your opponent has totaled all of they points, take a look at their hand and if they have missed counting any points, then you can call ‘Muggins’ and you score any of the overlooked points. This rule is always used by experienced players but can be an optional rule among new and inexperienced players.

    
    


BEGINNER STRATEGIES

    BAITING

    IN THE PLAY ROUND, YOU can try and bait your opponent into giving you more points, you can achieve this by planning your runs. If you were to lead with an 8, then your opponent could play a 7 to bring the total to 15, scoring them 2 points. You would then play your 6, if you had planned the move well, and score 3 points for the run: 6, 7, 8.

    PLAYING YOUR 5S

    If you have a good cribbage hand, then chances are you are holding a 5 or two. These can, however, be dangerous in the play phase and you should work on getting rid of them and not becoming trapped. If you have a hand which is heavy with 5s and 10s then your opponent may have cards which would allow then to play runs around your 5. If it looks like you opponent does not have a hand which centers around 5s, then you should be safe to lead with you 5 and stop your opponent from laying a trap around it.

    THE TRAP

    You find yourself with a hand which has the cards 4, 6, 6, among others. This hand works very well against hands which feature 5s and 10s, which are very common. Your hand is a great hand for creating a pegging trap.

    You lead with the 6. It would be silly for your opponent to counter with their 5, as it opens up the possibility of you creating a run, either with a 4 or a 7. They would play a 10. You could then play your other 6, forcing your opponent to play their 5, they could not play their 10 as it would take the total over 31. The total would now be 27. This is amazing for you as it allows you to play your 4, creating a run for 3 points and a total of 31 for 2 points. 5 points in total. This is a classic pegging trap in cribbage.

    DUMP THE ACE?

    This is more of a judgment call in most cases. Let us take the example of a pegging round where the total is 28, after you played a 10. Your opponent cannot play, but you can play the ace in your hand. You score 1 point but had to play an extra card for no advantage. We would say that you ace had been ‘trapped’. This is an unfortunate situation and experienced players would try to dump and ace before it got to that point.

    There is another school of thought, however, that says you should keep the ace for later game situations. 30 is a very common point total and you can turn this into 31, gaining 2 points. Use your judgment in these cases, looking at the board to see where the points are, track your opponents cards in the pegging phase, to try and figure out what cards hey are holding. All in all, use your gut.

    ELEVEN

    The most common card in the game of cribbage is the 10 card, this includes all 10s, Js, Qs, and Ks. There are 16 in total. This is something which you should think about when planning your strategy. If you have a hand where two or three of the cards can add up to 11, then you can use this to your advantage and gain extra points in the pegging phase. Card combinations could be a 6 and a 5, a 4 and a 7 or a 3, a 5 and another 3.

    In this example, your opponent leads with a 10. You could counter with a 7. Your opponent could play another 10, as their hand contains a lot of 10 value cards. This would leave you to play your 4 and gain 2 points for the total hitting 31. Your opponent would then have to start, giving you the advantage again.

    When this combination is played in cribbage, it is known as a ‘magic eleven’ and can be very useful when you are thinking about which cards you should discard into a crib.

    THE JACK

    5s are the most common card that a player will hold. The second most common card that a player will hold is a Jack, as the jack of the same suit as the starter card can gain you a valuable extra point. Knowing this piece of information, you can choose when to play your own jacks, if you have any. When playing a jack, you do not want your opponent to pair your jack, so you should be careful at which point in the game you ply it. Playing a jack and bringing the total to 22 or more would make sense, as they would not be able to play their jack on top of this. Playing a jack and bringing the total to 21 would be very dangerous, opening up the possibility of your opponent pegging 4 points.

    The exception to this, is of course, if you can play a jack on top of a pair and score 6 points. If you were holding two jacks, then it would be clever to lead with one of the jacks, in the hope of your opponent falling into your trap.

    PLAY THE OPPONENT

    When playing cribbage, it is important to try and get the best combination of cards in your hand and crib, while ensuring that you have cards good enough to peg points in the pegging phase, but your opponent is also trying to do the same. It is likely that when you begin to play cribbage, you will play against people who have played before and know the likely combinations. They will be expecting certain plays from you. You should try to play your opponent at times, not just the cards.

    At times, play a card which was not expected. This can serve a dual purpose. Your opponent may think that you are up to something, maybe trying to trap them, and play a card they did not wish to play. The second thing that it may do, is to bring them out of the game and make them lose some concentration. This may work, or it may not, but it can serve to interrupt the flow of the game.

    Study the play of your opponent, what moves do they make? Do they repeat the same moves over and over? Do they start the pegging phase with the same goal in mind? Can you begin to tell when they are trying to make you play a pair? Does your opponent continually discard the same type of cards into your crib? You can use all of these points to your advantage and gain, well, points. Keep an eye on your opponent and try not to be predictable yourself.

    Track the cards which your opponent is playing. The goal in cribbage is to keep cards in your hand which gives the most combinations and points. You can use this information in your game too. If they play a 7, then chances are that they will have an 8 to play later. Did they play a 5? Then it would make sense that they have a 10 value card in their hand. You can use this information to plan which cards from your hand you should play to minimize the points your opponent can gain, while maximizing your own points. By the second card of your opponent’s hand being played, you should have a pretty good idea of the remaining cards in your opponent’s hand and the strategy they are using.

    But be careful, for an experienced opponent will be doing the same with you. In this case, you can throw your opponent off the scent, by playing an odd card, if you have one. If you have a hand, where three of your cards make good combinations, but one scores no points at all, then you can play that card first and leave your opponent guessing as to what your other cards are. If you can have your opponent guessing as to what is in your hand, for as long as possible, then you can gain the upper hand in the game.

    
    


THE DISCARD

    CRIBBAGE IS A GAME, WHERE discarding cards can become a key strategy, as the cards which are discarded go to one of the players. This makes the discard a key element of the game, one which relies on skill and judgment. You must try to maximize the combinations, and points, in your hand, while either minimizing the points in your opponent’s crib or maximizing the points in your own crib. You will also want to leave yourself some cards in your hand which can be used to gain valuable points in the pegging phase.

    When you discard cards into your own crib, you should be trying to anticipate which cards your opponent is going to discard. Chances are they will not give you and pairs or 5s. Think about which cards they may throw away and which cards in your hand could combine for big points with them. Here are some more tips for discarding cards into a crib:

    
    	Never, ever, in any situation, should you discard 5s into your opponent’s crib. If your opponent was to discard any 10 value cards into their crib, then they could gain a lot of points. If they happened to discard a 5 into their crib, then they would gain points for a pair, and likely for some totals of 15. Discarding a 5 into your opponent’s crib could potentially lose you points in the pegging and the counting phases.

    	Try to give your opponent pairs, such as two 7s. Try not to give them two cards which make a total of 15, such as a 9 and a 6, or an 8 and a 7. This will automatically give points to your opponent. The 8 and 7 combos can be particularly disastrous if your opponent throws a 6 or a 9 into their crib.

    	Try not to give your opponent sequence cards in their crib, like a 4 and a 5. It only needs one more card to make a run. 10 value cards are the ones which would be advised against. If you discard a 10 and a J, and with the amount of 10 value cards in the deck, it is possible that your opponent could discard a Q and a K.

    	When thinking of which cards to discard into your own crib, you should think about which cards are likely to be discarded by your opponent. 5s can be an obvious choice for your own crib, as long as it does not detract from your hand, and with the high probability of a 10 value card being dumped into your crib.

    	Another valuable card to discard into your one crib is a 3. Your opponent will likely be trying to get rid of their low-value cards and there is a good chance of them discarding a 2 into your crib. This becomes a good combination as the two cards will add to five, giving a chance of 15 totals, and it places the crib one card away from a run.



    In cribbage, it is common practice to considered your discard wisely and in such a way that you maximize the score in your hand. It is not normally advised to discard with the notion of maximizing the total number of points in your crib or to try and reduce the number of points in your opponent’s crib. This rule, like many others in card games, should not be just followed blindly, but with experience, the knowledge of which cards to discard will come.

    


LEADING AND REPLYING TO THE LEAD

    WHILE THE POINTS SEEM TO be held up in the hands and scored in bulk at the counting phase, the pegging phase can bring a lot of points, sometimes more points than are held in your hand. When it comes to the pegging phase or the play, it can be an advantage and a disadvantage to lead. Here are some things to have in mind when you are leading:

    
    	If you are ever in doubt as to what to lead with, then a 4 is the best way to go. Playing a 4 ensures that your opponent cannot make a total of 15, while at the same time opening up the possibility of you making a total of 15. With this in mind, you should also be aware that keeping lower cards until later in the play can be beneficial.

    	Cards with a value of 10 are more common than any other in the deck, with there being sixteen cards with a value of 10, compared to 4 of every other value. This makes it very likely that your opponent is holding one or two 10 value cards. This would suggest to us that we should not lead with a 5, for fear of your opponent making a total of 15. You should also try and not make a total of 21, for fear of your opponent making a total of 31. Where there are 10s, there are usually 5s too, so you should also avoid making a point total of 26, for fear of your opponent playing their 5 and making a total of 31.

    	As there are so many 10 value cards, it makes sense that you would be holding a few. In this case, making a total of 11 can be to your advantage. Your opponent may only have 10 value cards to play, bringing it up to 21, allowing you to play a 10 value card, score 2 points for a total of 31 and possibly score 2 more points for a pair if you get lucky.

    	If you have two cards which add up to five, then you could lead with one of them in the hope that your opponent plays a ten and you can complete the fifteen with the second card, scoring 2 points. A 4 and an ace would be an example of this.



    
    When replying to the lead, the strategy is equally important. There are so few cards in a cribbage hand, meaning that your options are limited in what you can play. The card you choose to play in response to the card which is led can be critical in scoring or losing points. Here are some things to think about when planning on which card to play in reply to the lead:

    
    	If your opponent leads with a 6, you should never reply with a 4. This would lead to a say trap, where they could play a 5 if they have one, and score 3 points for the run and 2 points for the total of 15. The same is true if your opponent leads with a 4. You should never reply with a 6, for the same reason. Always be on the lookout for possible runs and do not leave the option for your opponent to complete the run unless you are setting the trap of continuing the sequence of a run.

    	You should try to get rid of your higher value cards first, saving the lower ones for when the card total is nearing 31. As we discussed earlier, aces can be the difference between a point and two points, but can also leave you playing an extra card to pick up a lone point.

    	You should try not to pair an opponent’s card if it leaves open the opportunity for them to play anther of the same rank and gain 6 points for the triplet. You may be able to deduce if they have another card of the same rank by the cards they have already played. There are times when it is safe to pair a card: when your opponent cannot play the triplet as the total will surpass 31, or if you have the fourth card of the rank and will be able to play it without the total surpassing 31.

    	Be on the lookout for runs and try not to play a card with a value that is one away from the card played, or two away from the card played. For example, you should not play a 7 on a 5, in case your opponent has a 6. The exception to this rule would be if you have a fourth card which can continue the sequence and score more points.



    
    


CRIBBAGE WITH 3 OR MORE PLAYERS

    THERE WILL BE TIMES WHEN you have more than two players and would like to play a game of cribbage together. Cribbage can also be played with three players and with four players.

    The rules for a three player game are much the same as with a two player game. Each player will eventually have a hand of five cards (including the starter card) and there will be a crib of four cards too. The players will take turns in the pegging phase, with the same rules and scoring as in the two player game. The scoring will follow the same order, with the player to the dealers left, counting their hand first, the other non-dealer counting second, and the dealer counting their hand, and the crib, last.

    For a three player game, each player will be dealt five cards, instead of six, and one card will be automatically dealt into the crib. The players will then decide on which four cards rake in their hands and discard one each into the crib, bringing the total number of cards in the crib to four. Sometimes there are extra pegging lanes on a cribbage board to allow for three players, but if not then you can always record scores on paper, or double up in one of the pegging lanes.

    Four handed cribbage is also very similar to two-handed. Each player is dealt five cards and then they must choose which cards they wish to keep, discarding one into the crib. Each player is partnered with the person opposite (imagine sitting at a square table, with one player at each side). The two partners are trying for a combined score of 121.

    The interesting thin about four-handed cribbage is that you are trying to set up your partner for points during the pegging phase, but without knowing what cards they have.

    A five player game is also possible and there are a couple of variations on how to deal with the crib. The first suggestion is to deal everyone five cards, except for the dealer, who has to play the hand they are dealt. The other four players would then discard one of their cards into the dealer’s crib.

    For six players, you would break down into three pairs and try to combine for 121 points. Each player would be dealt five cards, with the exception of the dealer and their partner, who would be dealt four and have to play what they have been dealt. The other four players would discard a card each into the crib and play would resume as normal.

    
    


BONUS: CAPTAIN’S CRIBBAGE

    CAPTAIN’S CRIBBAGE IS AN INTERESTING variation on the three player game, making for some unusual play. In captain’s cribbage, three players are in play, but two of the players are teamed up and trying to gain 121 points, while the third player is the ‘Captain’ and is trying to score 61 points. In Captain’s cribbage, each player takes a turn at being the captain.

    After you have played three games, and everyone has had a chance to be the Captain, the scores are tallied. To find out who has won, each player counts the number of games which they have won, as the Captain or as part of a duo, and the person which has won the most games is declared the winner.

    If the scores are tied after three games, then the two players who are tied can play a two player tie breaker game, or if all three are tied, a three player game can be played to determine the winner. Alternatively, players can cut the deck to decide who wins, or just declare the result of the game a tie.

    
    


THE CONCLUSION

    CRIBBAGE IS A WONDERFULLY SIMPLE game, which can produce an almost infinite number of card combinations. It is a game which has been around for many years and even spurred a legendary story. Many captains and seafaring persons, often carry a cribbage board on voyages with them. The humble game of cribbage may be responsible for the battles won on and with the sea, or at the very least has lent an air of confidence to the one who landed the perfect 29 hand, and those who have carried the spirit with them.

    This guide takes you through the basics of the cribbage game and by now you should have a good knowledge of what the game of cribbage is, how to deal the cards, how to make a hand, how to discard to your (or your opponent’s) crib, how to make combinations, how to score points through pegging, the strategies to use in the pegging phase, which cards to have kept in your hand for the counting phase and much more on top of this.

    Cribbage sets are reasonably cheap and are a great way to help keep score during a game, as you get better and better, and faster and faster, the points will begin to fly, and the pegs are a quick and easy way for you to keep track of the score. You do not need the cribbage board, though, and can pick up a deck of cards, some paper, and a pen and you will be ready to go. The scoring will be a little trickier to keep track of, but will still work.

    Cribbage is a great way to get the mind working and to improve upon you math skills and concentration. Quick mental arithmetic is needed to keep track of your scores, to count your hand and to peg scores. Anything which can improve your mind is something which you should be playing. Did I mention that it is a lot of fun too?

    So what are you waiting for? Go call up a friend, or two, or three, or… well, you get the picture. Grab a deck of cards (and a cribbage board, if you have one), head down to the local coffee shop, or invite people round and put the kettle on. Deal the cards and start a night of fun, and hopefully winning.

    There is no time like the present to learn a new game and to deal out a fresh hand of cards. So wherever in the world you are and whoever you are playing with, may you have a barrel full of fun and may you be dealt that perfect 29 hand.

    Good luck and happy playing.

    
    


Thank You!

    I hope you enjoyed this book as much as I’ve enjoyed writing it! If you would please take 20 seconds of your time to review this book, it would mean so much to me, to hear how you’ve enjoyed it.

    If you have enjoyed this book, you might like this other book on How To Play Chess! You can view this book on
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