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SPOONEYE! First dpcumented as "Thirty-Fours" in  a 1571 British list 
of injunct ions, t he modern form of the game developed aboard pirate 
ships sailing in rhe Caribbean in the late 17th centuty. The game's most 
nOlOrious enthusiast was none other than the rllthless pirate Spooneye, 
who had a spoon in the place of a lost hand due to a fondness for soups, 
:iIld who, owing to ext reme myopia in one eye (the right, it is believed), 
would often cover the bad eye with his spoon-hand in order to focus. 
During the infamous double mutiny fad of the 1690s, (itself immortalized 
in the gaIlle, as weI! as numernus ballads,) Spooneye learned of Thirty
Fours from the crew formerly belonging to his mortal enemy, the nefarious 
Danish privateer Weirdbeard. Legend has it that the most powerful card 
in the game, the Nine, or 'Spooneye ', originated when Spooneye was 
engaged in a �ame with his ship's new cook (name unknown). Fnlstrated 
at his own poor performance, Spoon eye played a Nine-his favorite card, 
due to the rcsemulance-and then grabbed one of the cook's cards and 
placed it on his side of the table. Justifiably angty, the cook argued that 
rhis was not part of the rules: in rhe original Thirty-fours, Nines grant no 
special privilege. Spooneye, in response, leaped out of his chair and gouged 
out the unfortunate cook 's left eye with his mighty spoon-hand. M ost 
accounts suggesr thar the cook was keelhauled after the game; some 
(possibly apoctyphal) accounts suggest that it was this cook who later 
became the despised buccaneer Disheye . I n either event, we can assume 
that Spooneye won the game, which has beared his name, and his new 
rule, ever since. The game suuse'luently spread to the mainland, and 
maintained a modest following until the middle of the 18th century, when 
Whist's sudden rise in popularity and social cache caused the game ;') fall 
out of favor with all but the most provincial stratas of society . A brief 
revival of interest, mainly among women of ill repute, i s  documented as 
occurring in the 1840S, when the game was imported to America via 
profiteers import ing illegal merchandise into New Orleans. The revival 
had completely waned by the 1860s, however, and in this day and age, 
with such technological marvels as the moving picture show, the broadcast 
television variety program,  O1n(L .-he long-play ing p�pnograph record 
capturing rhe public's fanc)" inrerest is almost entirely confined to inmates, 
in"alids, and thc ot herwise socially incapablc. 

From "Piraics: An UnnIly Hi"ory." by Herber! Zi1l1. Fan'our 
& SlralIss. New York. New York. 1953. 
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fJ'fie 1Jea[ 

At the start of the first game, cut for deal. Lower 
card deals, with the deal alternating each game 

thereafter. 

Matey then deals out the cards in the order shown 
below: 

2 .�. 
Z 

Captain's Hand 

Captain's Masts 

� . .  3 • 

[Q] 1m 
• ·1 . � 

Matey's Ma sts 

Matey's Hand 
6 

~ 12 
'�r�"'· .. + 
. )! 



'Bui[ding Masts 

Captain goes first. A player's turn consists of two 
phases. First, the player draws a card from the 

deck and places it in their hand. Then, . the player 
p lays any card from their hand onto one of the masts 
in the p laying area: 

2 
'" ... 

• + 
Z 

II. 
6. 
+ 

A 
+ 

• 
• 

• 3 • + 
• • 
• • + 

£ 
.+ 9 

• 

T o build masts, cards are played one on top of each 
other towards the opposing masts, with the most 

recent card p layed always staying on top. 

7 

Always remember 
to draw your card 
before you play a 

card. If you forget 
to draw on your 

turn, your 
opponent Is not 

obliged to remind 
you - and If they 

start their turn by 
drawing a card, you 

forfeit your draw 
for that previous 

turn. 

Turn 1C: Captain 
draws the J., and 
then plays the 6. 

on the 7., building 
a mast that totals 

13· 

When a card Is the 
top card In a mast, 
It's known as being 
In the crow's nest. 



The suit of a card 
never affects Its 

value In either the 
Basic or Standard 

Game . 

. 105, QUeens, and 
Kings are 

collectively known 
as 10-spots. 

Turn 1M: Matey 
draws the 5"'. and 
then plays the J. 

on the a", 
building a mast 

that totals 16. If 
he had played the 
Jack on either the 

10 or the King. 
the resulting mast 
would equal :to; If 

played on the 
Ace, the resulting 
mast would equal 

only :to 

Card o/a[ues 

Any card may be played upon any mast, as long as it 
does not cause the mast to total more than 21. The 

values of the cards are as follows: 

A 
2-IO 
Q,K 
J 

I 
Face Value 
IO 
? 

J
acks are special. A] ack is worth 10 if  it is the bottom 
card in its mast. I f  not, it assumes the value of the card 

Clirectly underneath it. 

2 
... -" 

• ... 
2 

10 • •  
•••• 

• • 
•.• � 

II •.• I 
6+ + 

A 
+ 

+ 

+ 

+ 

+ 

++ 
9 

+ 

3 • • 

• 
• • 

£ 

Matey's Hand <S"'� (4"') ro"')@ (Q"') 
8 



2(aising and 
Capturing Masts 

R aising the masts on your side of the table is the 
only way to capture the masts on your opponent's 

side. A mast is raised when it totals exactly 21. The raised 
mast is then taken, along with any one of your opponent's 
masts, and placed face down off to your side. 

Captain's Hand: �(8 ... 1 [Q.] �¥=b"'] 

2 
... .. 

.. 

'0 • •  "' 
... 

or 
Z 

• •  .•• � 

R 
I� .... I 
6+ + + 

8 • •  
• • 

A 
+ 

• 

• 

• 
• . � 

+ 

3 • + 

• 
• " 

£ 

Q 

Your pile of 
captured cards Is 

known as your 
booty pI/e. Keep In 

mind that you raIse 
the masts on your 

side, and you 
capture the masts 

on your opponent's 
side, but any cards 
placed In the booty 
pile are considered 

captured. 

Turn loC: Captain 
draws the 5. and 

plays the 8. on the 
6 t, building a mast 

that totals 101. 
Captain takes the 
completed mast, 

and then chooses 
which mast on 
Matey's side to 

capture. Captain 
decides to take the 
mast containing the 

J. and the 8., 
placing all five 

cards In her booty 
pile. 



erosing Masts 
There are never any spaces between masts. I f  a mast 

being raised or captured results in an empty space in 
between other masts, those masts immediately move to
gether so as to eliminate the space: 

2 
... • 

• 

A 
... 

+ 
... 

'---"'-' � 
The Capture 

3 • ... 

• 
... ... • 
Z £ 

10 • •  A 

•••• ... 
+ • • 

•
.. � ... 

'" 
The Result 

10 



Starting !1'{ew Masts 

T here can be a maximum of four masts on each 
player's side. If there are fewer than four, any player 

can start a new mast on that side. Although new masts 
cannot be placed in between existing masts, a new mast 
can always be placed to either side of the existing masts. 

2 
... tit 

A 
+ 

+ 
+ 
V 

Matey's Hand: @[4"') �8"'� (Q"'l� 

1 1 

If your masts are 
In danger of 

failing off the 
edge of the table 

or running Into 
your opponent's 
masts, It's okay 
to re-center the 
entire structure, 
Just don't change 

the relative 
positions of any 

of the cards. 

Turn l.M: Matey 
draws the 8 ... , then 
starts a new mast 
by playing the Q. 
to the right of the 

K .... Note that 
Matey could have 
played the Q. to' 

the left of the 10., 
and that If the 10. 

gets ca ptu red, a 
new mast could be 

started to the right 
of the Q •. 



Cards With f£ffects 

Three ranks of cards have additional effects when 
they are played. Whoever plays the card gains 

the effect, regardless of which side the card is played 
on. Cards dealt to masts at the start o f  the game do 
not have effects. 

3 
I f a 3 is played, the player gets to draw another card 

from the deck. If the deck is exhausted, there is no 
effect. His or her turn then ends. 

2 
... • 

• 

1 :2. 

A 
+ 

3 
+ 

... 
Z 

+ 

• K l+l+�;,� 
3 • • ... 

• • • £ 
'*' ... 

£ 



4 
I

f a 4 is played, the player must play another card 
from his or her hand. If this card is a 4, another card 

is played, and so on. The player's turn then ends. The 
e ffec t  of this card occurs immediately after the card is 
played, except that any raising/capturing/closing of ranks 
always takes precedence. 

2 
<to • 

10 • •  •••• 
• • 
... � 

.. .. 
z 

A 
... 

+ 

x 
... .,p,-. 

3 • <to 
• 
.. .. 

£ 

7+ + ... + 
+ + 

+ +i � 

• .: 
�.0'illl + 1+ ' 0 "" � 

R 
Matey's Hand: �14"')(8.1�7.�eo"'1 

n 

Playing 4S can 
cause a player's 

hand size to 
decrease down to 

the practical 
minimum of 0 
cards, which 

would force the 
player to play 

whatever card he 
or she drew. 

Tu rn 3M: Matey 
draws the 7 •. This 
is a lucky draw, as 

It allows him to 
play the 4. on the 
K., and then play 
the 7. on the 4., 

ra Ising his mast 
and swashbuckling 

Captain's 
rightmost mast. 

Capturing an 
opponent's mast In 

this manner (by 
playing a 4 and 
another card to 
raise a mast) Is 

known as 
swashbuckling. 



The 9 Is also 
known as the 

spooneye, and to 
take an 

opponent's card 
after playing a 9 

Is to spooneye. 

To raise one of 
your masts by 

spooneyelng an 
opponent's card Is  

known as 
hornswoggling. 

Turn 4C: Captain 
draws the 9. and 
plays It on top of 

the :U" This allows 
Captain to 

spoon eye Matey's 
10. and raise his 

mast with It, 
capturing Matey's 

Q •• 

9 
I f a 9 is played, that player gets to steal any exposed 

card off of one of their opponent's masts and place it  
anywhere they could play a card on their side. I f  there 
are no cards on the opponent's side, the 9 has no e ffect. 
The effect of this card occurs immediately after the card 
is played, excejJt that any raising/capturing/closing of masts 
always takes precedence. Stealing a 3, 4, or 9 does not 
produce an additional effect. 

Captain's Hand: (I!J�., � [Q+ ) 0[u) [10+) 

1 4 

R 
2 
+ .&. 

2 • •  
� . .  

••• 
• • 
..• � 

A 
.. 

+ 

3 
• 

.. 
V 

• 
• 
• • 

£ 

x 



f£ncfgame 

After the deck is exhausted, play continues as usual; 
each player alternates p laying a card, simply skip

ping the draw phase of their turn. I f  one player runs 
out of cards before the other, the player with cards 
remaining plays out the rest of their hand without in
terruption. 

There are two ways for a game of Spooneye! to end: 

I. All eight masts have been built, and the player whose 

turn it is cannot play a card without causing a mast to go 
over 21. In this case, the game ends immediately. 

2. The entire deck has been exhausted, and there are no 

cards left in either player's hand. 

In either case, any cards out in the playing area are gath
ered up and discarded. These cards will count towards 
neither player's score. 

Now, each player counts up the cards in their booty 
pile. Each card is worth J point, and the player 

with more points is  the winner. 



Questions ana .9Lnswers 
Q. I f I ' m  dealt a 3, 4, or 9 as one of my starting masts, is there any way to 

utilize its effect' 
A. Not in the Basic Game. 

Q. I f I play aJack on a 3, 4, or 9, docs the Jack mimic rhar card's effect' 
A. No. Jacks acquire the value of the cards t hey arc on - not their suit, effect, or anything else. 

Q. Let's say my opponent has aJack on top of a 7, and I spooneye it and place the Jack on 
my 9. Is it still worth 7, or docs it change its value' 

A. It changes its value. TheJack's value is always determined by what card i t  is C/lrrmlfy on 
top of. 

Q. \X!hat happens if I play a 4 on my opponent's side' 
A. You then get to play another carel. Your opponenr gains no benefits. 

Q. Let's say I've got 3 masts. The middle one adds up to '7, and it's my turn. I play a 4 on 
it, raising the middle mast and capturing one of my opponent's. Do I still get to play 
another card' 

A. Yes. I f ynu play a card with an effect, it always takes effect if possible. 

Q. Can I start a new mast with that addi t ional card' 
A .  Sure. 

1 6  



Q. Can I start that new mast in between the other two masts' 
A. Nope. Closing masts happens instantaneously. 

Q. Okay, well, if I play a 9 on my opponent's side, do I still get to take one of the cards on 
c, their side and put it on mine' 

A .  Sure, as long as it's in the crow's nest. 

Q. Can I take the card that I just played the 9 on' 
A .  No. As soon as you play the 9 on the card, it's no longer in the crow's nest. 

Q. Can I take the 9 itself? 
A. Oddly enough, yes. There's obviously no card on top of it, and it is on your 

opponent's side, so there's no reason that you couldn't. 

Q . Isn't that really silly and useless, though' 
A. Look, I didn't say you should do it, just that you could. Don't completely dismiss it 

though. On occasion, a loophole that makes spooneyeing effectively optional can have 
its uses. 

Q. I f  I play a card on my opponent's mast that makes it total 21, what happens' 
A. Your opponent takes the raised mast and any one of your masts, just as if he or she had 

raised it. This is, incidentally, the only way in the two-player game to capture cards on 
another player's turn. 

Q. Why would I possibly want to do that' 
A. Well, in theory I can think of a few possible scenarios where it might be strategically 

advantageous, especially later 00 in the Standard Game. But generally, yeah, it's a pretty 
muttonheaded thing to do. 

Q. Well, then, why play on your opponent's side at all' 
A .  The most common reason to do this is in order to block them from completing a mast. I f your 

opponent has a mast that totals 15, and you haven't seen any 6s yet, it might be 
worth the gamble of throwing a low card on there and hoping that they can't still raise 
their mast. Towards the end of the game, in fact, this can become a crucial strategy; if 
all the Aces have been played, making an opponent's column total 20 effectively ren
ders it useless. 

Q. Any other good reasons? 
A. After the deck is exhausted, if it's clear that you have a mast that's able to be raised and 

your opponent doesn't (and especially if you have more cards left in your hand), you 
can throw cards onto their side and then capture them back. Tricky, eh' 



Q. \Xlhy arc you allowed to have four masts on your side' I thought that pirate ships only 
had three. 

A. These arc exceptionally massive pirate ships, as befits the epic nature of the game. 

Q. Can I decide not to play and just stockpile cards in my hand? 
A. No. Playing, like drawing, is mandatory. 

Q. Can you raise morc than ont mast in a turn? 
A. Sure, alt hough you'd have to usc a 4 or a 9 (or both). 

Q. Is there any way to capture the cards remaining in the playing area if I have no cards 
left in my hand' 

A. No. Any cards that your opponent doesn't capture will end up in Davy Jones' locker 
and count towards neither score. 

Q. Anything else I need to know' 
A. Your mother wears army boots. 



1�1.�ijj Ilefo • efo I it 6efo efo + 

�'il1':-' • 
efo ... 
., .,; r 

Your Hand: 5"', 6111, 7 ., 7 . , 9. 

What d o  you play? 

Can you name 
five commonly 
used phrases that 
come from cards 
or card games? 

10 

:::·:····35 
"��' 

Can you connect the d ots? 

I�·.·I 
7 efo efo 
+ efo efo efo 
., .,! 

Your Hand: 3"', Alii, A.,10. 
What d o  you play? 



ANSWERS 
Playing dlC 6. on rhe 5. is dlC most obviw 

ous move, hut has the naw of leaving rhe oppo
nent in position to <:omplctc whichever mast YOli 
leave him. Playing the 9 •. spnoncycing the 6 ... . 
and placing it on the 5. is somewhat of a waste 
of the 9., as the 6. could have been usrd to 
complete the mast. Secondly. this leaves the 74-
out on the board, which could uc dangerous - if 
youI' opponent has a 4. you're as good as 
swashbucklcd. The best move is to play the 9. 
on the J¥, spooncycing the) .. and placing it on 
the 9., capturing the 740. This gets rid of nearly 
any potential threat; even jf the opponent has a 
4, they arc unlikely to have the only remaining 7. 
It uses a card (the JY) with no other immediate 
strategic usc, and it leaves you in a position to 
complete another mast next turn, even if your 
opponent plays the Ace he apparently has in an 
attempt to block, 

A partial list, in no particular 
order: 

Ace in the hole 
Dealt a raw hand 
Play the hand you're 

dealt 
Not playing with a (1111 

deck 
Not my strong suit 
Nothing up my sleeve 
Wild card 
Poker face 
According In Hoyle 
St;Kkillg the {leek 
I kaling from the 

bottom of the dcck 

Tipping your hand 
Passing the buck' 
The buck stops herc' 
A square deal 
I louse of cuds 
A pat hand 
Not in the cards 
Call a spade a spade 
Call ),our bluff 
L.aying your cards on 

die table 

'A huck is slan� (or;1 huckskin knifc, which, (old(:ciup, 
W<I.<; the traditinn:11 item pl:1(l·d in (ront 0(:1 player when 
it w:ts their t urn to hel in pokeer - or 10 Gill, which is whcree 
thee laul'r cxpre.<;sion Cf)lllee� (rolll. 

• 

2 0  

It to 

It's a pirate! 

The best move here (assuming the 
deck is not close to exhausted with the 
other two Aces still extant') is clearly 
to play the 3'" on the 7 ... . Not only docs 
it allow you to draw an extra card, but 
it also effectively hlocks the opponent 
by making the mast irrevocably 
redundant. This move also prevents 
the opponent (rom capturing all the 
masts on the boarel, if they arc 
fortunate enough to actually havc a 4. 



tTlie Standard 

game 

2 1  



Moving Cards 

P erhaps the biggest change from the Basic Game is 
rhe ability to move cards. At the beginning of a turn, 

a player may choose to, instead of drawing and playing a 
card, move one of his or her exposed cards to an adjacent 
mast. Raises and captures occur as normal, but the fol
lowing restrictions apply: 

I. Cards can only be moved onto existing masts. In other 
words, you can't start a new mast by moving a card. 

2. When the deck is exhausted, no cards can be moved. 

Captain's Hand: 0[40T0) [6ot.)[7.) 

� . .  Ii • • 8 • •  7 • •  
� . .  • • ... . 

• • • • • • . .  � • • ·8 • .! 
� . .  � 

4+ + + 1· • 8+ + + + 
• + + 

++ ·t 
+ ++ + • + t 8 

22 



Moving and l£,ffects 

I
f a card with an effect (i.e., a 3, 4, or 9) is moved, the 
effect of that card does not occur. The only exception 

to this rule is that, on each player's first turn of the game, 
moving a 3, 4, or 9 does produce the additional effect. 

11 • •  1 s • •  
• • � ... ... • • 

• ... . .  � 
. . � 

7 • •  
• • 

• • 
• 91 

s • • 
• • 

• • 
• 

• •• 8 

Matey's Hand: �(9.][Q"1 [10+] 



!flipping Cards 

I
n the Standard Game, cards can be placed in the booty 
pile flipped face-up. Face-up cards count as 2 points 

each when totaling scores. There are three ways for cards 
to get flipped face-up: 

Wa[i(ing tfie P[anl( 

I
f a raised mast contains more than three cards, 
the raising player is said to be walking the plank, and 

any cards played on that mast past the third are placed in 
the booty pile face up. No car,ds in the captured mast are 
placed face-up, evel) if said mast contains more than three 
cards. 

Captain's Hand: B(40T01l6"'J[7") �,,� 

+ 

+ ++ s 

I + +t l 
Irn�1 

X 24 

W 
11'" '" I 
�. • 

1'" '" 
�. • 

• • 

• .� 
8+ + 
+ + 

+ + 
+ 

+ ++ 8 



!J{oisting the Co[ors 

I
f a raised mast entirely consists of cards of one 
suit, the raising player is said to be boisting tbe colors, 

and all of the cards in the raised mast are placed face-up 
in the booty pile. All cards in the captured mast go face
down in the booty pile, even if all of the same suit. 

x 
8 • •  
• • 

• • 
• · .� 

7 • •  
'" . 

• • 
" "t 
" ": 
" "!I 

H 

8 • •  • • 
• • 

• 
• •• 

B 

Matey's Hand: �(Q.l ��"'� 
) C 



There Is no 
cumulative effect 

from fulfilling more 
than one of these 
three conditions: 

I.e., If a player 
hoists the colors 

and swabs the deck 
at the same time, It 
Is the same as Just 

swabbing the deck. 

Turn 3C: Captain 
conveniently draws 
the '!-. and plays It 

as a new mast, 
allowing her to 

play the 9. on It 
and spooneye 

Matey's 8 •. This 
completes the mast 
and swabs the deck, 

meaning that all 
the cards In 

Captain's mast go 
face up In her 

booty pile, and If 
Matey had had a 

mast to capture, all 
the cards In It 

would have gone 
face up as well. 

Swabbing the Vee/( 

If, by raising his or her mast and capturing his or her 
opponent's, a player leaves no cards on either side of 

the table, that player is said to be swabbing the deck, and all 
cards in both the raised mast and the captured mast are 
placed in the booty pile face up. 

s 
11 • •  
: . .  
8+ + 
• + 

+ + 
+ 
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f£,�changing J{ands 

I
f a player raises a mast that consists entirely of 7S, 
he or she immediately exchanges hands with his or 

her opponent. Jacks can count as 7S for this purpose. 
The players exchange their entire hands, even if of dif
ferent sizes. Masts, booty piles, and all other aspects of 
the game are unaffected. 

7+ + .. + 7 • •  
• • + + • • 

+ +1 • ·1 
• .1) • 11+�:!ltl 
• .11 • I· .11 

2.7 



The best way to 
keep track of the 
two scores Is to 

draw a horizontal 
line across the 
middle of the 

paper. The score 
written below the 
line Is Just called 

the score; the 
score written 

above the line Is 
known as the 

larder. 

An easy way to 
total this up Is to 

follow this 
process: 

1. Chuck all the 
hearts. 

1. Pair up clubs and 
spades (which 

cancel each other 
out), until you are 
left with only one 

or the other. 
). Count the 

diamonds, double 
that number, and 

then either subtract 
the remaining clubs 

or add the 
remaining spades to 

the result. 

Clubs are known as 

scurvy. 

T,ndgame and Scoring 

The ways in which the Standard Game can end in 
are identical to those in the Basic Game. The 

method of counting up the score is identical as well, ex
cept that, in the Standard Game, cards flipped face-up 
are worth 2 points each. 

However, if one is playing a full match (see next 
page), each player also recieve an auxilary score. 

After counting their regular score, each player then turns 
all of the cards in their booty pile face-up and counts 
them again, this time according to the following chart: 

2 points 
I point 
o points 

-I oint 

This auxilary score does not affect the regular score 
in any way, and is kept completely separate from 

the regular score until the end of the match. 
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%e J'u[[ Match 

I
n the Basic Game, each game played is a separate, 
self-contained contest. In the Standard Game, how

ever, games can be played separately or as part of a larger 
match. In a match, games are played until, at the end of 
a game, at least one player has achieved a score of 100 or 
more points. When this occurs, the match ends. Any 
player who has crossed the rubicon adds their larder to 
their score, and this then becomes their final score. Oth
erwise, the larder is lost. The player with the higher final 
score wins the match. 

Larder 

Score 

Final Score 

CapOn Pinky Capon Planky 

13 (game 1) 
10 (game 2) 
20 (game 3) 

43 (total) 

20 

Reaching or 
exceeding 100 

pOints Is known as 
crossing the 

rubicon. 

If a player does not 
reach 100 points at 
the end of a match, 
he or she has been 

keelhauled. 

This sample 
scoresheet shows a 

match that took 
three games to 

finish. After each 
game, the score was 

tallied to see If 
either player had 

achieved 100 points. 
In this g ame, only 

one player achieved 
100 points, and so 

only that player got 
to add their larder 
to their below-line 

score. Note that, 
while the score 

needs to be 
continuously tallied, 

the larder does not 
need to be totaled 

until the end of the 
match - If at all. 



Spooneye! 
!Jour 

Wi tli 'l1iree 
Prayers 

or 

(Yooneyel with three players is fundamentally similar to the 
Jtwo-player version, requiring only the following adjustments: 

I. When drawing for deal in the first game, the player who 
draws the highest card is Captain, and the player who draws the 
lowest card is Matey. Matey always sits directly to Captain's left, 
and the positions rotate clockwise after every game. 

2. Play always goes clockwise. 
3. Players may capture or spooneye from either of their oppo

nents' masts. 
4. If a mast containing three 7S is raised, it is known as a triple 

mutiny and all players give their hand to the player on their left. 

('Pooneyel with four players is  played in a partnership 
J format, like Contract Bridge or Canasta. Each partnership has 
two hands and two sets of masts, but shares one single booty pile 
and score. There are the following alterations: 

I. Each player draws a card to determine Captain and Matey, 
with play going clockwise. The player who draws the highest card 
is Captain and plays first, with his partner playing third. The player 
who draws the lowest card is Matey and plays last, with his partner 
playing second. Positions rotate clockwise after every game. 

2. Each player is dealt three cards and three masts. 
3. Each player can have a maximum of three masts, and those 

masts arc in fixed positions (see diagram). Closing masts does not 
occur in Partnership Spooneye!, and a new mast does not have to 
be started next to an existing one. 

4. Players can capture or spooneye cards off of either oppo
nent, but not off their partner. Any spooneyed card must be played 
on the player'S own masts, not their partner's. 

s. Players can only move cards on their side, not their partner's. 
There is no way to move a card to the partner's side. 
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6. Yes, swabbing the deck entails swabbing the whole deck. 
7. As in regular Spooneye!, if a 3,4, or 9 is played on one 

of either of the opponents' masts, the player still gets the ben- . 
efits. However, if a 3,4, or 9 is played on the partner's side, the 
partner immediately gains the additional effect. This can involve 
cards being drawn or played out of turn. Play continues as normal 
afterwards. 

8.1£ a mast containing three 7s is raised, it is known as a qU(/
druple mutillY and all players give their hand to the player on their 
left. 

9. No non-card signals can be passed between partners. 
IO. During the endgame, if one player runs out of cards, play 

simply skips them for the rest of the game. Their partner contin
ues to play as normal. 
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More Questions 
.9lnswers 

being 

VOLUME TVJO, NUMBER THREE OF 
THE COMrLETE GOULD-GOULD 

CONVERSATIONS 

eg: So, M r. Gould, we meet aga in. I- l ow are you today' 
EG: Oh, just fine. Loved you in Tbe LOll?, Goodbye, by the way. 

ana 

eg: Urn, yes. My first question refers to this hopelessly muddled rule about moving cards. I s  there 
any instance in which I might be allowed to, for strategic purposes, move a card on my opponent's 
side' 
EG: For heaven's sake, Mr. Gould' Surcly you could have come up with a less insipid initial ques
tion than that' Such a thing is clearly stated as utterly impossible in the rules, and I judge you a 
fool for even asking it. 

' 

eg: Ah, but what i f  one plays one's own card on t he opponent's side' Surely, then one must . . .  
EG: Listen, Mr. Gould, for I ' l l  say this once and once only. \Xlhen onc plays a card on the oppo
nent side, as soon as that card is placed down and any additional effects have taken place, it is no 
longer your card, it is your opponent's. This is why a player docs not raise their opponent's masts 
for them, and why one cannot move cards on one's opponent's side. 

cg: 1 sec. But permit me to do you the inuiscrction of ask ing again about ... 
EG: Could you stick to the point'  Please' 

eg: Fine. I f one plays a 4, arc you then allowed to move a card, or must you instead play another 
card from your hand? 
EG: The latter. A 4 docs not give a player an extra turn; it specifically forces them to play another 
card. 

cg: Yes, very good. Another silly question, I'm afraid, but is there any way for a player to do 
nothing; that is, neither to draw a card and play a card, nor to move a card' For instance, let us say 
that a player only has one mast, consisting of two cards. Could they, in a sense, "attempt" to move 
a card and fail,  thereby causing them to rake no action that turn at all' 
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EG: Oho, Mr. Gould, now you're getting a bit more clever. [Jut no, there is no way to do the thing 
you describe. Every turn, each pInycr must either draw and play a card, or frilly move one of the 
cards already on their side of the table. 

eg: What if the deck is exhausted and no more cards can be drawn' 
EG: Then, my friend, you must simply play cards until you run out. 

eg: Let us move on to these awkward new scoring rules, especially that of "swabbing the deck." 
EG: It would be my pleasure. 

ego Two theoretical examples for you to consider, Mr. Gould. firstly, let us say that one has two 
masts - one comprised of the 6 of Diamonds and the Queen of Clubs, the other merely comprised 
of the 8 of Spades - on one's side, and there are no masts on the opponent's side. And you hold a 
5 in your hand. 
EG: I think I see where you are headed with this . . .  

ego Well, I know that there is no way for one to capture masts on your own side. [Jut is there allY 
way, in this case, for the player to swab the deck' 
EG: Unfortunately for the player, no. But before you protest, Mr. Gould, view the siwation from 
the other side. I f your opponent were to have a mast totaling . 6  on his side and you had nothing, 
then it would truly be a marvelous strategy for you to start a new mast on your opponent's side 
with the 8 of Spades, as that could not be moved onto their existing mast and would prevent them 
from swabbing the deck. At least, immediately. Now, you mentioned that you have another ex
ample? 

ego I n fact I do. Let us say that you have two masts on your own side, one comprised of the . 0 of 
Spades and the 7 of Spades, the other of the 1 0  of Clubs and the 3 of Diamonds. Your opponent 
also has two columns, the contents of which arc superfluous to this discussion. Now, if one plays 
the 4 of Spades on the first mast, and then immediately plays the 8 of Clubs on the latter mast, 
what happens? 
EG: A complicated question indeed. Now, since the first capture occurs before the second card is 
played, there is no swab of the deck at that time, and so, while the ten-seven-four mast docs go 
face up, as the player did hoist the colors, whatever mast they capture at that time will go face
down. Then the second card is played, the second mast is raised, and in that case, .he deck is 
indeed swabbed, and both masts arc placed in the booty pile face-up. 

ego That's very interesting. I like your stories. Now, M r. Gould, not to veer off ropic, but... 
EG: You're going to veer off topic. 

ego Exactly. Now, in the movie Kicking and Screaming, jn which you arc quite riveting as the lead 
character's father, there is a reference at the beginning of the film to the movie Bob 111111 C"rol "lid 
Ted IIlId A lice, which you starred in, except the character refers to it as MOllkeys, II'/ollke),s, Ted 111/{1 
Alice. I s  this a sly reference to your legendary ... hirsllteness' 
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EG: Good God, M r. Gould' I s this your idea of a pertinent line of questioning'!) I f so, I might as 
well simply stand up and leave right now. 

eg: No, please, calm yourself. I meant no offense. Let us turn our attention back to this marvelous 
if rather unnecessarily Byz;1ot inc game that you've invented. 
EG: Yes. Let's do that. 

eg: Let us speak of the larder. I suppose the most obvious question is, can the larder, if one is 
sufficiently unlucky or perhaps simply a wretched player, total a negative number? 
EG: Of course it can, Mr. Gould. \'(fhat do you think this  is, some sort of children's game, where 
nothing untoward ever occurs and at the end everyone gets a lollipop and a pat on the head? Life 
is hard, Mr. Gould, and i f  you do not wish to put this rule into practice, then simply stop captur
ing so many clubs. 

eg: Well, Mr. Gould, I fear it is time to stop throwing you these softballs and to start asking the 
difficult questions. Once a highly respected and perhaps even world-renowned actor, you career 
has since dcclined precipitously, to the point that in recent years you have been reduced to char
actcr parts in such reprehensible Cinemax twaddle as Night Visitor ... 
EG: Do you havc a question, M r. Gould?!) 

eg: Yes. \X'hat was it like working with Shannon Tweed' 
EG: I don't know. Was that Shannon Tweed' Christ, it may as well have been. Do you know what 
kind of residuals you get o(f of pay-cable' I can barely afford to store my motorcycles. 

eg: Speaking of motorcycles ,md residuals, Mr. Gould, in the mid-80S you were the star of an 
extremely short-lived hospital sitcom called "ER." Do you get any money from the hit  show of  
the same name on thc a i r  today? 
FG: I t 's still working its way through the courts as we speak. Although I and all the other fine 
actors on the original show certainly deserve a portion of the profits that have been made off this 
rip-off - a show, mind you, that not only ripped o(f our name and stole George Clooney, but also 
our entire concept of setting a television show in a ... hospital setting - the outcome of the case is 
still not certain. 

('g: Why is that, Mr. Gould' 
Fe;: They might have us on a t echnicality, .which is that, in the commercials, they pronounce 
their new show "Ec - Ar," while in Ollr commercials, the announce simply pronounced the title 
"Er." 

cg: "Er"? 
EG: Well, of course, we eventually realized our blunder but that was three, maybe even fou r  
weeks after t h e  commercials had been recorded, and by thcn we'd been canceled. You sec, back 
then, it ",asn't about medical consultants and authenticity cxperts and all of that. It was about 
t he jokes. 



MORE F U N  
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Yo u r  Hand : A . ,  A., 5., 7", 1 0 010  
(It 's  t h e  fi rst t u rn of t h e  .third g a m e ,  

and t h e  score is Y o u  5 6 ,  T h e m  73 . )  
What do you p lay? 

Can you name 
three songs that 

mention cards and 
are not sung by 
Kenny Rogers? 

Can you match the 
hand to the game? 

C o n t r a c t  B r i d g e  

P a r t n e r s h i p  
C a n a s t a  

E c a, r t e  

N i n e t y- N i n e 

A u c t i o n  
P i n o c h l e  

S k a t  

I�· ... · I  
8 • •  
... . 

, • • '*' '*'� � '*' 
I �. • 
i • • 

'*' '*'� 
I ·"·�l 

3 + • 
+ 

+ + £ 

11 r 

( I t ,is T u r n  1 4 ,  and t h e r e , have b e e n  
. 4 3 S, 2 4 s ,  a n d  2 9 S  played) 

Y o u r  Hand: 4 . ,  Solo, 7" ,  K .  
Wha t  d o  y o u  p l a y? 



MO RE ANSWERS 
Movin� a 3 and dropping anchor is the safest move 

here. I r is by no means indefensible, as it docs nct 
you a valu(lhlc extra card you wouldn't otherwise get. 
But the score necessitates that you play defensively. 
It being unlikely that you'll ncr 44 points this game, 
your only hope is to keep your opponent from scor
ing 27 points this game and keelhauling you. 

The key c::Ird is the 9 • .  I t can hornswoggle you by 
moving and dropping anchor in either direction, and 
there's no way for you to protect all your vulnerable 
cards at oncc. Your only hope is to play a card on top 
o f  the 9 • .  preventing it from moving with the hope 
that you didn't just hand YOUf opponent a capture. 
The question is, which card to pby? 

An Ace would he the worst choice. Your opponent 
could move the 9. 01lt'0 that mast, spooneyeing one 
of your cards and creating the obviously dangerous 
total of 19. The 7. would be better, bur sri II not great; 
the 9 .  could be moved, spooneyeing a 3 and again 
giving your opponent 19. The 5. i s  your hest option, 
as i t  both prevents the 9 .  from moving and gives the 
9 .  nothing good t o  spooncyc. 

A (very) partial list. Send 'em in. 

Queen of l lcarrs - O;lVC Edrnunds,.Juicc Newton 
Run Red Run - The Coasters 
Ace of Spodcs - Motorhcad 
I(oscmary, Lily, ond the Jock of I-learts - Bob Dylan 
ThcJoker - Steve M iller 
Pull Your C",1 - Lordz of Brook Iyo 
SkP"I'st And Crooked - Corter U.S.M. 
( ; roundt'd - P:lVcment 
The Dcvil', Right Hond - Steve Eorie 
DCOld's MOln I land - Tora Tora 
I lcans Arc Trump - Trio 
The Red onci The Black - II.O.C 

E c a rte 

S k a t  

Pa r t n e rs h i p  
C a n a s t a  

N i n e ty- N i n e  

o n t ra c t  B r i d g e  

A u c t i o n  
P i n o c h l e  

The choice here pretty clearly comes down 
to playing the 5'" on the 1 0 ",-6 ... mast vs. 

playing the 4 .  and the 7. on the] ... mast. 
Although the larder does favor the latter play 

by 2 points, strategically, playing the 5'" 
seems the superior move - by leaving the less 

dangerous seeming] ... mast, the opponent 
might be suckered into playing on the 3. on 

t heir turn, allowing you to swab the deck. 
However. Turn 14 is pretty late in the game, 

and there arc still two 9s out there, making it 
fairly likely that the opponent has one. I f  the 
5'" is played and the 8.-8 ... mast i s  captured, 
this then allows the opponent to play a 9 o n  
the 3.,  spooneye the] ... , and swab the deck 
himself. Therefore, even t hough 4S should 

normally be held onto when another capture 
is possible, in this case 

·
the best move is, in 

fact, the 4 . -7 •. 



'Ihe Samp[e game 

Captai n ' s  

Hand 

. , Captai n s 
Masts 

Matey's  
Masts 

Matey's 
H a n d  
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Tu rn 1 M  

+-
:; 
• 

rvlatt·y dr�ws the K ",  and plays it on 
the) oIo ,  A lucky draw (we'll be seeing 
:l couple of tho�c by lvtarcy in this 
game), making this move pretty un
irnpc;1chablc. Phlying the K ... (as op
posed to the A ... ) is  definitely the 
bener move, as it prevents Captain 
from playing on the mast i n  a n  at
tcmpt to block, and also saves a more 
valuable card in the hand in case 
Captain swashbucklcs on his next 
turn. 

• 
• 
• • 

£ 

3 8 

Turn 1 C  

Capl"Olin moves the 3� onto the 
6 " .  which, because it  is  her first 
'"urn, allows her to draw another 
card, the 7 "' ,  This is a pretty good 
move, given the significant chance 
that Matcy has a 4 or a 9 and can 
capture something of Captain's 
all)�"ay, Deciding to blurrby draw
ing and playing might not have 
been a bad idea, though, especially 
since dr,1\ving of the 7. would have 
meant she wouldn't be blurfing af
ter all. 
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Turn 2M 

Matcy draws the 1 0 .  an d 
p l ays r h e  A ... o n  rhe K ... . 
hoisting the colors and cap
turing Captain 's 6.-3. mast. 
No other possibility. 

T u r n  2( 
Captain draws the 9. and plays the 8 .  a s  a IH:W 
l1la�t. An odd move, bur not unjustifiable. First, 
rlH:rc's the chanu.: that' M atcy's play was in fact 
a bluff. Matcy has to play on some existing mast, 
and, with a hand full of mismatched cards (and 
PCI haps a surfeit of 10-spots,) might try to louk 
threatening i n  order to buy rime. Playing the 

9 . - probably where the 8. ended up, rak ing 
the k. - would not have been a bad move at all 
(in retrospect, it may seem the better one,) but 
it's understandable to want [Q save a spooncyc 
for wht.:n it's truly necessary. Captain knows that 
til( 8 ... is safe - if M atcy has an Acc, he'll almost 
cer tainly decide to capture the 6.-3"" column. 
So, Captain 's apparent plan is to wait and see 
tht 8 ... (or the 8 . )  is necessary for the 8-7-6 com
bir·ation that Captain holds, so it's worth get
tin,; down there, and the 6 . - 3 ""  isn't all [hat 
strategically valuable anyway. 
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Turn 3 C  
Captain draws the , .  and plays the R .  o n  her 3 • .  
Sometimes, being Cl1prain gives a player a serious 
advantage at the start of the game. This is clearly 
not one of �hosc times, although the 2 .  docs 
brighten the picture considerably. Captain's move, 
though ilrguably not the bcst, leaves the most op
tions open. Captain could hornswoggle the Q. 
next turn, hoisting the colors. There's also a slim 
chance of drawing either the K. or (as far as Capain 
knows) lhe l O Y  next turn. It's a definite threat to 
Matey, and one that provides no opportunity for 
hornswoggling_ Nor is there anything Matey could 
play on this mast to block its raising: only a 6 or 7 
wouldn't allow her to walk the plank, and either 
one of those cards could just be sloughed off onto 
the 8 ... , again aiding Captain. 

Other po •• ible options: 
Play (be 9 .  OJ a lIew maJI, luhllg (be � alld plac

il1g it Oil /be 9 • 
Pro: A decent set-up of a hoist. and Matey prob

ably doesn't have any effective way to defend 
against it. 

Con: Not the most effective use of a 9- I nvolves 
swallowing some pride. as it would be tantamount 
to Captain admitting (at least to herself) that she 
guessed wrong about the A ... . 

I'/ay (b, 7<1>01/ (b, 8 <I> 
Pro: Another worthwhile move that would serve 

both as a bluff and as a genuine threat. Not a bad 
posit" ion 1"0 he in, as Captain could then try to wait 
for the 6 .  to show up, able to raise the mast i f  
threatened. 

Can: Sets up a possible hornswoggle for Matey, 
and, ifCapt";tin draws the 4 .(which is just as likely 
as drawing the 6.), she'll feel like a dumbass. 

P/a), the 2 '  (lJ a flew 111m/ 
Pro: I ( opponent isn't paying attention, this 

could sneakily set up a hornswoggle/hoist. 
Con: If opponent is paying attention, that's a 

pretty ohvious threat ,  and it gives them a chance 
to play on I' hcir Q. and get it out of the crow's 
nest. 



Tu r n  3M 

Matey draws the 6. and plays the 8� as a new 
mast. l\1arcy makes the safe move here - the 
S ... is not terribly valuable to him, and it pre
vents Captain from capturing too many [anls. 
I t  doesn't really set anything up, though.  

Other possible options: 
Play tbe 6 .  011 Captaill 's J .,-8 ., mast. 
Pro: Well, of the blocks available, it's cer

tainly the best option. 
Con: The odds that Captain has a 4, 5, or 7 

(any of which would make this move backfire) 
are pretty good - and if C'lptain has either the 
5. or the 7 . ,  this would be a disaster. 

Play eitber tbe 8.,. or tbe 8 .  on tbe QCr. 
Pro: I t may prevent C;lprain from hOisting 

the colors. 
Con: Is this really worth it' Captain prob

ably has a IO-SpOt of some sort, and the di ffer
ence between hoisting the colors and jusr cap
turing the whole mast would only be 2 points. 
Even if Captain oocs have a 9, she might not 
even bother. 

Play tbe 10. as a uew 1!JtlSt. 
Pro: Nothing really bad about it. A pretry safe 

move, being that it's identical to the Q ¥ .  
Can: Gives Captain a little too much infor

mation - if she has a 9, she knows that she's 
probably not going to be drawing a IO-sput i n  
hearts any time soon, and that she can more or 
less feel free to build up other masts, as she can 
hornswoggle a IO-spot in hearts at her leisure. 
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Tu rn 4M 

rvlarcy draws the 7 +  and plays the 
4 If. This allows him to play the 7 . ,  
T:1 is ing the mast and capturi ng 
C;lprain's 3 ¥ - S If  mast. A fortuitous 
drilY.' IC;1ds to another casy choice, 
with the only decision being which 
mast to capture. Although the 8 . -
6 .  mast would put  3 morc points 
in the larder, Matcy apparently sees 
r he other l1l:1st as a morc direct 
t hreat. \Vhich is prohably true, at 
least in a long term sense: Ly leav
ing the R 4 - 6 .  mast, M atc), (orces 
Captain to play a 7 1'0 complete i t, 
a more valuable Gird than t he 10-
spot that would complete the 3"
S .  mast. 

Tu r n  4C 
Caprain draws the Q'" and plays the 6 .  
on her 8 "' . The play o f  the 6 .  i s  Cap
tain attempting to set herself up in a 
position o f  strength, whi le  forcing 
Matcy to build on an existing column. 
For this purpose, the 6 .  is a better 
choice than -the 7/11 , as that card would 
m a k e  C a p t a i n  v u l n erable t o  
hornswoggling. I n hindsight, either is 
going to backfire, and not playing the 
9'" and getting rid of both of Matey'S 
Queens is going to seem like a mistake. 
There's really no way of knowing that 
at this point, though, and not wanting 
to use up the 9 yet is understandable i f  
maybe overly tentative. 
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Tu r n  SM 

Matey draws the J\ .  and plays the 
10. on the Q •.  J\ bit  o( a risky move, 
but Matey is pretty sure that Cap
tain doesn't have another 7 (aided. 
perhaps, by noticing that the 4 "  was 
also the card that" Captain drew, and 
that even though Captain had a pos
sible hoist, she still paused for a few 
seconds be(ore playing the 4.) 

4 3 

Tu r n  s C  
C;tptain draws the 7 ""  :111<1 pl:l)'s the 4 .  on the ]  ... . 
This allows her to play I he 7 .  on r ile 4 " ,  hoisting 
the colors and c;lpluring I\·\al<.')" s 5+ mast. After 
getting burned twice, Captai 11 i"n ' ,- I :lking :10)' more 
chances. This docs make' r he 8 . - 6 .  mast kind of 
useless. though, and i f  Matt'Y's paying any atten
tion, he might sunnisc I h:1t C;lpt"ain doesn't have 
another 7. A s  for which card of Matcy's to take. 
the Q .  would be the ohviolls choice. uut" .. he 5 -
probably i s  i n  fact t he berter one · Mate), can't make 
21 without any odd cards, and this  leaves the Q • 
for possible later hornswoggling. Also; leaving the 
5 .  next to the 8 ... could he dangerous, as either an 
R or aJack held by Matey (ould pose an i mmediate 
threat. By itself, the 8 ... is considerahly less of a 
threat - there are only two more JS Ollt there, and if 
Matcy had one, he'" probably have played it  o n  
T u rn  J.  
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Tu rn 6M 

Mat<.:y draws a 9 .  and plays It as a new mast, 
stealing Captain's 1 0 .  and placing it on his 
Q • .  Oku}" this is where things start gerring 
ausurd. I t's a draw that just can't be turned 
down, though; t he pull of insrant revenge is 
too grear for l"tan.:y to consider any other 
optiuns. Ir should be noted, rhough, that if  
rhe �+ weren't on the board, playing the 6. 
as a new mast would DC il much bencT move 
- it would nor only set up a hornswoggle on 
Matcy's pan l1l:xt rurn, but, if Caprain did 
raise rhe 9 . - 1 0 .  mast un her ncxt rurn, it 
would scr Matcy lip for swabbing lhe deck. 

4. 4.  

Tu rn 6 C  

Captain draws the A .  and plays the 
9 . ,  spoancyeing the 1 0 .  from Matey 
and placing it on her 9 • .  Getting 
burned seems to have made Captain 
cautious, as, after holding back on play
ing the 9 a couple of times, she finally 
uses it in a defensive maneuver. I t is 
probably the best move, though; a 
bluff on Matcy's part doesn't seem ter
ribly l ikely, and it docs buy a few 
rounds for a much-needed 6, 7, orJack 
to pop lip. Playing the 2 or a Queen as 
a new mast wouldn't have been bad ei
ther - especially the 2, as that would 
set up a casy hornswoggle as soon as 
Matey played another 10. 
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Tu rn 7M 

Matey draws t h e  5+ and 
plays the A .  on the 1 0 . ,  
completing t h e  mast, and 
c:1pturing Captain's 8 .. -6. 
mast. Another no-braincr, 
which nets a kick-ass 7 ad
ditional points for fvlatcy's 
larder. Nice draw, too. 
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Tu r n  7 C  

Captain dr:lws t he K .  and plays it as 
:1 new mast . ( )f  d1(,' paltry options 
;lVailablc hert.  s t a n i ng ; J  Ill'W mast 
w i t h  t he K .  i s  prohahly rhe hest  
move; i t  won't gel  captured immedi
ately, and. ;llr hough a hoisl- is unlikely, 
( 'he possibility t il t s  the decision away 
from either  of t he Queens. Playing 
anything on t h e  9 .  would he foolish, 
:IS Matc), clearly k nows by now that 
t h e  8.-6. mast is no immediate dan
ger, and would just capture the 9 .  ;lnd 
whatever card was pl:"tycd on i l .  
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Tu rn B M  

Marcy draws the 9'" and plays i t  as 
<1 new m ast , stealing Captain's Q'" 
and placing it  on r he 9 "'" .  Gee, an
orhcr 9; but what ro do with it? 
Well, stealing the Queen is ohvious, 
but there's nowhere rcally s'ltisfac
wry 10 pur i t .  Ordinarily, in fact, 
Matcy might have just saved the 9"" 
and pbycd the 6. as a new mast, 
essentially t.:eding a raise to Captain. 
Bur nOIlC of I he.: 25 have heen played 
yet , meaning that a bluffJikc the one 
Marcy did cuuld ill: convincingly 
dangerous. 

. , 

Tu r n  B e  

Captain draws the 1 0 .  and plays the Q. 
on her K •. A pretty straightforward 
move; it's worth holding onto the Q .  
and the 1 0 . ,  just i n  case the A .  shows 
up. Playing the A .  on the K .  would 
have been silly, as only the J .  is still ex
rant, and even i f  Captain drew it and 
played it, the mast would then total 1 2 ,  
nOt 2 1 .  Playing the 2 +  o n  the 9 .  would 
have been better, b u t  i t ' s  roo easily 
blocked by Matey, and Captain can't af
ford to be blocked at this point. 
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Tu r n  9 M  

Matey elraws the K .  anel plays the 6", 
on the 9"'.  Looks like Matey'S luck finally 
ran out. Playing the 6", on the 9'" puts 
Matcy in a relatively acceptable position 
- there's stil l  one 6 and two.Jacks cxt;mt", 
meaning that no matter which mast Cap
tain captures, Matcy will have a righting 
chance to raise a mast i n  the next few 
turns. Playing the 5� on the 8� would be 
overly risky, as Captain might take it over 
the pres e n t l y  u s e l e s s  9 + - Q +  mast ,  
wrecking Matey'S only currently held shot 
at raising a mast. Playing the K .  as a new 
mast would be a safe move, but not terri
bly useful. 

4 7 

T u r n  9 (  

Captain dra\\'� r ill' 1 0  • .  and plays i t  
o n  h e r  ') • .  Sen i ng lip (or a hoist 
when in  ohviolls d;mgcf seems on 
p;tpcr to be il  foolh;,mly move. I low
evcr, Captain noticed th:1I M;ttcy, al
though ha\'ing drawn the 9"" the 
same turn he played it, paused a little 
too long for i l  nOI to he ;l hluff. If 
Matcy had executed his blllff more 
seamlessly. probably dlC hest move 
for Capulin would ha\'e hccn to start 
a new mast with the Q. or the 10 • .  
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Tu r n  1 0 M 

Matcy draws the 5 .  and plays the 5'" 
o n  t h e  N ... . Alt hough t h i s  is slightly 
risky (there �tj l l  being 2 4s and a 9 ex
ranr), it sct.:ms fairly sensible. I t'S a 
bener move than playing the 8 . ;  that 
move would art racr too much larder 
attention, and would also provide the 
key componenI' ror a not rorally un
likely 4-9 hurnswoggle (as would leav
ing rhe N ulKovcn:d and doing som!.:
thing dllll l ike startl11g a Ill'W masr.) 

Tu r n  1 0 C  

Captain draws the 5. and plays 
the 2 .  on the 9 . - 1 0 .  mast, 
hOisting rhe colors and captur
ing Matcy's 9 . - 6 .  mast. Al
though Captain realizes that thc 
9.-6. mast is probably also a 
fllSC, it's still  the safer onc to 
capture; also, it 's wonh consid
erably more for the larder than 
her other choices. 
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Tu r n  1 1 M  

Matey draws t h e  7 .  and 
plays the 8. on the 5"'. rais
ing the mast and capturing 
the K " .  Y cah, that's pretty 
much what you'd do. 

4 9  

T u r n  1 1 C  

Captain r lrilws thl' 10'" :111<1 plays 
it as a new m:IH. Y:1Y. Blocking 
Matcy's 8"'-5'" mast w i t h  dlC ')¥ 
would ue risky, hut h:ls its rewards. 
Doing so wit h the A "  would just 
be foolish, though, as MatTY could 
,"hen just' move it onto t he <)"'-94-
mast, possihly even helping him 
raise rh:ll mast as well. 
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Tu r n  1 2M 

Matc), draws the 9 .  and 
plays the 5 .  as a new mast. 
The I) "  is nice, but of no im
mediate u s c .  The 5. is prob
auly the best move;

' 
it looks 

to be of no immediate [hfC.tt, 
bur Sets up a 5.-9.-7. raise. 

T u r n  1 2.( 

Captain draws the 7+ and plays the 
Q. as a new mast. A safe move, and 
also a smart one. Playing the Q. on 
the 10. is tempting, but perhaps too 
risky - Matey could be doing some 
sort of demented double-bluff in or
der to swab the deck, or could just 
get a lucky draw. Also, not capturing 
.Marcy's mast, with its -2 larder, is no 
great loss, and if Matey docs produce 
a 2, this leaves Marcy with the only 
card on the table, an advantageous 
position. 
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T u r n  1 3M 

Matey draws the K o4o  and plays the 
9. as a new mast, spool1cycing the 
6+ and placing it  on his 5 •. I t's a 
shame to usc up the last 9 in such an 
anticlimactic way. but there's not 
much other choice if Matcy wants to 
stay on the offensive. Playing the 9 .  
o n  t h e  5 .  and using t h e  6 ... t o  start a 
new mast would also be feasible. 
However, it  would require using the 
7 •• while M atcy's move lets him save 
it in case a 4 comes along. 

5 1  

Tu r n  1 3 C  

C:lpt:l in draws the (1 "",  and plays it 
nn the 1 0 ,," . Somc son or aggres
sive 1110ve Illllst he made here, be
fore Matcy acr u:llly docs draw a 2. 
Going with the fl. seems hest, as 
the cluhs enSlife a weak larder if 
fvbtc), l1lan<lgcs to raise I"he Q"'-9'" 
O1ast. Also, playing t he 6 ""  might 
trick Matcy into playin!!otl the 5 .  
in a n  attempt to avoid being horn
swoggled. 
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Tu r n  1 4M 

M;ncy draws Ihe 3 .  and plays 
the 7. Oil dH.: 5 ... -6"'-3. mast, 
walking (he plank and captur
ing Captam's Q •. The o4vi
nus ( a n d  correc t )  move , 

though il docs usc up lhe last 
7 available. 

5 2 

Tu r n  1 4C 

Captain draws the J .  and plays it 
on Matcy's 5 . -6 ... mast, which lets 
her draw the z ... . There being really 
no good moves on his own side, this 
is a pretry good block - the J. can't 
be moved next turn, there's only 
one 7 left, and if Matey had wanted 
to play a 7, he would've played the 
9 .  on the 5 . ·  

7 • •  
• • 

• •  
• ·1 

... £ 
I ·  .�I 1 I '"  "'� I '---=-' 

��_Ir-'-W, 



10. • •  • 
• 
• 
• 

10 ... ... 
+ ......... 

... ... 
......... : 

� . .  
• •• 
• • 
····61 

Tu r n  1 SM 

Matey draws the 4 +  and plays 
the 3 .  as a new mast, addition
a l l y  drawing the A ... . Not 
much clse to do here, really -
playing t h e  3 +  o n  t h e  9 .  
wouldn't bc too useful, as there 
are no more 9S available to 
raise the mast (and only one 5 
to go with the 4.) 

5 3  

Tu r n  1 S C 
Captain draws the 4 .  ;lIld pIa),!' the T O .  as a 
new mast. Swashhuckling (hy playing the 4 .  
and the 7 +  on t he 10+) is the ohviolls mov{" 
bur gives Captilin -2 points in her larder and 
leaves Matey with thc only card on the board. 
Playing the A .  on the 1 0 ""  would set up an 
ohvious threat ; however, thc number of cards 
in rhc dcck is rapidly dwindling. making M atc), 
too likely to draw a 2 (or this to he a safe move. 
C:1ptain's <le(Ual movc is t h e  savviest - it puts 
her in a hetter posi t ion i r shc decides to 
swashbuckle next turn, and if M arcy docs raise 
a m.lst on his next turn, I h:n just sets Captain 
up to swab thc deck. 
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Tu r n  1 6 M 

Matcy draws the) • and plays it on the 9 • .  
A good illustrat ion o f  how luck can be an
other word tor good planning; if Matcy was 
counting cards, t hen he knew that there 
were still twoJacks t..'xr;lIlt, with only 3 cards 
left in rhe deck. Playing the J. next to the 
9. sets up for this cvcntllaliry perfectly. I f  
the J. had been played o n  the 9 .  earlier, 
then the Jack would also only have a value 
of three; rhis way, though, the J:lCk has a 
value of 9, and Captain is going to have to 
play on rhe 3 .  to block (he raise. 

Tu r n  1 6 C  

Captain  draws the 2 .  and 
plays the 4 .  and the 7 ""  on the 
1 0 . ,  raising the mast and cap
curing Matcy's 9.-Q. mast. 
There's really no advancage to 
putting this 0(( any longer - a t  
least the larder isn't actually 
negativ�, and although there's 
only one more 2 ollr there, 
there's also only 3 cards left in 
the dcck. 
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Tu r n  17M 

M atey d raws t h e  2 .  and 
plays is on the 9.-] t.  The 
only  sens ib le  move,  a n d  
there's n o  way for Captain 
to block a mast that already 
equals 20.  

5 5  

Tu r n  17C 

( :aprain d r;l\\'s theJ . and plays the 
). on fvtatcy's .I t .  This is rcal1y the 
only 1110\'e here that makes scnSl', 
There is only one card left in the 
dcck, so this  will be M atey's last 
ch;wcc to movl' a clrd; the only 
card movahle, though, i s  thc J . ,  
and moving i t"  unto the 1 .  -,¥ mast 
would be ust:lcss, as I hefe arc no 
more 8$ extant. 
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Tu rn I B M 

M a l e y  plays rhe 4 +  o n  r h e  
Captain's 2 . ,  and then plays the 
A. on his '} .-J . -2. mast, walk
i ng rhe p l a n k  and c a p t u r i ng 
Matey's 2. "  - ... ... mast. The smart 
move hen.: is playing the -4 of. on the 
2. [or an c.: x l' ra po i n t . The 
knuckleheaded move is playing it  
un rhe 2. instead of the 10 •.  

T u r n  1 8 C  

The deck is exhausted. Cap
tain plays the 2 1;. .  This is more 
or less a desperate decoy, in 
the hopes thar Marcy will ig
norc the strategically invalu
able 1 0 .  in an attempt to 
boost his larder. 
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Tu r n  1 9 M 

Matey plays the K ",  as 
a new mast.  This  i s  
known as "awai t i ng 
the inevitable." 

5 7  

Tu r n  1 9 C  

Captain plays the J .. nn 
the 10 ... . M a l ey made a 
disturbingly glol { al noise 
u p o n  w i tllt' s s i n g  t h i s  
move. 
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Tu r n  20 M 

Matcy plays t he K .  as 
a new mast. Welcome 
to Thrillsvillc. Popula
t ion: Y nu. 

<; 8  

Tu r n  20C 

Captain plays the 1\ .  on 
the 1 0  ... -J . mast, raising 
the mast and capturing the 
3 .  -5 . mast. Sometimes de
coys w o r k ,  even when 
they're nor supposed to. 
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Tu r n  21 C 

Mate), pla),s the 2� as a n('w 
mast . T he three cards IT
maining on t h e  board arc 
tossed i n t o  Dav), .l one, '  
Locker. Those who find I his 
ant ic l imact ic  arc encour
aged to check out t h e  
\X'cirducard variant i n  the  
Hall of In fam),. 

The Ta l ly 
C a rd s  ca p t u re d  by C a p t a i n  (19 ) :  

J . , 4., 7 . ,  9 . , 1 0 . , 2 . , 5 . ,  

6 ., 9.,  7.$., 4 . ,  1 0 . ,  Q.$., 9.$., 

A . ,  J., 1 0.$., 5 . , 3 .  

Cards fl i p ped u p  b y  C a p ta i n  (6) : 

Captain's S core: 25  

Capta i n ' s Lard er: 1 4  

5 9  

C a rd s  c a p t u red b y  Matey (3 0) : 

J .$., K.$., A.$., 3.$., 6 . ,  7 . ,  4., 

Q ., 8 . ,  3., A . ,  1 0 ., Q.,  6 . ,  

8 . , 8 . ,  5.$., 8.$., K ¥ ,  3., 6.$., 

5 . , Q., 7., 2., J . ,  9 . ,  4.$., 

2 . ,  A .  

C a r d s  f l i p p e d  u p  by M a tey (5):  

Matey's  Score: 3 5  

Matey ' s  Lard er: 1 0  



J{a[[ of Infamy 

\V I":I' i t  comes t o  card games ,  I ' m pre t ty much a pur i s t .  A n  evening o f  p o k e r  
means a n  evening o f  Seven-Card Stud, maybe occasionally broken up by Five-Card 

Draw or a few rounds of I ndian Poker. Wild cards arc verboten, and even the inclusion of a 
joker in the deck requires moderate alcohol consumption to induce lowered inhibitions. My 
snobbery towards people who put money under Free Parking began before my voice changed 
- admit tedly, I 'm talk ing about college, but still . I concede that I did usc 4d6 when rolling up 
D&D characters, but I felt really, really guilty about it ,  and refused to switch scores around 
even when doing so would have gotten me a paladin. 

. 

Okay, before this gets any more pathetic, poim being: I ' m  not much for variams. There's 
usually enough already going on in games I l ike that I rarely get the urge to tinker with another 
game or change anything, unless it  seems unbalanced or just plain screwy. And, unlike many 
other types of games, t TJdirionai card games are usually pretty seamlcssly assembled - i t 's not 
like you're ever playing I Iearts and unable to figure out what's supposed to happen next. And 
even when stuff is arbitrary or i l logical, it 's often an integral part of.the flavor of the  game: 
Cribbage wouldn't be Cribbage without " I-l i s  Nobs" or "His Heels", and though I can't exactly 
t1gure our the SlT:ltet,')' of Durak, I still like it  the way it is. 

But I do like reading about variams, and I agree that the capacity for them is one of  
the hallmarks of  a worthwhile card game. So, I 've decided to include a few of the more i nter
est ing ones lhat have been invented as the game of Spoon eye! evolved. These variams fall into 
t hree basic categories: Some \verc 'the other apdon' when various design junctures were reached, 
some arc rules that were in the game at one point in time but proved too clunky or unbalanc
ing to remain, :1l1d some arc just stuff I was tempted to put in the game that would've toppled 
it Over like an overdecorated wedding cake. Like that hasn't happened already. 
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Weird6eanf 

At the end of the game, players 
can still move cards around in 

lieu of playing. If you run out of 
cards in your hand, you can still 
move a card on your turn. The 
game ends when both players have 
run out of cards and have no fur
ther moves that they wish to make. 
All the cards in  your opponent's 
masts go into your booty pile, and 
all the cards i n  your masts go into 
your opponent's booty pile. There 
is no Davy Jones' Locker. If play
ing three- or four-player, you cap
ture the cards of the player on your 
right. 

1. 1  

Peg[eg Stu 

Hearts arc played upside down, 
and are not flipped over and 

revealed until either the mast they 
are in is raised or captured. They 
may move normally. A player may 
only pick up and look at hearts 
played on his own masts. If a card 
that is placed upside down is later 
revealed to not be a heart, or i f  a 
heart is later revealed to have 
caused a column to go over 2 1 ,  the 
opposing player immediately and 
automatically swabs the entire 
deck. ( I f playing three- or four
player, the cards arc divided up 
equally, with any remainder going 
to Davy Jones' Locker.) 



Increase :Henry 

O n an player's turn, they 
can, instead of  drawing/ 

playi ng or moving a card, re
place an exposed card on their 
side of the table with one from 
their hand. ] fa 3, 4,  or 9 is taken 
into the hand and then played, 
no additional effect occurs. 
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Scurvy Pete 

The card value of  al l  clubs are 
negative: the 6 of Clubs is 

worth -6 , the King and Queen 
are worth - 1 0 ,  etc.  Yes, t h i s  
means that theJack of Clubs ba
sically ends up cancell ing what
ever card is played underneath it .  
Masts can have a negative value, 
and -2 I completes a mast just like 
a regular 21. This is a fun variant, 
and is especially disorienting i n  
c o m b i n a t i o n  wi t h  H o w a r d  
Johnson. 



Captain Scrummy 

I
f, at the end of the match, 
only one player crosses the 

rubicon, then all of the larders 
of his or her opponents are 
added to his or her final score. 
A variation that appeals to 
riverboat gamblers and other 
such jackanapes. 

"q'he 'Baron" 

YOU must complete a mast using 
5 carus to walk the plank, and 

none of those cards can be 4S. How
ever, walking the plank turns all of 
the cards in the completed mast face 
up. This is the original walking the 
plank rule. I t  actually adds a little 
more excitement to the game, but 
tends to rather dominate the strat-
. egy, and a l s o  exacerbates t h e  

occassionaJ one-sided pounuing that 
occurs when the luck of the draw 
drastically favors one player over 
other. 



fj)isheye 
(dish not shown) lacks are never placed in the 

booty pile. I nstead, when a 
ack is captured, it is immedi

ately placed by the capturer on 
one of their masts. All Jacks 
eventually end up in Davy 
Jones' Locker. 
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erne crafty 
Monsigfior 

f£rnes to 

I
n this variant, 2S possess the 
special effect of 3S, 6s possess 

the special e ffect of 4S, and 8s pos
sess the special e ffect of 9S. 3S, 4S, 
and 9S have no additional e ffects. 
Obviously not the most radical 
way to structure this variant, but 
o n e  t h a t  w r e a k s  s u r p r i s i n g  
amounts o f  havoc nonetheless. 



Cap'n Pinl(y 

At the beginning of the game, 
deal out no masts. I nstead, 

give each player eight cards in their 
hand. Each player, starting with the 
dealer, then alternates p laying in
dividual c ards face-up on t h e i r  
opponent's side. Masts are placed 
in strict left-to-right order. I f  play
ing three- or four-player, place the 
masts of the player on your left. 
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Cap 'n P[anlQ; 

At the begi nning o f  the game, 
deal out no masts. I nstead, 

give each player e ight cards in 
their hand. Each player then takes 
four of their  cards and lays them 
face down i n  a row a n  the 
opponent's s ide .  The cards arc 
then fl ipped over and play pro
ceeds as normal. I f playing three
or four-player, you place the masts 
o f  the player on you r left. 



Zane, Lora of tlie Pirates 
Lortl of the Pirates is a gargantuan gauntlet of gaming guffawnery, rec 

ommentletl to those on coast-to-coast train ritles, the snowbound, and 
those who have accumulated "three strikes" in our enlightened justice 

system. It  consists of ten consecutive games of Spooneyel ,  each one played 
using a combination of  the listed variants: 

G a m e  1 :  Weird beard, Ca p'n P i n ky 

G a m e  2. :  
G a m e  3 :  
G a m e  4 :  

G a m e  5 :  
G a m e  6 :  
G a m e  ] :  
G a m e  8 :  
G a m e  9: 
G a m e  1 0 :  

The Crafty Monsignor Ernesto, Cap'n P l a n ky 

I n c rease Hen ry, D i s h eye 

Scurvy Pete, "The Baron" 

Peg leg Stu, D i s heye 

Cap'n P i nky, Weird beard, I n crease H en ry 

The Crafty Monsignor Ernesto, Cap'n P l a n ky, D i sheye 

S c u rvy Pete, Peg leg Stu, "The Baron" 

I ncrease Henry, Cap'n P inky, Pegleg stu, Disheye 
A l l  Variants (except Cap'n P i n ky) 

A fter the last game, tally up the scores. I f  a player's score equals or exceeds 
300, they may atltl their larder to their total score; i f  not, their larder goes to 
their opponent . 
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llno:  'B[ight, Scourge, 
or  Menace ? 



I 
love cards fur many, many reasons, not the least of which is that I ' m  a consumer, and as 
consumer ol Jjects go, cards arc pret ty much as good as it gets. The texture, the colors, the 
p,Inerns. The waxiness o f  t he coating, the thickness of the paper underneath, the sharpness 

of the special ly des igned knife edge. The way they riffle, the way they shuffle, the way they bridge. 
Their collective heft, their individual lightness, their startling aerodynamicity. The unnoticed, 
split-second slights  of hand, the breathtakingly obvious stunts of dexterity, the evetyday player's 
inimitable nourishes. I 'm no Paul Lukas, but I know quality when I see it. 

I f there's an object with a more blissfully lopsided cost to utility ratio, I 've yet to find it .  
You can do anything with cards. You can tell your fortune with them; many think that's what 
solitaire games were originally invented for, and the Tarot's occult properties came about some 
years after their original purpose, a complicated trick-taking game that utilized the Major Arcana 
as a permanent trump suit. You can probably do more different magic tricks with a regular deck 
of cards than with every other prop put together, and that includes all those silly trick decks. You 
can, with a few hours of practice, throw them up in the air and have them boomerang right back. 
You can attempt" to toss them into a hat. You can stick them into the wheels of your bicycle and 
make cool noises. You can build a house out of them. 

And you can play a couple of games with them, too. Unlike chess, checkers, go, Mo
nopoly, etc., cards are not themselves a game. They're a tool for creating and playing a variety of 
games, just like a h'lJitar or piano is a tool for creating and playing a variety of music. I t 's  rare to 
meet someone who likes games at all who doesn't like at least one card game, because anyone can 
play cards, and t here's a game to appeal to practically everyone. People in small groups, people in 
large groups, peopic alone and bored. People who want to spend a l ifetime learning a game, people 
who want to spend 20 minutes, people who want to sec if they can smack the tabletop faster than 
the other person. People who don't want to gamble, people who want ro do nothing but gamble, 
people somewhere in the middle. People looking to sharpen their concentration, people looking 
to relax, people looking for a way to make human interaction a little less awkward. 

There's more differences, once you start getting down into different games. I-Iearts, 
Ninety-Nine, Skat, and Bridge may all fall into the same basic trick-taking family, but switch over 
ftom one to anorher in the middle of an evening, and you might as well have switched the CD 
from Steely Dan to bis, or started drinking whiskey instead of wine. Switch over to Poker or 
Asshole, and i t  might as well be a different night. 

But for all the d ispariry in mood different card games can engender, it's what they all have 
in common that acts as their universal strength. To quote someone far better versed in the his
tory of cards t han myself, playing card historian (and inventor of Ninety-Nine, the best card 
game of this half-cent ury,) David Parlet t: 

AI risk of sounding prct' cil r iolls, I believe cards will continue to thrive because they rclare so 
closely to rhe human condition. For all their variery, rhey embody a unique and unrivalled gaming 
idea: dlar of t hings Illysterious on unc side and obvious on the other, whose exercise involves 
unravelling I he mystcry from glimpses of t he obvious in  time to pur that understanding to good 
usc. The n.: will  always be rhose who decline the invitation, preferring to surrender themselves 
passive ly tu the dictates of (-hanee -- just as there are those who prefer to mark the backs or slyl), 
peck at the fronts, even when not playi ng games_ But so long as anyone is left to wield a card there 
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will always he intelligent games re flecting the basic SCl"-Up of l ift.: , whkh �t:lr l"" liS all  off (rolll 
unplanned <lncl unequal opening positions, ,lOd itself is nothing i f  not I h l" lilt  imate game of"impcr

fee t  information".' 

Like art, card games serve as a manner in which to reflect, understand, and, in an es(apis t 
but essentially benign way. control l ife. They arc a metaphor; an imperfect metaphor, because 
),ou can win, but one that strengthens and prepares the mind in the same way that tht· metaphor 
of sports strengthens and prepares the body. Playing cards, and games in general, arc maybe not 
literally an art form (and in this murky zone I could ramble on for 20 pages without coming to a 
more definite conclusion, '50 allow me to fudge,) as they comprise a closed logical system without 
any room for ambiguity or subjectivity. But calling cards a universal language is  a less figurative 
statement than it may seem at first.' I can imagine a world without chess, Monnpoly. or any 
particular card game as easily as I can imagine a world without, say, Dutch. You don't even have 
to try to imagine variations in form - more suits, d ifferent suits, different ranks, di fferent" card 
shapes - as they exist all over the world; anyone who thinks that a deck of cards equals I) clubs, 13 
hearts, '3 diamonds, and '3 spades should leave the country, or at leac.t go to a l ibrary. But the idea 
of cards themselves is, l ike language, virtually a priori; in fact,  I ' m  prett), sure I was playing \Xlar 
before I learned how to spell it. Nobody's absolurcly sure whu invented them or when they were 
invented, but in the last mi l lenium t hey have left virtu:,) I\ ' no cul t'ure untouched. l .ike language, 
ideas inhabit a pack of cards, to be seen or l11 i�"l'd, as animals inhahit the forest. 

\Xlhat's more, they're free. \Xle l l ,  prel l v  much - a good pack of cards will run you about' 
the same amount as a decent pen and a pad of paper, wh i c h St'l'IllS appropriate. Rulebooks cost 
money, arc a practical necessity (or cert ain hij.!hly formalized games, and here's hoping there's a 
couple of other people out there who "(tually enjoy reading ahout card games. Bllt I 'd venture to 
say that even today, what with all the Barnes "nd Nobles and such, the majority of people who 
play cards have never bought a book on cards in t heir lives. One st rong s imilarity between c;"ds 
'and language is that, l ike every hipster's favorite smacked-out wife-killing pederast Nike shill '  
once said, "Language is a virus." And in much t he same way, card games spread most vigorously 
(and interestingly) when people learn them directly from other people, A nd, as t hey do, the g<lmes 
change, spawn new variants, and sometimes even evolve. Which makes them. like neologisms. 
legends of the urban, suburban, and traditional variety, ballads, blues songs, and (in an ohli']ue 
way. perhaps most analogously) dances, a product of folk art.  

B
ut, you know, looking back here with rca I ll' nothing but a couple of measly Nost rad"mus
predicted cataclysms sitting between us and the next millenium, if the 20th century was 
about anything, it wasn't exactly the triumph of folk art. I n card games as much as any

thing, the trend was toward formalization (rule books, national associations, and internat ional 
tournaments all require standardization,) complexity (Contract I3ridge is as haffingly beguiling a 

I David Parlett, Tl1I' o.�f()n/ Guidt, to Card C(l/IIf'S, Oxford University Press. 1 <)1)0. p. 307 
1 Cuntract Bridge hidding systems, in f:KL nrc hasically language in lllic.:rOCOSIll. eOlllplcle with tli.dt.:cts. idilltlls. :I IHI till: 
occasiOll:ll hCllIllSin!! hOlllonym. The majority or strategy in Contract Brill!,!\..' invol vc:s pan,ill� tht.: i n formation provided hy 
the olher three players into as ful l  and coherent ,I pictllre as pnssihl hefore the "aullal !!ill11t.:" I..'wn '[;lrl�. 

\ William S.  Burroughs. If you h;ltJ to rCJd this. (onsitlcr yourself lucky. 
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prodUCl of /\ilodernism as any Charlie Parker extension,) and, of course, we can't forger com
mercc . Commt.:rcc has existed in some form or other since civilization began, but it wasn't until 
Ihis cenrury rhat i t s  conrours became the prime determinant of the vast preponderance of cul
lUre. From t h e  begi n ning of civilization on, creative expression has been irrevocably refracted 
rhrough the r ension creared by turning it into commercial product. A nd music, thanks to a lot 0 1" 
the wrong kind of people and rhe devil muse Syncopaticus, has gotten off relatively easy' With 
television, newspapers, or even movies, knowing the commercial context - who created it, who 
hired t he person til creale it, what company hired that person, what company owns that com
pany, and what other compan ies sponsor the whole thing - is at least as important to compre
hending it as the putative conrent itself. And if that statement strikes you as overly generalized or 
even farfelched, it 's  my humble opinion that that's because it's become so natural for you that it's 
just like breathi ng, which you probably also didn't consciously realize you were doing right now 
until you read this here sentence. 

Though my political views are probably best described as some sort of shaky scmi-popu
lisr ground berween Jerry Brown and Jello Biafra, I am, ultimately, a product of an intensely 
capit alist culture, and I can't say that I don't find some value in it. I f  it wasn't for mass newspaper 
production and nel works of cartoonist syndication, the formal structure for people like George 
I lcrriman , Winsor McCay, and Charles Schulz til reach their artistic potential in might never 
have exisred. I certainly prefer living in a culture where artworks arc mass produced by large 
corpora tions to one where t here's exactly one copy of their work and it's sold to the highest 
bidder - which is probably why cartooning and sequential art has been improving geometrically 
ever since McCay put pen to paper, while the (snicker) " I l igh Arts" continue til chase their own 
post-post-representar ional rail when t hey don't just chop it up and snort it. And if you think that 
lack of contact wit h t he comlTIcn.: ial overculture automatically - or even usually - leads to artistic 
integriry or aesrhelic quality, I 've got this book of poetry by Jewel here I ' d  be happy to send you, 
packed in shredded issues of M aximum Rock 'N '  Roll for proteerion. Let's face it; there's a real 
thrill on those rare occasions when an already worthwhile work of popular art (Pilip Fictioll, Tbc 
SilllpsolIJ, "Smells l.ike Teen Spirit") becomes a shared cultural lOuchslOne, or even (Slallted (/Ild 
EllcbtJ11fed, Higb Fidclily,Eigblb,dl) just a shared subcultural one. I t can almost convince you that 
the purpose of t he capitalist culture we live in is to decrease our IOtal burden of shared isolation. 
Almost. 

\Xlhich isn't even ro put down plain old commercial crapola. I like commercial crapola, in 
controlled doses, if it's of a high level of craft. Haven't used my Playstarion 10 do much but play 
my Loaf' CDs lately, and I ' l l  buy maybe twO new games in 1998. But · 1  bet I ' ll really like those 
games. I mean, there's nothing inherently wrong with video games; they're okay in moderation, 
juS! like Frdsicr, James Cameron movies, and whippets. But none of them arc doing your brain all 
that much good, and none of I hem leads 10 making 100 much contact wirh other real-life human 
beings. I lcck, even Suliraire makes you at leasr say hello 10 yourself. 

�Btl!)b 11:1\ 1.' abo gulll·n 11ft I"l'bll\"dy lightly. mainly h":(;III:-''': Ihe good unes often re4lJin: sume ;\l:lual cffuri lO comprchemJ. 
III farl, luukll1g had, IClday un !'ourh infallHlll .... uh�rcnily t,:ascs as Ihn .... !.! involving Ulyss!.!s anJ LaJy Chau!.!rly's Lover. ii 's 
tough nul lo gel lltl!'>lalglc fCl!' !'ouch :tn inldlcl"lually wdghl)' dass of s!.!xually repressed zealols. I mean, jcez. persunally. I'm 
CVCII �1:lrling 10 Illis� l{uhcI"I Borl.:. 
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20th century culture did produce a national obsession wit h cords, I hough. albeit a some
what disconcertingly class-based one. J t's difficult to comprehend or even believe I oday just what 
an enormous cultural i n fluence Contract Bridge was in I' he Twent ies and t he Thin ies. Thanks to 
Ely Culbertson, a man three parts Edmond Hoyle to twn pans St ank), Burrell, t he war over 
bidding systems was a bigger news story than any World Series had ever been;  even people who 
didn't care had to have an opinion. \Xlhen Culbertson, already a mult i-mill ionaire from his books 
and his teaching organizations, took on his main rival Sidney Lenz, i t  was a bigger story than, to 
choose a telling example, the Lindbergh flight. The match lasted six weeks and was front-page 
news in  virtually every newspaper the whole time, even surviving a break for the Christmas holi
day. Two million words \vere written on it in the newspapers alone, to say nothing of radio or 
magazines. I n  other words, imagine a public event approximal'ely as all-consumingl), frivolous as 
Coke vs. Pepsi or Clinton's dick vs. Republican pricks, but about somet h i ng that actually took a 
modicum of brains to comprehend. 

A fter the glory days of Culbertson came the game's comfortable middle age· of the 40S 
and 50S, typified by the genial perspicacity of Charles Goren. Since then, I hough, the status of 
not just bridge but cards in general has slid steadily downhil l .  All hough several excellent card 
games have been invented since then, the last one to really make an impact was Canasta, which, 
though a fine game, wasn't ever deep enough to sustain Illass inl' crest pas I' t he fad stage. Bridge, 
which counted among its fans everyone from Somerset rVlaugham to J lumphrey Bogart to Pee 
Wee Reese to President Eisenhower (whose own philandering I accord much Illore respect to, as 
he was a tournament-caliber Bridge player while Clinton only seems to be able t o  master J Iearts) 
in its day, is now a niche activity, l ike building model railroads or birdwatching, and the median 
age of the participants is probably even higher. Hell ,  actors don't even play ( ; in hetween takes 
any more, the impetus for t hat game's popularity in r he first place 

W
hy there was such a precipitous decline in interest is not tough 1 0  figure out. No 

matter how you slice it ,  there's no real money to he made from card games, at Icast 
by business standards: the money that all the bridge experts ever raked in, in today's 

dollars, would probably add up to one good-sized summer blockbuster. J n a market-driven cul
ture, if there's no profit to be made, there's no reason for something to be hip, and few will bother 
to repeatedly hammer the message that you need this thing here to make your l ife complete. J n 
short, card games, unlike video games, movies, and pop music, (but l ike many ot her activities 
condescendingly termed "hobbies",) are tough to usc as the egg beater that turns consumer inter
est into the froth of the highly manipulatable apprehension that you'll miss out on the next big 
thing that makes the whole modern entertainment-industrial complex go round. I mean, we've 
added exactly one card to rhe deck in the last 500 years, and even Ih(// 's still quire a bone of 
contention. Go on, get your head frozen in  a jar and come back i n  a couple of  hundred years when 
they find the cure for ennui. You're not going to miss anything. 

This isn't  to say that cards haven't had their success stories in the last 30 years or so - just 
not playing cards per se. Anyone with an interest in geek culture k nows about t he phenomenon of 
M agic: The Gathering, the game invented by a math professor looking to break into the gaming 
industry that has since managed to effectively swallow said industry whole. Some basic back-
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ground infnrmation: Magic: The Gathering was the first (and, with the exception of the tragically 
obscure - and therct"ore '1uite affordable -On The Edge, still the best) of the genre of collectible 
card games, in which each player builds their own deck of 40-80 cards our of the hundreds (if not 
rhous;ln ds) that t hey have bought ,  and then competes that deck against that of another player. 
Last I heard, Wizards of the Coast, t he Seattle-based company that has produced the billions o f  
Magic cards sold arou nd t he world , bought out the formerly mighty TSR itself. 

I have mixed react ions to Magic. As someone who spent a few hundred dollars on the 
cards back in the day (though, thanks to the luck of getting in early, I made that money back and 
considerably more,) and who pretty much remembers the year 1994 in the order of importance 
Move III Colorado-Stable Relationship-Magic-Mellow Gold-College Graduation, I obviously have 
an apprec iation for i t .  And it is a really good game. Forget about the scary men with the Spawn T
shins and unkempt beards that carry around long white boxes of cards and brag about their 
hundred-dollar cards like porn stars boast about their capacity for serial erection. Ignore the fac t  
that Dungeons and Dragons prevented either you o r  somebody you know from losing their vir
ginity in high schoo/. Try to block out the fac t  that, at least once to my immediate knowledge', 
oral sex has been traded for a I31aek Lotus. What you're left with is a neat idea - and not just the 
deck design aspeCl ,  but all the simple, degant mechanics that beguiled me four years ago and that 
I s til l couldn't ever imagine having thought of mysel f  - whose tragic flaw was that its designer 
ncvcr imagined how lllilS people would go over it .  

But people have, and ill  ways that are , I'D any outside observer, not particularly healthy. 
The main t hing t hat tllflll·d me o(f 1O Magic is that, after I graduated from college and my friends 
scat tered in  various directions, I couldn 't really find any other people to play with who didn't, 
like, creep me out. What an rac ted me about the game, originally, besides the mystery of  not 
knowing what all the ranis weft', was how it" creatively empowered the player in a way that no 
game really prev iously had. I probably enjoyed t rying to design the most ludicrous, unwieldy, and 
obl'use decks playable, and I'hen trying to pull off trades (read: swindles) of my suite mates to get 
the cards I needed, all while t hty were doing the exact same thing in their own inimitable man
ners, more than actually playing the game itself. Which is to mistakenly assert that that wasn't 
playing the game i tself. It was kind of like playing Competitive Legos crossed with W i ffle Capi
talism, and if it proves anything, i t 's that capitalism as a closed system can be fun - a lot of fun -
when you don't t ake it seriously and losing doesn't have any dire consequences. 

T
he cOmptl i

,
t ivl: side, l ike i

,
n al� gamc�, is necessary. 

,
I f  on s�mc Icve� you don't wan� to �in, 

then there s really no POlllt In plaYlllg. fiut there s wanting to ' WIll, and then belllg IIlca 
pable uf enjoying a game unless you win, and that's where the Magic l ine started to get 

drawn for 111('. I 'm not a pan irularly rompc.:l itivc persun, nor am I someone who's particularly 
interested i n  conspicuulIs cOIlSu llll) [ ion. Bur what seemed to me simply as a more social strcss
reliever I'han N illl endo has tvolwd in t he hands of l' hose (abbetted al' least semi-intentionally, of  
COlll'Se, by \'\Iizards o f  t he Co;"t) w h o  play il' in to  I'he  worst of  both worlds, l ike  play ing t ennis 
with a bunch of arrcslnl atioksCL'JH S in a world where the price of YOllr racquet really did detcr
mi nt: ')0% of I hl' game. Thl' game rcast:d to be fun; either there was JUSt no contest ,  or I ended up 

., Nil, 1101 Ih,1[ 1IllIlll'lhall' 
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using the cards I had lucked into i n  the begi nning that I was trying 1 0  sell hecause they were 
worth far too much money to the sort of people who had just whupped me to possibly keep, 
which made me feel  l ike I 'd lost on a much broader level. The only way nOf to lose was not to play. 

On a superficial level, I dropped up out of Magic for the same reason I·hat I 've given up 
my once-stated goal o f  being the Chuck Eddy of video games: I l ike meeting girls. But the real 
problem with M agic (and video games) is a little more wide-ranging. Both are, moreso than most 
hobbies, cultures of addiction. Now, addiction is a word that's been so overused and hanalified 
that it's lost nearly all meaning, so let me borrow a definit ion; from David l'oster \X/allace. "Some
thing is malignantly addictive," he writes, " i f  (I) it causes real problems for the addict, and (2) it 
offers itself as a relief from the very problems i t  causcs." M., On the first poi nt" ,  Magic gets off 
pretty easy; the worst problem you could say it causes is social ineptitude and pathetically escap
ist power-tripping plus an empty wallet, a description that  could fit a good 90% of commercial 
culture to some degree or other. Plus, there is an upside to it; alt hough the social interaction in 
large settings like (eek) gaming conventions gives off a disconcert i ngly Jane Goodall-es4uc vibc, 
overall it's a relatively social and kindness-inducing game. 

In fact, compared with most of the real crapola that gets passed off as entertainment out 
there, M agic comes out looking pretty damn good indeed. At its core, despite all the flaws, it's a 
game whose original inspiration came from Eros instead of Mammon"', and on some level ),ou can 
always tell the d i fference. But the second point, although not a lways literally applicable, dnes 
strike a lot closer to home. The most fun I ever had with Mogic, just l ike any o t her addiction, 
came at the beginning, when the effec t  wos novel and the dosage was low - under 50 bucks, even. 
Which is what gives Wizards of the Coast the effective license to print mone),'''; l ike with any 
addiction, once ),ou get into it ,  it 's  dimcult to not formulaiC  the simple equation More Supply = 

More l'un, sticking to it far past the point when it continues to be true at al l .  

T
his issue is obviously not confined to the sexy, high-stakes world of Collectible Card 
Gaming. It's the easiest and maybe most instinctual reaction to the anxiety or diminish 

ing returns - just keep upping the voltage, because I 'd rather feel bad t han feci nothing at  
a l l .  Going back to Wallace, who quite l iterally wrote the book (or, at least·, a really, really big 
book) on such matters, there's a portion of another essay he wrote that seems like a far I;etl"er 
explanation of what I ' m  trying to get at than my own perky but generally shallow intellect is 
capable of articulating. The essay, for a l ittle background, is the t i t le piece frolll his collection, A 
Supposedly Fun Tbillg I 'll Never Do Agrlill. The "thing" i n  mention is a week-long Celebrity Zen;tb 

7 Among other things. 
K David Foster W,tllacc. "E Unihus Pluf;lm: Television and U.S, f-iclion", A ."iflf'llO.n'dly ""m Thill,!: " /I Nt" '/'/' f)o Again. 
Little. Brown. <lnd Company. 1 997. p. �H . 
. , A cycle perhaps hcst i l lustr:tlctl hy the aphorism "You smoke because you're: uncasy. "IlU you're uncasy hCGmsc you 

smoke," 
III II's 1I1lrair to talk ahout all  of th is without mentioni ng \VOIC'S at IC<lSl lwo-lhinJs-hc;1I1cd allc rnpl� to rnil ig,lIc [his [cndclIl'Y: 

there arc difrcrcnt lcvcls of tournament play thai restri!.:t or han Illany !.:ards from heing IISCU. and. al lhotJ!!h I haven'l secn or 
Iried il.  the Portal deds Ihey've C0111e oul wi lh  look l i k e  J reasonahle way In ( i f  I'm intcrprclill,!.! thcir purrlll"e OJlTcc t ly l kcep 
a lid {In Ihe whole th ill!,! for those who wanl [0 jusl dahhle, Al lhough thcy do kcep nank in!! (1111 1he nc\\' cmb, well liver 2000 
last I checked. plowing narrower and narrower tracls of arahle imagined lambclJle, My ;Iddn:. i l  you're imCTCI,,[eli: huy .10 
hucks wurth uf the hl\eSI edit ion. gel a friend In huy :m hucks worth. and for GCIIJ'S sake, play for :lIlIL', 
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(which he sophmorieal l)' dubs the Nadir, though admittedl), that's a pretty tough joke to resist 
considering the eventual circurnstanccsJ cruise that Htlrper's sent him on, in order to write a n  
experiential piece o n  lhe inhuman levels of pampering (Celebrity's loaded" gerund, not mine) 
lha l exists on ,ueh cruises. I t more or less works, for a while, until,  triggered by seeing another 
cruise ship in port even more gleaming and sumptuous and entropy-denying than the one he's on, 
he suffers an attack o f  lucidity: 

I am suffer ing here from a delusion, and I know that it's a delusion, this envy of another ship, and 
still it's p:linful . I t's also representative of a psychological syndrome that I notice has gotten steadily 
worse as rhe Cruise wears on, a mcmal list of dissatisfactions and grievances that starred picayune 
our has quickly bccomc nearly despair-grade. I know that the syndrome's cause is not simply the 
cuntempr bn:d uf a week's familiarity with the poor old Nadir, and that the source of all the 
dissarisfaniull isn't the Nadir at all but rather plain old humanly.conscious mc, or, more precisely, 
thar lIr-Amcrican part of me that craves and responds to pampering and passive pleasure: the 
Dissat isfied I nfant parr of me, rhe parr that always and indiscriminately W ANTS .. .  We're maybe 
now in a posirioJ1 10 apprccitate the lie at the dark heart of Celebrity's brochure. For this -- the 
promise to sat e the part of me that always and only WANTS - is the central fantasy the brochure 
is selling. The fant asy rhey're selling is the whole reason why all the subjects in all the brochures 
phot·us h:lve facial expressions that 3re at once orgasmic and oddly slack: these expressions are the 
fac ial eqUivalent ofgning "Aaaahhhhh,1I and the sound is not just that of somebody's I nfantite parr 
exult ing ill finally getting rbe rotal pamperi ng it ' s always wanted hut also that of the relief all the 
Dlher pans of that persun feci when the I nfant i lc parr finally siJuts up. The thing to notice is that 
the real fanrasy here: isn't that th is promise will bc kept, but that such a promise is kccpablc at all. 
This is  a big Olle, t his lit.:; i t  lIlay well be tbe Big One, come to think of it. And of course I want lO 
helic.:vt.: i t · fUl:k rhe Buddha · I want to bdieve r hat maybe this Ulrimate Fantasy Vacat ion will be 
l'IIUUgb pampering. thai t illS t i l11t.: the luxury and p leasure will be so complctely and fault lessly 
:Idministen:d tll : l l  l11y I nfanriic part will be sated. But the � nfantile part of me is insatiable - in fact 
i rs  whole.: t.:Ssente o r  d,Ueill or whatever lies in its a priori insatiab i lity. I n  response to any environ 
ll1e.:nt of ext raordinary grati fication and pampering, the I nsatiable ,I nfant part of me wil l  simply 
adjust its desires upward unril it once again levels out at its homeostasis of terrible dissatisfac 
tion. And sure.: enough, on the Nadir itself, after a few days of delight and thcn adjustment, the 
Pampcr-swaddlcd part of me that \VI ANTS is now back, and with a vengeance." 

People who seck �mpirical evidence of the view stated above arc encouraged to seek out 
those fascinat ing anifaets known as old commercials. Ever notice that any commercial that's 
over a decade old seems hilariousl), if  not surreall), manipulative to you? That remarkably few of 
Ihe people around you - including, possibly, yoursel f  - seem to think that present-day commer
cials have ali l har much of an effect on their viewpoint or their purchasing actions? That it 's  the 
more or less t he same companies \,./ho are producing and airing those commercials today as it was 
)0 years ago, and r he only di llerenee is rhat most of them have gotten a lot, lot bigger) The spiral 
srairs oft - he age o { r he speclacle keep wending upwards and upwards, and all that can be hoped is 

. .  N\ )  pUll irlll.'lllkd. Well. Ill:!),ht: :-Ollll.' pUll intt:lltbl. But I really t:oulcJn', think or a suiwhlc synonym. 
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that if get to the top we don't just keep climbing. No, wait a sec, I hal ' s  a l il l ie 1 00 opl imistic for 
me. All that can be hoped for is that we aren't doing that right now. 

T
his naturally brings us to th� subject of lonight's horanfue, Uno. I I"al he U no, for a simple 
and faIrly logIcal reason: It s t he I h l llg I II one 01 mv f Ields 01 aCSl hel le Interest that best 
represents everything [ genuinely detest about Ihe cul lure [ l ive in. I I 's l ike how Chuck 

Berry disciples feel about Jive Bunny and the Mastermixcrs, nr how Bergman nerds feel about 
Titanic, or how fans of Picasso must feci about Margaret Keane (me, [ like Margaret Keane,) or 
how Winsor McCay-heads feel about [-[anna-Barbara, or people who did their Master's Thesis 
on \'V'allace Stevens probably feci about Maya Angelou, or how septugcnorian Cubs fans feci 
about the Florida Blockbusters, or how people who didn't cat a 101 of lead painl as k ids feel about 
James Redfield. Uno is 1 00% American Cheese, i t s  status as kitsch eagerly awai led, as that might 
mean nobody actually ever plays it anymore. 

Uno takes a perfectly worthwhile if rather minor folk game called Rockaway (a variant of 
the better known Crazy Eights,) makes no changes but the most perfunclory (more cards, differ
ent card values, colors instead of  suits, a moderately appealing bUI basically mediocre mid-60S 
design sensibility), and sells it back to the public for in flated prices. [ don'l loal he Uno because 
it's a bad game - it's no better than Rockaway, which is at hest a lighl and simple-minded diver
sion, but better either one of them than, like, Mall  Madncss. [ loathe Uno because il was made on 
the backs of people who cared about cards, by people who cared only ahout monev, and it shows. 

Uno is mental bonle feeding, played mosriy in t he sort of households where Snapple is 
considered health food, t he couches arc covered in plastic wrap, t hc Chri�( rnas ( rct' is covcn:d hy 
snow that came out of an �Icrosol can, and television and SlIcrOSl' :lfC the main tools or control. 
Uno is a dead end, worse than giving a kid Garfield inslead of Peanut s  books for t heir birthday". 
Kids don't make up their own games with an Uno deck. O t her kids don'l leach I hem new games. 
I've never even met anyone who plays a significant variant. \1(Ihcn ynu gel' hored wilh it, you have 
to whine at your parents unti l  they go and buy you another crappy game (have )'ou seen Five 
Alive, the game that they sometimes package Uno with' Jumpin ')csus on a pogo 51 ick, I hat thing 
makes Uno look l ike the fucking LSAT.) Give a kid a deck of real cards and you've given them 
access to hundreds of years of the best that humanity has to offer. Give I hem Uno, and you've 
created another consumer who thinks that corporations hold the key to fun. 

W
hich is not to say that any of t his was going through my mind when [ invented 

Spooneyel (or at least a skeletal version thereof) four years ago. That was, in order of 
importance: it's 4am, I'm bored, [ can't get to  sleep, and none of I he c;trd games me 

and my girlfriend play arc even remotely antagonistic enough to suit my personality. Past that 
original moment of iospiration, as inexplicable as they all are, the rest has just been twe"king. 
And there's been a lot of it, much that didn't originate with me. Spooneyel, l ike all c;!rd games, 
has been a communal effort, and I wouldn't restrict that communit), to people I a([ually know or 

I : Ibid pp. 3 1 5.7. 
n Actually. in  the case of Uno !HllIscholds, I imagine the prcserll or choicc would he ;1 S/N/I'(' )(1111 videll. in  whkh casc yOIl 
might as well just stick an iccrick into the had of the kid's head and wiggk it nut around �ClIII(,. thereh), �kippin!! 1111.: 
l1litJdlcman and just slicing the proverhial Gordian Knnt chihJ re:lr;ng·\\'i�c. 
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even people who arc sti l l  even alive. I hope it inspires other people to do the same thing; I hope 
it illustrates t hat , even today, it 's  possible to do something creative just for the sheer sake of  
doing it ,  even if i t s  primary purpose isn't to be sold or  bought. Even if  it's just ideas. 

There's a hundred card games out there waiting to be invented, just as there are a thou
sand zincs, albums, and comic books being worked on right now by people all across this countty, 
people who care more ahout commit ting an act of creative expression than making a buck" . And 
that  makes me happy. Really, I 'm a pretty positive-thinking fellow. I mean, 20 years ago, the zine 
culture most likely responsible for putting this document in your hands without undue interfer
ence barely even existed. Many forms of craftsmanship have fallen into disrepair, but others have 
risen up in their place; there's all sorts of great work going on right under our noses, if we can be 
bothered to look, by people just like you and me except that maybe they know some stuff that we 
don't . And there's no reason you can't be one of them, because odds are, you know some stuff 
t hat the rest of us don't - i t 's  just a malter of finding the best form by which to express it .  I f l  have 
a token of fai th, it 's that there are no bad genres, only bad intentions. 

And speaking of bad intentions, this leads us to the original inspiration - and, I suppose, 
t he real point of this whole rant. At various points during Spooneye! 's development, some helpful 
souls whom I won't embarrass by naming have informed me, repeatedly, that I was shooting 
myself in the foot by not making Spooneyel a commercial game - that is, subjecting it to 
Unofication, by alter ing the deck so that it couldn't be played with a regular deck of cards and 
t hen tI)/ing to sell i l .  Pardon my U l l t' f  lark or maturity for a moment, bur l 've spent eight pages 50 
(ar expressly in order to �l't up tht' prOpl'f rOIH�xt fOf the following sentence. Blow me. 

I 've got not h ing aga inst CO 111 IlH: n:ial galll�s, Of even goou commefcial card games like Set 
or \X/aler Works - games which which rU luirc and arc designed around a unique deck . l3ut, if this 
essay has an ic.::ul :l l ed anyt hing, I hope i l \  t hat turning thi.s game into another product of  com
mefcial cultufe would dest fOY e\'cryt hing about it that ,  to me, makes it worthwhile. To be honest, 
I don't think its mai n st rength is as a card game. As such things go, it's pretty good: deeper than 
Cribbage,  less inaccessibly baroque than Contract I3ridge, though nOI the other way around, and, 
if nothing else, at least not de trop. And if it  was a commercial card game, it'd be another pretty 
good commercial card game, whee, and I 'd make a few bucks off it, and if I saw it in a store, I 'd  
probably never buy i t  or play ir ,  because I rarely can find time or  people to play the dozen or  so 
card and board games I own already . I ts main strength, as I see it, is that it contains the possibil
ity of insp iring someonc else ro make somerhing bener. Please be assured that I lack neither 
greed nor self-in t erest. I{eally, ask around. I f  anything, it's their gargantuan appetite that makes 
Unoficarion strike me as not onl), repugnant but completely counter-productive. Greed for money 
strikes me as prer t)' small pot atoes, personally. I 'm greedy, as any artist with even a shred of 
integri ty in t heir honcs wi l l  readily admit ,  for immortality. 

T
he 01 her si l ly if perhaps nattering (depending on how you take it) question I get 
asked is when I 'm Soing to rry to do another game. My stock answer is that I was about 
to ask t hem lhc �amc quest ion. \V'hich is sniuc if satisfYing, basically just a passive-ag-

II NIII Ihal llh.:re'" :\II)'l lulI!! IlIilL'n .. 'llIly Wrllll!! wilh llIaking a bud off of creative exprcs!<.iun. as long as iI'S something you'c.J 
he \\'dl i l l� In hll)' )1 1 1 1 1,l'lf .. 



gressive version of a M A D  magazine Snappy Answer. To be honest, after tlIaking a conscious 
effort exactly twice, I haven't had any ideas for another game - at least, not one t hat I l ike enough 
to devote this much e ffort to - and I won't be particularly surprised or upser i f  I never have 
another one in my l i fe .  There's enough other stuff out r here to keep me occupied, I 'm sure. 

But just because my answer's glib doesn't make it untrue. Odds arc. even if you've reael 
this far, you're not nearly as interested in the history and mechanics of playing o rds as I am, and, 
though I ' m  proud of what l imited expertise I may have, I do try to avoid be ing an indie-rock-style 
pigfucker who's going to try to convince (or, l ike a true indie-rock pigfucker. passive-aggressively 
insinuate) that not sharing my own at least partially circumstantially const ructed aesthetic obses
sions poin ts to a defect iii your own character or intellect. Alt hough I sincerely hope that YOli 
have at least one aesthetic obsession - it 's mentally healthier than religion, r hat 's for sure - it  
would be an incredibly boring world i f  we al l  shared the same one. Almost as horing, in  fact, as a 
world in  which nobody had any weird obsessions and just felt a complerely unimpeachable v"h'lle 
appreciation for everything that ended up in front of their faces, hut thar 's another essay. Or 
maybe it isn't .  Anyway. 

My point is that, even among my own aesthetic ohsessions, I woulun't rank playing cards 
as first in personal importance - just, perhaps, in degree of deviation (rom t he norm. But I do care 
about them a lot. And I hope that what I 've tried to do here leads you to at least consider why one 
could find this particular obsession to be of value, if nnt to learn more ahnut card games, their 
history, and their enormous cultural influence, i f  not to t inker around with a game you l ike to sec 
if you can make yourself l ike it even more, if not to just toss this hook ;J s i t \c and start working on 
your own game. This is an end, but it's not a dead end. 
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Jlppenditt 51 
Indett of 0(autica[ fJ'ermino[ogy 

IO-spot: Any 1 0 ,  Queen, or King. 
Booty Pile: The pile into which each player places his or her captured cards. 
Building a Mast: To play a card upon another card already in the playing area. 
Captain: The non-dealer, who plays first. 
Capturing a Card: Placing lilly card, whether from a raised mast or a captured mast, into your 

booly pile. 
Capturing a Mast: To take a mast from your opponent's side and place it in your booty pile 

after raising a mast on your own side. 
Crossing the Rubicon: Reaching or exceeding 1 00 points below the line. 
Crow's Nest: The top, or exposed, card in a mast . 

Davey jones's Locker: Where cards captured by none of the players go to. 
Double Mutiny: Exchanging hands with one's opponent as a result of completing a mast with 

three 7S. 
Dropping Anchor: Moving a 3, 4, or 9 on one's first rum, thereby gaining its additional effect. 
Hoisting the Colors: Raising a mast lhat consislS entirely of one suit. I n  this case, all cards in 

I he compleled llIast arc il' l'ped face-up. 
Hornswoggling: Raising a masl by spooneyeing an opponent's card onto that mast. 
Keelhauled: To nol reach 100 points during the same game as one's opponent(s), thereby 

losing your larder. 
Larder: The score lisrcd above the line, consisting of 2 points for each diamond, I point for 

each spade, and negative I point for each club. 
Match: A serie, of games, played until at least one player reaches 100 points. 
Matey: The dealer, who plays last . 
Masts: The eight (or Iwelve) columns I hat comprise the playing area. 
Raising a Mast: To build a mast on your side of the table that adds up to 2 1 .  
Scurvy: The colloquial term for clubs. 
Skipper: The player in Cur r hroat Spooneyel who plays second, or the player in Partnership 

Spoone)'e' who is Caprain's partner and plays third. 
Spooneye (n): Any 9. 
Spooneye (v): The an of laking an exposed card on an opponem's side and placing it on one's 

own <:olul11n, aftl'r playing a I). 
Swabbie: In Pannership Spooneye', the player who is Matey'S partner and plays second. 
Swabbing the Deck: Leaving no cards on the table after a capture occurs. 
Swashbuckling: Raising a masr by playing a ,I and another card on the same mast. 
Walking the Plank: Raising a mast Ihat consists of four or more cards. 



5lLppendi� '13 
1.1riah J{eep Personne[ 1 965- 76 
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Jippenai7( C 
rrlie 2(u[es of Spooneye !  

'I'l l E I lEA L Lowest cut deals first and the turn to deal alternates. Dealer (known as Maley) deals 
four cards 10 each player, alternating one at a time, face down, to non-dealer (C(�/)I(lill) first. Matey 
then deals four cards face up in a row in front of Captain, and then four face up in front o f  
himself. These arc t he players' columns, known as lIIasts. The deck i s  then placed t o  one side as 
a draw pile. 

CARD VALUES Aces have a value of I. Pip cards are worth their face value. Queens and Kings have 
a value of 10.Jacks arc worth 10  if there is no card underneath them; otherwise, they match the value 
of the card they arc directly on 101' of. 

THE PLA Y Captain goes first. Each turn, a player must do either one (and only one) of  the 
following: 
a) Draw a card, and then play a card on either side of the board, either playing on an existing mast 
or srarting a new olle. 
b) Move an uncovered card in one of his or her masts to an adjacent mast. 

SPEC I A L  CARDS Three cards, when played, have additional effects: 
a) When a 3 is played, the player immediately draws another card from the draw pile. The player's 
turn then ends. 
b) When a 4 is played, the player must immediately play another card from his or her hand. The 
turn then ends (unless another 4 was played). Note that another card is not drawn when a 4 is 
played, and that a player'S hand can vary in size. 
c) When a <) (spo(Jlleyr) is played, that player takes any exposed card from one of  "is opponent's 
masts and places it on one of his own. A new mast may be started in this fashion. Special cards 
taken in t hi� manner never have additional effects, and if there arc no cards on the opponent's 
side, the <) has no effect. 

Note that a card takes effect for whoever just played it, regardless of on whose mast it is played. 
Complet ing masts, capturing masts, and closing masts always takes precedence over such e ffects, 
but the efleets do always eventually take place, even if the card is no longer on the board. 

MOV I NG CA R ns As described above, a player may choose to move any exposed card in one of 
his masts to an aujaccnl mast, und(;[ the following restrictions: .) 
a) A nl'W mast may not he erl'.ncu in this manner. 
b) Once the ueck is exhausted, no cards may be moved. 
c) I f a special card is moved, it docs 110/ take effect as i t  would i f  played from the hand. The . 
exception is that ,  on eadl pla),er's firsr lurn, shifting a special card already face up does take e ffect  
as i f  it  Wl·rl' played from t he hand. 

R o  



MASTS I f  a player has less than four masts, a new mast can be st arted to either side of the 
existing ones. No player may have more than four Tl1:lsrs, nor can any ll1:lst ever tOlal  mOfe lhan 
21. There are no spaces between masts. I r (or :lny rcason a Illast is rCllloved. t he remaining Ill;lsts 
immediately close togethcr. 

R A I S I NG AND CAPTU R I NG MASTS I f  a player's mast wtals 2 1 ,  it has been miJed. Thc 
raising player takes that mast and any one of his  or her opponent 's mast s (i f any), and then places 
them face down i n  his  or her boot)' pile. I n some cases one or more of the captured cards will be 
placed face up: 

a) J f the capturing player's mast is made up of more than three cards, this is known as walking tbe 
plank, and any card past the third is placed face up. 
b) If the capturing player's pile is made up of only one suit (i .e. K . -4 . -j.), this is known as 
boiJting the colors, and the ellt'ire mast is placed face up. Cards captured from opponent's mast go 
face down, even i f  all of the same suit.  
c) I f, by capturing, the player leaves no remaining cards on thc tahle, this is k nown as JWtlhbing tbe 
deck, and both masts taken arc placed face up in the booty pile. 
Swabbing, hoisting, andlor walking simultaneously confers no addit ional bonuses. 

EXCHANG I NG CARDS I f  a player raises a mast by using onl), 7S and/or Jacks, then a dOI/b/e 
mliliny occurs, and, after thc capture is finished, the players exchange their t:urn·nt hands. J\1asts, 
booty piles, etc., arc not affeeled. This can result in pla),ers having :t different number of cards in 
their hand than they did previously. 

ENDGAME Once the draw pile is exhausted, players play out their remai ning cards without 
drawing. ) f one player runs out of Girds first, the othcr player plays out his or her remaining cards 
uninterrupte<J. Any cards left uncapturcd go to Davy Jone,r! locker: they count toward neither 
players' score:--Also, in the event that playing on any of the eight masts would bring the total 
above 2 1 ,  and that no cards already in masts may be moved, the game immediately ends. 

SCaR I NG When the game is over, players first total up the number of cards in their booty pile. 
Face-up cards count as two cards each. Then, the ployer turns all cards face-up and re-(ounts 
their cards as follows: Diamonds arc each worth 2, Spades arc each wonh T ,  I learts arc c:lCh worth 
0, and Clubs arc each worth IICga/ive I .  

The number o f  cards i s  written below the l ine and i s  the player's score. The suit-based (ount is 
written above the l ine, and i s  the player's lardcr. Games arc ployed until one or bot h of t be players' 
scores reach or exceed 1 00. I f both players reach or exceed 1 0 0  after the same g:lme, then both 
add their total larder to their score, and whoever has t he greater total s(ore wins. I I' only one 
player reaches or exceeds 1 00 ,  they add their total larder to their S(OfC, while tbe ol her pla)'er's 
larder is lost. 
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otfier Stuff 
G eekcore # 1  (�2.. 0 0) 
Amateurish but still k ind of charm ing, this issue featured a good art ide a\lnut r() �t s, a funny rant 
about why comIC book stores suck, and some uther stuff that 1 can't remember righ t  now I, · t· I '  . . 

d 
. u m 

sur; IS Just won erful. 

Geekcore #2. (�1 . 00) 
My first attempt at using Pagemaker, and it kind of shows. Nevertheless, t he writing here is 
probably better than III the first issue, and Brian Glover's article about ret TO slill  gives me a 
chuckle. The Local H review is also pretty amusing, even though 1 tot al ly disagree with what J 
wrote now. 

Crazy Rhyth m s  # 1  (�1 . 00) 
The debut issue of my record review zinc. Features a t urgid if  sporadically insigh t ful  review of 
Maxinquaye, and overstated and oddly defensive retrospect ive of  Caner the U nstoppable Sex 
Machine, some r::mnom reviews , and one t oo many pcrson:11 es says . 

C razy Rhyt h m s  #2 (�1 . 50) 
A n  improvement, though s t i ll k i nd of haphazard. The Marshall Crenshaw reI rospect ive is pithy 
enough, I suppose, and S P I N editor Eric Weisbard has many worthwhile t hings to say about the 
process of rock criticism, i f  you're interested. Clip art provides most of t he re ma ining highlights. 

If 
Crazy R h yt h m s  # 3  (�1 . 50) 
Although a mish-mash of  recycled magazine articles and old interviews, th is  housecleaning is still 
probably the best issue so far, as well as the first to contain other writers, a t rend that will hope

fully continue. I ' m  still pren) fond of the Philip Glass piece, overlong as it may be, and t he 
Christgau interview is nicely snarky. 

Extra copies of th is  here manual, incidcnrally, arc $5.00. To order or to scnd comments,  qUl'st ions, StJggcs� 
tions, death rhrc.1fs, etc" write to:Jcssc Fuchs, 601 WIest I r oth s t . ,  # RJ2,  NY,  N Y  I O O :?5. or l'-mail me a1" 
spooncyc@cscapc.com, whi<:h by thc time you read t his might actually have sOlllething 011 it besides tht'se 
ru�s. And if you live in the city. look out (or thc ncnvc� Zcst playing at <I sticky-floored club ncar you. 
Everything in this document is Copyright © 1998 by Jcsse Fuchs. Spoon<.'yc!T.\I is a t rademark ofJclisc 
FUlhs. Unauthorized duplic;nion of this document (or non-commercial purposes is permitted, as long as 
this:noticc is kept intact, but any commercial use is prohibited, and i( YOll even hrieny c.:ontempbte C«:;1t
ing(a thinl), disguised version o (  thc game t hat  requires some son o( commercial "sJ1cdalt-y" dec.:k, I will 
track down your relatives and FcdEx you their flngcrs one knuckle at a t ime. Tlwnk you (or your cnnpcra-
tion. 
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