






A HISTORY OF GAMES PLAYED

WITH THE TAROT PACK

THE GAME OF TRJUMPHS

Volume One

Michael Dummett
and

John McLeod

The Edwin Mellen Press
Lewiston·Queenslon·Lampeter



Library or Congress Catalogin&-in.Publitation Dati

Dummctt, Michael A. E.
A hislory of games played wilh lhe Iarol pack: lhe game or triumphs I

Michael Dununct and John Mcleod.
p. em.

Includes bibliographical references and index.
ISBN 0-7134-64.f7-6 (\'. I) ISBN 0-773.f-6449·2 (v. 2)

2004046473

Thr C(»'rr iIIustra/ion $hQ...·s Tarocchi pJa}'ers /II Bologna (su gamr J/. f.I in/his book).

A CIP catalog record for this book is available from the British Library.

Copyright C 2004 Michael Dummell and John McLeod

All rightS n:scrved. For infomlation contaCI

The Ed\\in Mellen Press
Box 450

LewislOll, New York
USA 14092-0450

The Edwin Mellen Press
Box 67

QUel:llSIOn, Onlario
CANADA LOS ILO

The Ed\\in Mellen Press, Ltd.
Lampeter, Ceredigion, Wales

UNITED KINGDOM SA4B 8LT

Pnnted in the United Slates of America



Table of Contents

VOLUME ONE

List of Illustrations VII

Acknowledgements " ix

Preface xi

Introduction xv

Chapter 1

PART I

Chapter 2

Chapter 3

Chapter 4

Chapler 5

Ch<lpter 6

Chapter 7

Chapter 8

Chapter 9

l'AllT It

Chapter 10

Chapter 1[

Chapter 12

Chapter 13

Chapter 14

The Game of Tarol 1

The Early Stages ufthe Game in France and Switzerland 17

Classic Eighteenth-century Tarot outside Italy 27

GroSSlarock 55

Swiss Tarot, Troggen or Troccas 89

Tarot in Lombardy 111

Tarok-I'Hombre 125

TarOI in Piedmont and Savoy 149

Modem French Tarot 195

Ferrara 245

Bolognese Tarocchino 257

Minchiate 315

Rome and Naples 357

Sicilian Tarocchi 367



TaMe ofCOli/ems

VOLUME TWO

List of Illustrations vii

Acknowledgements IX

Preface Xl

Jntrod uct ion xv

PART III

Chapter 15 Tapp-Tarock .403

Chapter 16 The Variants of Tapp-Tarock 465

Chapter 17 Cego 539

Chapler 18 Konigrufen 575

Chapter 19 X1Xer-Rufen, XXcr-Rufcn and Czech Taroky 693

Chapter 20 Hungarian Tarokk 751

Afterword _ 83 7

I\ppendix A Counting points in Tarot Games 839

Appendix B Bidding procedures 849

Appendix C Other games played with Tarot cards 861

Appendix D Maps 877

Appendix E Index of Games by Type of Cards and Number of Players 885

Detailed Tablc of Contents 889

General Index 897



List of IIIuS1rations

III Ihe caplions 10 Ihe plales, II'e figure 'I' (Iel/otes the lOp rail', Ihe figure '2' tlte
seco"d roll' alld so 011, olld lite italic leiter '0' dellote,f the first card to the left in
tl~ rOll', lhe letter 'b' the second card ill tile roll' alld so 011. The expression
··repr. pic" abbredofes "reproduction ofpoclc ". "Coli." of course abbrtl'ioles
"colfeclion of.

Volume One

Plait I: Tarol de Marseille. repro pk by Nicolas ConverofMarseilles. 1761. wilh
a XVII-cemury Milanese card (Civica Raccolta delle Stampe Achille Bcrtarelli,
Castello SforLCSCo. Milan). A comparison of 20 wilh Ic shows a modificalion of
the Milanese design by Ihe French cardmakers: the cup. now in Spanish style. has
been lransferred to Ihe knight's righl hand. and replaces Ihe horse's plume.

Plate II: Tarol de Marseille (as in plate I).

Plate III: Tarot de Besanyon. Auslri8 (Slovakia). A 78-card pack made by
Slephan Raptschansky in Bratislava (Pressburg) in !754 (Coli. David Tempcrlcy).

Plale IV: Repr. pks by Jacques Vicville (Paris. c. 1650) and r. I. Vandenborre
(Brussels, late XVIII C,)

Plale V: 78-card French·suiled Gemlan Grosslarock p8ck (Animal Tarot) (Coli.
David Tempcrley).

Plate VI: Modem Swiss pack by A. G. MOiler of SchafThausen.

Plait VII: Tirolese 66-card pack by K. Albrecht in Bolzano (Coil. David
Temperley).

Plate VII': Modem Tarocco piemontese by dal Negro (Treviso). A comparison
wilh pialI'I shows Ihal Ihe design of the Cavallo of Cups follows Ihe Tarot de
Marseille mther than lhe traditional Milanese design.

Pia Ie IX: French 'German' T8rol. made by B. P. Grimaud. c. 1900.

Plate X: Modem French Tarot by DucalI' (Paris).



Vlll

IllalC XI: Modem French Tarot (as Plate X).

List ofIllustrations

Illales Xlla, Xllb: Printed Ferrarese Iarocchi on incomplete uncut sheets in
Call. Silvio Berardi. The sheet with trumps corresponds to olher sheets in the
Metropolitan Museum, New York, and the Museum of Fine Ans, Budapest; these
have facilitalCd identification of some of (he cards. Those in the Berardi
collection have been primcd reversed from left to right. The sheets with numeral
cards of Swords and Balons correspond to sheets in the Cary Collection,
Bcinecke Library, Yale University, and in the Museum of Fine Arts. Budapest.
All the Berardi sheets have backs with the same design. showing that the numeral
cards and trumps belong together.

Volume Two

Illale XIII: Modem Tarocco Bolognese by dal Negro, Trcviso.

IJlale XlV: Minchiate cards by 'Etruria', Florence, XVIII century (ColI. David
Tcmperley).

Pia Ie XV: Minchiate cards (as Plate XIV).

Illate XVI: Gallerini (Minchiate) cards by Solesio, Genoa, c. 1930.

Plale XVII: Lucca Tarots, probably early XVIII century (British Museum, Lady
Schreiber Cotl.), with the kind permission of the Print Room, British Museum.

Plale XVIII: Incomplete sheets of Roman larocchi (British Museum, Lady
ehreiber CoiL), with the kind permission of the Print Room, British Museum.

Although there are several examples of cards from regular packs in the Roman
pattern, Ihe only other kno\'m Tarot cards in that pattern are on sheets in the
Biblioteca Civica, Rovcreto, comprising trump I. the Fool, four Queens and four
lOs.

Plate XIX: Modem Tarocco siciliano by Modiano, Trieste.

Pllale XX: Modern Austrian Tarod pack by Ferd. Piatnik, Vienna.

Plale XXI: Modcm Austrian Tarock pack (as Plate XX).

Plate XXII: Modem Hungarian Tarokk pack by Ferd. Piatnik, Vienna.

Plale XXIII: Cego pack by ASS, Stralsund.

Plale XXIV: Slovcnian Tarot pack.



Acknowledgements

We owe an enonnous debt to all those many people who have so graciously

played with one or other of us some form of Tarot with which they arc familiar,

and have thereby introduced us to thai ronn and helped us to understand its rules.

Unfortunately they arc too numerous for us to be able to list them all individually;

we hope they will be assured that we feel deep gratitude towards them al1.

We arc also grateful to those who have helped us by sharing their research

with us or advising us where 10 go 10 find out what we needed 10 know.

Foremost among these is Dott. Lorenzo Cuppi, who has done marvellous work on

the history orthe Bolognese game ofTarocchino. We owe thanks also to Thierry

Depaulis of Paris and to Dot!. Umberto Faedi and Dolt. Girolamo ZorH, both of

Bologna. In Sicily we received great help from a numbcr of people, most of them

sadly no longer with us: above alL from the late Dott. Marcello Cimino, the late

Avv. On. Gaetano Franchina of Tortorici and the late Prof. Gaetano Falzone,

director of the Pitre Museum in Palermo; we cannot leave unmentioned the

members of the Circolo 15 maggio at Calatafimi. Dr Robert Sedlaczck of Vienna

has generously shared the results of his research with us, and introduced us to

players of Tarock variations in many parts of Austria. [n Hungary, we were

greatly helped by Aron Csath6. Zoltan Gerots. Bala7..s Hajnal and Gabor Revesz

of Budapest and Gyula Zsigri of Szeged, who patiently discussed the more

advanced forms of Tarokk with us and provided valuable comments on our

description of these games. We also owe thanks to David Temperley and Trevor

Denning. both of Binningham, for great help with the illustrations, and to Niek

Wedd of Oxford for preparing the maps for Appendix D.



Preface

A substantive work in English on games played with Tarot cards is something of

a prodigy and deserving of explanation, not to say acclamation. For although

Tarot games have been the siaple recreation of millions of Europeans for nigh on

six hundred years. the sorry fact remains that they have never taken rool in either

the English- or the Spanish-speaking worlds, and consequently missed the boat

that might otherwise have brought them to the New World. Had it been

olherwise, there can be no doubt that loony's most widespread international card

game would be not Contract I3ridgc but some other fonn of its ultimate ancestor,

Tarot, more rccognisably akin to Conus still played across the breadth (if not the

length) of Europe., from the Atlantic coast of France 10 the Carpathian strongholds

of Romania.

But sueh is not the case, so an explanation is still required. Let it be, then,

thnt this book repairs an injustice and demolishes a mountain of ignorance.

A survey of games literature in the wcstem world will soon throw up three

peculiarities as regrcuable as they are remarkable. The first is how little gold is to

be found among the dross of verbiage. Mental games, as distinct from physical

spans, have until the very recent past rarely been accorded the study they deserve.

despite their potential riches for such academic disciplines as anthropology,

ethnology and social hislory. Culin's late 191h century studies orthe games oflhe

North American Indians and of Asia, and Murray's histories of Chess (1913) and

;other' board games (1952), stand as beacons in this dark of ignorance. With

these and few other notable exceptions the majority of books on games are merely

self-derivative collections of rules passed on to succeeding generations by a
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process of indiscriminate and thinly disguised rewriting. A doctorate In

philosophy awaits the first researcher to explore the sociological pathways by

which westem society has come 10 regard games as trivial pursuits, worthy of

adult interest only 10 the extent that money can be earned by professional

practitioners or won by the notoriollsly fortunate.

A second is that card games in particular tcnd to be treated as pursuits

inferior to those of abstract board games such as Chess, Go and Draughts

(Checkers). The charge may justly be applied to mindless gambling games like

Faro and Baccarat, but of intelligent games like Bridge and Skat, not 10 mention

Tarol, it is a calumny. The misrcprcscnlation has not been helped - if indeed it

has nol been caused - by the conventional calcgorisation of board games as

games of 'perfect' information as opposed to the tcchnically 'imperfect'

information of card games. Though meaning nothing more than 'incomplete', the

word 'imperfect' casts an unjustly pejorative scmantic shadow.

The tenn ;perfcct infonnation' is applied to Chess (elc.) because both

players start from equal and known positions, remain fully cognizant of all

ensuing positions, and can devise strategies free from the unpredictability of

future events such as thc roll of dice. It is the factor of future unpredictability that

classifies dice games such as Backgammon as being of 'imperfect' infonnation.

But card games, like Chess and unlike Backgammon, are equally free of random

future events. They are (carelessly) dismissed as being of imperfect information

only in Ihat players start from unequal and unknown positions crcaled by the

random distribution of resources (the shuffle and deal) and by the fact that cards

are designed to be so held as to conceal their individual values. Unknown the

opening position may be in Bridge, Tarot, and the like, but subsequent positions

arc determined not by chance events, as at Backgammon, but by the application

of slrategic and tactical skill, as at Chess. Imclligcm card games are Iherefore not

so much games of incomplete infonnation as games of dew/opi/lg information:

they are essentially games of and about the very lopic of information. In bidding
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games such as Bridge, Skat and Tarot a significant amount of infonnation is

released by the process of bidding itself. Further infonmtion is acquired by

observing the subsequent fall of cards. testing hypotheses as to their distribution.

deducing or inferring the holdings from which they arc made, and doing so in

sufficiellttimc to play the rest of one's hand to best advantage. Tarot games carry

the principle a stage further, in that many permit the exchange of additional

infonnation by verbal or visual conventions. Incomplete or imperfect infonnation

is therefore not the weakness but the raison d't!lre of all intelligent card games:

the overcoming ofigllorance constitutes their very substance.

A third peculiarity, by way of extension to the misperception of the nature

ofcard games in general. is how widespread is the blanket of darkness enveloping

everything to do with Tarots in particular. Most, indeed, are unaware of their

very existence as games. The average person in the western street thinks of

Tarots (if at all) only as the instruments of supposed fortune-telling. The

ignorance is largely fostered and reinforced by writers of books on the mystic side

of larot who assert without evidence that tarot cards were originally invented for

fortune-telling and only subsequently adapted to the 'less serious' business of

gaming - whereas, as our authors patiently explain, the fact of the mailer is

precisely the reverse.

As an authoritative and conv1l1C1l1g corrective to these cultural

deficiencies this book could not have found authors more qualified for the task.

Professor Sir Michael Dummell is a founding member of the International

Playing-Card Society and the author of the only hitherto existing English

language study of tarot games. Indeed, The Game of TarOf (London, 1980) is

more than its title promises. for its introductory chapters contain as much original

and thoroughly researched material on the history of card games in general as

would have made a book in its own right. John McLeod, an equally fIctivc and

long-standing member of the IPeS. is the founder and webmaster of the award

Winning website entitled Rules of Card Games <http://www.pagal.com>. which
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also contains more than its title suggests, as readers must be left to discover for

their own delight.

I)erhaps more remarkable than the academic prowess and integrity of the

authors is the fact that their researches are rooted in the real·life field no less than

in their personal enthusiasm for the subject. BOlh have visiled many of the

countries where Tarot games arc current and have played them with everyday

practitioners from all walks of life, and are, perhaps not surprisingly, themselves

fiendishly accomplished players (I speak from bitter experience) of Illany of the

games described herein.

The western world IS wclcome to ils received belief in the inherent

superiority of Contract Bridge over all other fOlnlS of pasteboard endeavour; but
•

our authors will assert, and I will by no means dispute, that as soon as you start

playing games of thc Tarot family yOll will find them opening up a whole new

dimension of those deductive and strategic skills that are the essence of atl

superior card games.

David Parlen

London, May 2003



Introduction

This book contains Ihe fules of play. so far as we have been able to discover them

by this date (2003), of all members of the greatest of all families of card games:

those played with different versions of the Tarot pack. As explained in Chapter I,

these have nothing whatever to do with fortune-telling or the occult: they are card

games in the ordinary sense, but played wilh a special pack of cards. The family

of Tarol games is the greatest in many respects. It is very old, extending from the

cllrly XV century to Ihe present. It has been vcry widespread, being played, in

one form or another, and at one time or another, in almost every European

country, from Sicily to Sweden and from Belgium to Russia: the only countries in

which it has never taken root are those of the Iberian peninsula and of the British

isles. and those formerly under Ottoman domination. rt is enormously varied: not

only the number of different games belonging to the family, but the extent of their

variation, is extraordinary. It has contributed decisively to the development of

card play: from it derives the very idea of trumps in a trick-taking game, an idea

rapidly incorporated into many other card games and, in particular, into the

ancestor of Whist and thereby of Bridge. But above all we believe that it is the

greatest family of card games in the most important respect: it is a family of great

card games. Among them are games most imaginatively and delicately devised,

dcmanding the most acute strategic skill: more interesting and more testing than

Bridge, wrongly proclaimed by its devotees to be the best card game ever

IIlvented.

The present book is an offshoot from Michael Dummctt's The Game of

Tarot: from Ferrflra to Sail Lake C;~v. published by Gerald Duckworth of
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London in 1980. That book was principally devoted 10 the srnne purpose as the

prescnt book,nlthough many gumcllo included in this one were Ihen unknown to its

author. BUI it covered much else besides. It survcyi."d the hisIO')' of other card

gamcs. such as Poker and Rummy, and dl.."SCribed in detail games related to the

Tarot family: the historically fascinaling game of Trappo1a. played with a regular

36-card Italian pack, of whos~ descendants much more is flOW known; and the

game aClutlJly kno\l:tl as Tarock. being un t1t1aplation ofTaroI gmnes 10 the regular

36-card German pack. and ils rehuives from Gennan)' and Ihe American WeSI. It

discussed the general history of playing cards, and the relation of those of Ihe East

10 those of Europe. It cstablished for th..: firsl time the history of Turot cards, as

opposcd to the games playeO'with them. within Ital)' fllle! olltside. And it gave a

f."lirly detailed account of the origins of Tnrol occultism and its dcvelopmenl up to

about 1920, un accretion dating from the lute XVIII cenlUry. All this is missing

from the presclll book, ,,,hich is a dl,."dicated histol)' of Tarot games, in the sense

in which the word "dcdicaled" is used by computer enthusiasls; but it is greatly

exp."lnded from Ihe corrcsponding chaplers of rite Game of Tarot, because SO

much more has come (0 be known since 1980.

Those inlerested in lhe other mailers discussed in rite Game of Tarot can

consult olher works. For TarOI occultism. A Wicket! Pack ofCard( (Duckworth,

London, 1996) by Ronald Decker, Thierry lJepaulis and Michael Dununell, and

ils slIccessor,A /Jistory of tile Occlilt Tarot 1870-1970, isslled by the same

publisher in 2002. by Ronald DI.:ckcr lind Michucl DumlllcU, For !he hislory of

card games in gelleral. David Parlett's The Oxford GIlMe 10 CMt! Gn/lles

(Oxford University Press, 1990). For Ihc history of Trappola games, Trllppoltl

(Piatnik, Vicnna, 1988) by l~obcrl S. Kissel and Michuel Dummclt. or the

monogrnph - much shorter lhan this book - Ihat we hope Ihat someone is going 10

write. And Ihose who can rend Itnliun and want 10 know Ihe hislory of Tarot

cards designed for play can consult Michael Dummct(s still very largely up 10

dale IJ MOlldo l! l'AIIce1a (Bibliopolis. l'\aples. 1993): or. for Ihose who C.lIn read
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French. the less comprehensive and not quite SO up to date Torot, jell et magie,

the catalogue. edited by Thierry Depaulis. of the great exhibition of Tarot cards at

the Bibliotheque Nmionale in Paris in 1984. For anything else, they can look at a

copy of Tlte Game of Tarot in one of the libraries.

Publisher and author of TIle Game of Tarot quickly learned what a danger

had lain in the inclusion of the word "Tarot" in the tille: almost everyone

assumed the book to be about the occult. Even in a shop specialising in material

for games of all kinds. the book was found in the section on the occult, where no

card-game enthusiast would ever see it and all devotees of the occult would

hastily return it to the shelf. For this reason it sold b.,dly, and Duckworth's

quickly allowed it to go out of print. In this book lhe work resulting in that book

of twenty-two years ago is salvaged and supplemented. The infoOllation is hard

to come by: it derives from numerous diverse card-game books, very long out of

print. and from individuals who still play different fonns of the game in a variety

of countries. It had been gathered with much care and labour; if not preserved. it

would be irretrievably dispersed. But the book published two decades hence was

in need of updaling: very much had been discovered which was lhen unknown to

any researcher. In lhe last twenty years, John McLeod has carried out much

research into the modes of play of many card games, and particularly Tarot

games. He has enthusiastically co-operated with the author of the original book

to bring its account of games of the Tarot family as much up to date as possible.

The two of us hope that the new book will stand as a definitive account of what it

has been possible to discover concerning this great family of card games by the

end of the second millennium. It will nOI remain a comprehensive account

indefinitely: new discoveries arc made all the time in this area, and games still

played will undergo further evolution. We are conscious of gaps in our

knowledge that we should dearly like to be filled: the XVII- and XVIII-century

Tarot game peculiar 10 the city of Lucca. played with a pack containing only Ihe

twelve highest trumps; and the mysteriolls Tarot a 73 cartcs, played in some
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French-speaking regIon

Introduction

with a pack of Austrian type and manufacture with 40

instead of 21 numbered trumps. We hope that whoever discovers the rules of

these or other currently unknown Tarot games will allow Ihe present publishers,

the Edwin Mellen Press, and that the Mellen Press will agree, to Issue

supplements to the present work giving the rulcs of those games and other

information about them. Meanwhile, we intend to publish any infonnation we

acquire about Tarot games or variations that were not known 10 us at the timc of

writing this book on a web site http://www.larotgamc.org which we have set up

for that purpose.

Tarot games are of course played by both men and womcn. We have tried

to use gender-inclusive language where practical, but when necessary in the

interests of clarity and conciseness, we have resorted to the traditional use of the

male forms "he", "his", etc. to refer 10 people of either sex.

Michael Dummett
John McLeod

Oxford and London, February 2003



CHAPTER I

The Game of Tarot

This chapler is essential reading for all that comes after: please study it with care,

since it gives the fundamental (ealures of all the games to be described in

subsequent chapters, which will be assumed in those chapters without

restatement, and the terminology to be used, the explanation of which will not be

repeated.

The Tarot pack

Many people have heard of Tarot cards: ninety-nine oul of a hundred of them

believe lhal they were invented for fortune-telling or as a document of the occult.

The belief is entirely wrong. The Tarot pack was invented in northern Italy in

about 1425; the earliest dOClllnentary references to it come from the court of

Ferrara in 1442. and the earliest surviving pack was made for the court of Milan,

conjecturally in 1441. By the end of the century it was known throughout

northern Ilaly, from Rome upwards; in the early XVI century il spread to France

and Switzerland. A plethora of references to the cards, from Italy in the XV

century and from all three countries in the XVI and XVII, testify to their use as

Instruments in a special kind of card game. None associates them with the occult,

and only one very dubious one hints at a use of them to read individual

characters'. II was not until the XVlII century that the use of them for divination

I This occurs in thc bizarre work If Caos dell TripCI'II/IO by Merlin Cocai (pseudonym ofTeofilo
Folengo, 1491-1544) published in Venice in 1527. Dividing a set of tn,l1llP cards between four
people, the character Lilllcmo composes four sonnets each referring to the subjects of the cards
allotted to one of the four persons and describing his or hcr charactcr.
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became widespread in Bologna and in France. Their association with the occult

originated exclusively in France; neither it nor their use for fortune-telling was

propagalcd in print until 1781. For a further hundred years the occult Tarot

nourished only in France; logether with Tarot divination, it then spread to Britain,

and, in the XX century, (0 Gemlany and the United States and eventually 10 every

Western country.

The word laml, often spelled IOr(l/l in early sources, is the French version

of the Italian term larocco (plural larocchi); the German version is l'arock (all

languages but French retain the guttural sound at the Clld). The word rarocclJi did

nol come into use until the XVI century; in XV-century Italy the game was known

as Trionfi and the Tarot pack as carte da trionfi (cards wilh trumps). Thierry

Depaulis has made a strong case for the conjecture that the Italian word tarocco

was derived from the French word tarot or Ulrall, rather than conversely. We

should speak of the invention of the Tarot pock, not ofTurot cards; for the pack

was invented by adding special cards to the ordinary Italian pack as il existcd at

that timc: many fcatures often thought 10 be special to thc Tarot pack are shared

with ordinary Italian playing-card packs. These include the suits of Swords,

Batons, Cups and DeIUlri or Coins, still used in most ordinary present-day Italian

packs, and lhe court figures of King, Knight (in Italian ComJlo = Horse) and Jack

(in lIalian Fame); in the Tarot pack, the Queen, ranking just below the King, was

added to the court. decades before she became one of the court figures of packs

using the then new French sui I-signs of Spades, Clubs, Hearts and Diamonds.

We shall use the lettcrs K, Q, c. J and A 10 denote lhe coun cards and Aces of the

Tarot pack, and the letters S, B, C and 0 to denote the Italian sui IS. The special

features of the Tarot pack are a sequence of 21 picture cards called triul/fl, not

belonging to any sui I, and a singular card. the Fool or MallO. With the 14 cards

of cach of Ihe four sui IS. Ihese make up a pack of 78 cards. The 21 triOl!fi arc

ranked among themselves, and usually numbered to indicate that ranking. The)'

depici a series of standard subjects - the Pope, love, Justicc, the Devil, the Star



The Game ofTarof 3

and so on: but for our purposes we can refer to them by number. There are three

that we need to note especially: the two highest. the World and the Angel

(sometimes called the Judgement), and the lowest. called the Bagatlo (an Italian

word with no other meaning).

From the word /rimlji the English word "trumps" is derived (a comlption

of ··triumphs"): and we shall henceforward refer to the 21 /rimlji as frumps. for

that is precisely what they are. The invention of the Tarot pack was the invention

oflhe vcry idea oflrumps: Tarot games arc trick-taking games with a pennanent

sel of trumps. The point of adding to the regular pack a sequence of cards of

quite different structure and appearance was precisely that they should play an

entirely new role in the game. That was the great contribution of the game of

Tarot to card play. Hitherto trick-taking games had existed, probably introduced

from the Islamic world in the XIV century together with playing eards

themselves, but played without trumps, The idea of tmmps seems to have been

independently and simultaneously invented in Gcmlany, for a peasant game

called KamofTel: but linguistic evidence shows that it was from Tarot lhat it

spread to other card games. In the late XV and early XVI century a number of

different Irick·taking games played with ordinary packs appeared in various

countries. including Italy. wilh names like "Triumph" after their principal new

feature. triumphs or trumps. obviously borrowed from the game of Tarol; English

Triumph was the ancestor of Whist. Kam6fTei used a quite different tenn for

·trump', In these Triumph games, onc of thc ordinary four suits was designated

as lrumps, avoiding the need for the extra cards in the Tarot pack. [n the new

games, the trump suit typically varied according to the tum of a card in the deal,

evcn though there was no advantage at the time in having a vmying suit as the

trump suit, for bidding had not yet been inventcd.

Trick-taking pia}': order of the cards

In most Tarot games the cards are dealt out anli-c1ockwise. the player to the

dealer's right receiving the first cards: this will be assumcd unless noted. When
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the deal is clockwise, the player to the dealer's left receives the first cards. The

usual rules of Irick-laking games are observed. The cards arc played out in tricks.

A trick consists of one card contributed by each of the players: one player leads

10 the trick (plays its first card face up to the table al his choice); each of the other

players in rotalion (in the same direction as the deal) then plays a card face up.

Most often the lead to the first trick is made by the player to the right of the

dealer, when deal and play are anti-clockwise, and the one 10 his left when they

are clockwise; when there are declarations or announcements to be made before

play begins, these arc opened by the same player. Again, these conventions will

be assumed; only exceptions will be noted. In Tarot games each "Iayer must

follow suit ifhe can (playa card of the same suit as that led), including playing a

trump if a trump was led. However, unlike the rule in Whist or Bridge, a player

who cannot follow suit mlisl playa trump if he has one, even if he cannot win Ihe

trick with it; if he can neither follow suit nor playa trump, he lllay play any card.

These will be called the usual rules of pia)'. The trick is won by whoever played

the highest trump or, if no trump was played, the highest card of the suit led. The

winner of the trick places the cards of that trick face down beside him on the table

and leads to the next trick. If there are pannerships and it is known to all which

players are panners. each learn may keep Iheir tricks in a single pile. Higher·

numbered lrump cards beat lower·llllTnbercd ones. In the four plain suits, the

origin:tl r:Hlking is as follows: in Swords and Batons the cards rank, in

descending order, K, Q, C, J, 10,9,8,7,6,5,4,3,2, A, but in Cups and Coins

they rank K, Q, C, J, A, 2, 3, 4, 5, 6, 7, 8, 9, 10. This peculiarity has been

followed in all Tarol games save those played in France and Sicily, where the

order in all fom suits is the same as that ill Swords and Batons. We shall assume

this original ranking unless we state otherwise: "lOs alwlIys follow .Is" will

signify the simplilied French and Sicilian ranking.

A hand is of course the set of cards Ihat, at any time, some one player

holds in his hand and that belong to him and are available to him to play. When
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all the players' hands have been played out in tricks, the scores are reckoned up,

the cards shurned and cut, and the next player in rotation from the previous dealer

deals them ouL We shall also lise the term hand for all that takes place between

one deal and the next. By a round will be meant a series ofhallds in which cach

player has dealt just once. A rubber is a sequence of hands sufficient to

detennine the eventual winner or winners and to settle the final score; but in some

games the score is reckoned for each hand, without the need to group them into

nlbbers. The term rubber' is borrowed from other card garnes, and is not used by

Tarot players; but it is a convenient teon in setting out rules. A session may

consist of several rubbers or many hands: it is simply what occupies the interval

between the players' silting down together at the card table and their dispersing.

Use of the Fool

The original principle governing the play of the Fool or MO/fO was that the player

who has it can, just once, escape an unfortunate effect of the rules of play by

playing that card at a suitable moment. By doing so. hc is excused from having

either to follow suit or to playa trump to the trick in question: he may thus save

an important card that would othenvisc be captured.

Many Tarot games continue to follow this original principle. In lhem, the

Fool has no power to win a trick, but the one who plays it does not, save in

special circumstances. lose it: he takes it back and places it face down alllong the

cards he or his partner has won in tricks. (The painl of this procedure is that it is

of value to have the Fool among the cards one has won in tricks, as will be

explained.) In some such games he gives to the winner of the trick a card of his

choice from among those he has already won to make up the number of cards in

that trick; in others he is not required to do this. When the Fool is used according

to this original principle, we shall say that "the Fool serves as Excuse"; we shall

add "with exchange" or "without exchange" 10 show whether or not it is

necessary to give a card in exchange. The circumstances in which the Fool may

be lost are these. It is lost to the player or side winning the trick to which it was
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played if the player or side that held it wins no tricks al all. If that player or side

has won no tricks by the moment at which the Fool is played, it is placed face up

on the table, and surrendered if no tricks are subsequently won; if a trick is

subsequently won, it is added to that trick and a card given in exchange if this is

the general rule. In many games, the Fool is also lost if it is played (0 the last

trick, or to one orthe last few tricks; this rule varies from game 10 game.

New role of the Fool

When the Fool serves as Excuse, the highest trump is mosl usually numbered

XXI (or 21) and the lowest trump [ (or 1); we shall often refer to the trump I as

Ihe Bagatto or the Pagal. In the XVlJI century, a new Iype of game started \0

become popular. In such games, the Fool, usually known as the Skiis (a

corruption of Excl/se) or some variant, lost its ancient role and became simply the

highest trump, beating the XXI and functioning in effect as the XXII; in this case

it obeyed all rules applying to trumps in general. For games of this type we shall

say that "the fool (Skiis) is the highest trump".

How points are counted

In some Tarol games, each player plays and scores for himself: in this case we say

"Each plays for hilllselr'. In othcr games, the players are divided into twO

teams or sides; players belonging to the same side are each others' partners. The

object of a Tarot game is never defined by tbe number of tricks won, but by the

points on the cards won in tricks (often together with points gained in other

ways); different cards have different point-values. The original way of counting

points on the cards won in tricks by a player or side was to count I point for each

trick won (including the dealer's discard ~ see below), together with extra points

for ccrtain cards; this method was retained in a very few later games, and will be

called the original method. In the four suits, the counting cards, i.e. those with

high point-values, arc (almost) always thc court cards: under the original method

of counting, they have the values: K 4 points, Q 3 points, C 2 points and J I point.
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There is some variation in the selection of other cards to which high point-values

are assigned; the most frequent choice consists of trump XXI, trump I and,

whether it serves as Excuse or is the highest trump, the Fool or Sklis; hence the

point of taking back the Fool when it serves as Excuse. Although the Fool is not,

properly speaking, a trump when it serves as Excuse, we may call these three

cards the standard trump honours, and the restriction of high point-values to

them. together with the court cards, the standard valuation. Under the original

method of computing poinl-totals, the usual assignment of point-values to the

three standard trump honours is 4 points to each. A card without special point

value will be called an emply card. We shall call these poinl~values - 4 points

for each of the standard trump honours, 4 points for each King, 3 for each Queen,

2 for each Knight, 1 for each Jack and 1 for each trick ~ the original standard

values.

Suppose thai all 78 cards are used, and that there arc three players, so that

there are three cards in each trick and hence 26 tricks in all. To the 26 points for

tricks will be added 12 for the XXI, I and Fool, 16 for the Ks, 12 for the Qs, 8 for

the Cs and 4 for the Js, making 78 points in all divided between the players. It is

convenient to keep the cards won in tricks in a single pile. without separating

them into tricks, and, at the end of play, to count them out in threes. It will never

make a difference to the total how they are divided inlo threes, nor, in particular.

whether or not the sets of three fonn the original tricks. When the cards are

counted out in this way, a set of three containing a King and two empty cards may

be counted as contributing 5 points (4 for the King and 1 for the trick).

This practice led in <l natuml way to the most usual way of counting

points, often found confusing by beginners. According to this method, point

values one higher than those given above are assigned to each card: 5 points each

to the Ks. XXI, I and Fool, 4 to the Qs. 3 to the Cs and 2 to the Js. It is important

10 note that this point-system applies whether the Fool serves as Excuse or is the

highest trump. These will be called simply the standard values. When there are
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three players, the cards are counted out in threes; as before, the point-Iota) will

come 10 the same however the cards won in tricks are divided into sets of three.

A" sct of three cards containing one counting card and IwO empty cards will

contribute as many points as the counting card is worth: c.g. a sci consisting of

the K, 7 and 4 0(Ba10115 witl contribute 5 points. A sel consisting of three empty

cards, say trumps XIX, XV and II, will contribute I point. A sel containing two

counting cards will contribute I less than the sum of theiT values: c.g. the Q, C

and 10 of Swords will contribute 4 + 3 - 1 = 6 points. One in which all three

cards have high point-values will contribute 2 less than the sum of their vailles;

QB, CB and trump [ will contribute 4 + 3 + 5 - 2 = 10 points. (When the Fool

serves as Excusc and it is not required to give a card in exchange for it, only 4

points are assigned to the Fool, but it is counled separately without needing to be

accompanied by two other cards; the playcr or side with just two cards left over

after counting out the cards in threes scores for those two as if, accompanied by

one more empty card, they fanned a set of three. The overall effect is therefore

just the samc.)

This method of computing the point-total could be more simply stated by

assigning a point-value of 1 to each Clllpty card, and making each sct of three

contribute 2 points less than the sum of the point-values; but it is seldom stated in

this way. As remarked, the method is oncll found confusing on first explanation;

but a moment's reflection shows that it is strictly equivalent 10 the original

method, provided that thc cards are countcd in sets of threc when there are thn:c

players, and of four or two when there arc Jour or two players. Thus, when the

original method is used, and there are four players, the cards will be counted in

fours, and a set consisting of the K, C. 3 and 6 of Cups would score 4 points lor

the K, plus 2 for the C and 1 lor the set or trick, making 7 in all; using standard

values, this would be computed as 5 + 3 - t = 7. With two players, the cards will

be coullIed in twos, and a pair consisting oClhe K and C oCCups would scorc 4 +

2 + 1 = 7 under the original method, or 5 + J - I = 7 using the standard values.
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However. the rationale for this method of computing the point-lotal with

standard values was almost everywhere forgol1en: it became the principle to count

the cards in sets of a fixed number regardless of the number of cards in a trick,

Thus they may be counted in threes. in accordance with the foregoing method,

using thc standard values. even though there arc four players and hence four cards

to a trick; that is to say, a set of three consisting of K. C and 6 of Cups would

score 5 + 3 - 1 = 7 points, despite there being four players, In such a case, this

method of computing the point-total is of course /lOr equivalent to the original

method. We shall indicate the Illeans of computing the point-total, when it is

done in this fashion, by saying that "the cards arc counted in threes (twos,

fours)": this will assume the use of standard values. Appendix A is devoted to a

comprehensive survey of methods of eounling points.

The points thus cnlculated on the cards won 111 tricks always either

determine who has won and who has lost the hand, or else, together with points

obtained in other ways, go to detennine that. But in many games, particularly

those with bidding, these point-values do not constitule the score of each player

or side: that is computed dilTerently. We therefore need a distinction between

points of the kind that determine win or loss and those that nre used to indicate

what each player or side has scored \0 date. The word points by itsclfwill always

mean the former; when especial clarity is needed. they witl be called card points.

The points used to register the score will be called game points.

In many games. players may claim a bonus in game points for special

combinations of cards they hold in their hands; the claim is usually, though not

always. made before play begins. Such a claim is called a dec1aralion. To be

distinguished from declarations are announcements. likewise made before play

begins. These state a player's intention. with the help of his partner if he has one,

10 carry out a certain feat in play, such as capturing all four Kings; if successful,

this eams a bonus. and iful1sueccssful. it incurs a penalty.
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Suit systems

When in the early XVI century the game of Tarot spread to France and

Switzerland, il took with it the [lalian form of pack, by then strange to card

players of those countries. It later spread 10 Germany and eventually to every

European COUniry save the British isles, the Iberian peninsula and the lands under

Ottoman rule, still carrying the Italian Tarot pack with it. [\ is worth noting that,

for ordinary playing cards, the suit-signs of Swords, Batons, Cups and Coins haY,;

three different fomls: [talian, Portuguese and Spanish. [n the Italian (oml, used in

most Tarot packs with these suits, the Swords are curved and they and the Batons

extend on the numeral cards from top 10 bottom of the card, intersecting one

another. On 'Portuguese' and Spanish cards, the Swords are straight; on

Portuguese ones they are arranged diagonally and still intersect, but on Spanish

ones they are upright and separate from one another. Spanish Kings arc standing,

Italian and Portuguese ones are seated. In Portuguese packs the lowest court

figure in each suit is female, and the Aces have dragons on them. Although the

Portuguese type was formerly the national form of playing-card pack in Portugal,

it was of Spanish origin and continued to be manufactured in Spain for export.

During the XVII century, it was used for ordinary playing cards in Rome and the

Papal states, in the Kingdom of Naples and in Sicily, and for Tarot packs in Rome

and Sicily; it has continued 10 be used for Tar~1 packs in Sicily 10 this day. The

Spanish form has been used for ordil1alY playing cards in most of Italy from the

XVlll century to the present day, the indigenous Italian Iype surviving only in

northclll cities such as Venice, Trent and Brescia; bUI only a single Tarot pack,

intended for Sardinia, is known in which the Spanish type was used.

An important change occurred in about 1740, when a new type of Tarot

pack was invented, in which, although the four court figures remained as before,

the French suit·signs of Spades, Clubs, I-Icm1s and Diamonds (which we

abbreviate as S, C, 1-1, 0 or indicate by., 40, • and +) replaced the tradilional

Italian sui Is. For purposes of card order, the black suits Sand C were equated
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with swords and Batons, so that in those suits the lOs followed the Js and the As

the lowest cards while the red suits Hand D were equated with Cups andwere '

C
. s wilh the As following the Js and the lOs the lowest cards. AI the same

Oln .

time. the traditional subjects of the trump cards were abandoned in favour of

animals or scenes of daily life; the trumps were henceforward identified solely by

the large Roman or Arabic numerals they displayed. The Fool or Skiis became an

entertainer. This change affected the rules of the game in no way whatever. The

new fonn arTaro! pack battled it out with the traditional ronn Over the next half

century, but by \ 800 had become completely victorious everywhere but ill France,

Switzerland and Italy. French Tarot players went over to the new 'German' form,

with French suit-signs, in about 1900, leaving only Italy and the Gennan- and

Romansch-speaking parts of Switzerland faithful to the Italian type of pack.

Talon and discard

In almost all Tarot games, before actual play starts one or more of the players

obtains from one to six extra cards, additional to the number he will hold during

play. During the deal, the extra cards may simply be given to one of the players,

or they may be placed face down on the table, fonning the talon, later to be

distributed between the players or left to the end of play. Each player receiving

extra cards must discard face down, without showing them to the other players,

an equal number of cards from among those in the hand after adding the extra

cards; these fom1 thai player's discard, which may, but need not, contain one or

more of the extra cards. The discarded cards will count to the player or to one of

the sides (usually. bw not always. that player's side) at the end of play, exactly as

if they had been won in tricks. There are usually restrictions on which cards may

be discarded. Typically, cards of highest point-value may not be discarded, that

is. Kings, the XXI, the I and the Fool or Skiis. The precise restrictions will be

stated for each game or group of games.
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Shortened packs

Many games are played with the full 78-card Tarot pack; but for many others the

pack is shortened by the removal of cenain of the numeral cards of the four suits,

thus increasing the ratio of trump cards 10 suit cards. There are many different

ways of doing this, to be noted in due course; but the commonest is to shorten the

full 78-card pack, either Italian-suited or, more often, French-suited, to 54 cards.

This is done by removing the cards from Ace to 6 in each of the suits of Swords

and Batons, or of Spades and Clubs, and from 5 to lOin each of Cups and Coins,

or of Hearts and Diamonds: that is 10 say, the six lowest-ranking cards of each

suit. The specification "54~card paCk" will always signifY a pack shortened in

this way; other methods of shortening the pack will be described explicitly. In

Minchiate games, the pack is expanded to 97 cards by increasing the number of

trumps from 21 to 40 - a different way of increasing the proportion of trump

cards.

Bidding

It may seem, from this prcliminmy statement of rules cOlllmon to all Tarot games,

that there is linle room for variation between them, save over whether the Fool

serves as EXCllse or is the highest trump. This would be a bad mistake: it will be

seen from later chapters how wide a range of variation has been developed within

the common framework. Many Tarot games incorporate bidding, as a

preliminary to play, in order to determine temporary partnerships between the

players. This was not an original feature of Tarot. It was borrowed from the

Spanish three-handed game of Ombre and its fOllf- and five-handed adaptations

Quadrille and Cinquille. It was Olllbre which first introduced the practice of

bidding into card play. It spread from Spain to France, Italy, England and

Germany in about 1660, and quickly became as fashionable among card games as

Bridge is now, though it was subsequently superseded by Quadrille; this pair of

games remained dominant ulltil the end of tile XVIII cenlury. Bidding in Ombre

and Quadrille did not, as in Bridge, affect the objective of the declarer, which
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remained always the same once actual play began: it affected only thc conditions

under which he undertook to achieve it - whether he could name trumps, whether

he could exchange cards before play, and. in Quadrille. whether or not he had a

partner. Bidding. in the fomls practised in Ombre and Quadrille. was rapidly

adopted by many trick-taking games, including a multitude of Tarot games.

Appendix B surveys the different mechanisms of bidding.

The history of Ihe games

None of the games described in the subsequent chaptcrs is a reconstruction or

conjectural: all arc based either on printed descriptions or oral ones given by

actual players, or else on our own eye-witness observation. We have therefore

been unable to describe games from a date beforc anyone began to write down the

rules of eard games; this was first done in the XVI century, but it did not become

common until the subsequent one. The detailed earliest history of Tarot games is

11l any ease beyond anyone's reach; indeed, some of the later history is

irrecoverably lost. It is evident from literary references that different games

played with the Tarot pad were already devcloped in XV- and XVI-century Italy;

but the allusions are too sketchy for it \0 be possible to reconstruct the games.

Nevertheless, some later history can be discovered, and will be given here: some

of the games described were intermediate stages in the evolution of those now

played, and are of interest in themselves and also as explaining how the modem

games acquired the features Ihat they have. and as illustrating how card games

evolve.

Moreover, it is possible to deduce, in broad outline, the history of Tarot

games in the first two centuries of their existence; not, indeed, the specific rules

of play. but their spread from one region to another. In Italy. the principal clue is

the order of the trump cards. By 1450 the selection of subjects depicted on the

trumps was everywhere the same: but their order varied considerably, which was

POssible because at first the trumps were llot numbered. but distinguished only by

subject. It is chiefly from this that we can infer the direction in which the game
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spread. There appear 10 have been three great initial centres or the game: Milan,

Ferrara and Bologna. It lllay have been invented in the first, spread quickly 10 the

second and from there to the last. Each of these had its own characteristic trump

order; these diITered principally over which was the highest trump, and where the

three virtues ~ Justice, Temperance and Fortitude - were inserted into the series.

In the Bolognese order, the Angel is the highest trump, followed by the World;

the three virtues have low consecutive positions. The Ferraresc took the World as

the highest trump, followed by Justice and only then by the Angel; the other two

virtues had much lower but not adjacent positions. In the Milanese pack, the

World was agam the highcst trump, followcd immediately by the Angel; the

highest of the virtues was Temperance, oddly placcd between Death and the

Devil, with lhe othcr two in lower but not adjacent places. The Ferrarese initiated

the practice of numbering the trumps before the end of the XV century, and the

Milanese took to il in the early XVI centlll)'. But in Bologna the practice was not

adopted until the later XVIII century: the first detailed descriptions of the game

played thcre, from the middle of that century, make plain that a player had to

commit the order of the trumps to memory.

In Ferrara the game was immensely popular until the end of Ihe XVI

century, when the d'Este family was deprived by the Papacy of its sovereignty

and moved to Modena; there is no sign of the game's having retained its

popularity there. From Ferrara it spread to Venice and to Trent, in neither of

which did it greatly flourish; soon after 1600 the Ferrarese tradition was defunct.

In Bologna the game has kept its popularity until this day, in the very special fonn

that it developed in that city. From Bologna it quickly spread to Florence, which,

by its invention of the game of Minchiate, played with a pack of97 cards, became

a fourth centre. From Florence, the game spread to Rome, both in its original 78

card foml and in the 97-card fonn of Minchiate. From Rome both forms spread

in the XVII century to Sicily. Florence and Romc lost interest in either around

1900; the game of Minchiate finally cxpired in the 1930s in ils last home, Genoa.
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Called Gal1erini in Sicily. Minchiate died Ollt there in the XVIII century; but

T ( games with a shortened Tarol pack still survive in a few parts of the island.aro
It was principally from Milan that Tarot was disseminated to the rest of

Europe. During the French wars for that city in the first quarter of the XVI

century, in which the Swiss were also involved, it spread to both Switzerland and

France, where it gained enonnous popularity. It is still played in Switzerland, and

is at present enjoying a great revival in France; but it died all! in Lombardy during

the XIX century. By the XVIII century the game had spread from France,

Switzerland and Italy 10 Germany and most of Europe by routes Ihat arc difficult

to establish. As it spread, it developed ever newer variations.

Piedmont-Savoy is the only region of Italy giving signs of the inlluenee of

more than one of the three traditions. Tarot was known there already in the XV

century, but appears to have been brought there, not from Lombardy but from

Bologna. Features of play persisting to this day derive from the Bolognese game,

while the trump order, although basically Milanese in type. differed by having the

Angel as the highest trump. Piedmont is probably the region of Italy where the

game afTarot currently enjoys the greatest popularity.

It is a law of playing-card history that cards nonnally used for play always

conform to some standard design or pattem. Such a standard pat1em may be used

throughout some one country. or may be confined to some region within it. as

continues to be the case in Italy and Germany. In Italy, the same standard designs

wcre ordinarily used for the regular pack and for the same cards in the Tarot pack,

since for Italians a Tarot pack was simply a regular pack with a number of

additional cards. Outside Italy, on the other hand, the Tarol pack with Italian

suits had no cards in common with the regular pack, but was altogether exotic;

there were nevertheless standard patterns for the Tarot rack. The principal

French standard pattern for the Italian-suited Tarot pack. the celebrated Tarol de
Mars 'II .

el e, IS a manifest descendant of the Milanese pattern; and from it the

patterns used for Italian~sllited Tarol cards in all but one of the countries of
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Europe outside Italy derive. The exception is what is now Belgium, where a quite

different Italian-suited Tarot pattern was used, and this had as ancestor an

nltcrnative panern also used in France. It can only have come from Italy: is it a

descendant of Ihe kind of Tarot pack used in Savoy in years before 1700? This

seems very likely, but we cannot tcll, since no cards of that date have survived

from Savoy or Piedmont.

Directions of influence and of spread are interesting; but we can establish

little more for the very early life of the Tarot family of games. More interesting is

Ihe evolution of the various (omlS of the game; this will be studied in what

follows. We are concerned wi1h theftllllily arTaro! games, but willnol describe

games adapted from Tarot but played with ordinary packs. A handful of games

played with Tarot packs but not belonging to the family are briel1y summarised in

Appendix C. The following chapters are divided into three Parts. Those in Part [

describe games in which the Fool serves as Excuse and the standard valuation is

employed. Part II deals with Italian games which do not respect the standard

valuation, although the Fool still serves as Excllse. Part III comprises the newer

type of game in which the Fool is the highest trump, but the standard valuation

applies.
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CHAPTER 2

The Early Stages ofthe Game in France and Switzerland

The game afTaro! spread to France and Switzerland in the early XVI century, as

a result oCthe French wars in Italy from 1494 to 1522; Milan was under French

occupation from 1499 10 1522, save from 1512 to 1515, when the Swiss, who had

been heavily involved, were defeated by the French at Marignano. A document

of 1505 discovered by Hyacinthe Chohaut testifies to the presence in Avignon at

Ihal date of a cardmaker, Olle Jean Fort, who was making Tarot packs, among

others, I On the basis of this document Thierry Depaulis has put forward strong

arguments for the hypothesis that the word farOI or forall is French in origin, and

Ihal the Italian word laraceo was derived from il. 2 A great many references to the

I In Chobaut's book, Les Ma;lres Canias d'Al'igllon dll ..\'10'..... siee/e II 10 Revollilion (Vaison-Ia
Romaine. 1955), p. 25. the date is erroneously given as 1507. pcrhaps by a printer'S error. The
lnle date was discovcred by MOle Esther Moench, curator of the Musee du Petil-Palais d' Avignon,
at the instigation of Thieny Depaulis; see the laller's article 'Des "canes familierement appelees
/arO/IX'" ('On the "cards popularly called 1(/I'O/lX"'), forthcoming in The Pla)'ing Card Uoumal of
the International Playing-Card Society), in which the relevant passages in the document are given.
One of them refers (in Latin) to 'cards called in lhe vernacular lal'OlIX' as being made in Avignon.
Regarding larau as a French ralher than Provencyal word, Depaulis considers that il is likely to
have originated in Lyons, and hence that Tarot cards were also made there at this lime.,
• As nOled in Chapter I, lhe word used in XV-ccntury Ilaly for Tarot cards was Iriollji; as laIc as
1500 a Latin statute of Reggio nell'Emilia. of which the d'Estc family held the dukedom, allowed
the playing of Irillmphos Clim char/is. The earliest known occurrences of the word Ial"Occhi in
Italy a' '.

re III entnes III an account-book of the Fcrrarese coun for June and December 1505 _ the
very year in which lhe French word larall first appears in the document cited in note I (for this
re~erence see G. Onalli. 'The Prince and lhe playing cards'. Llidica, vol. 2, 1996, pp. 175-205 at
~. 90; Dr Onulli has can finned in writing that in both entries the word used is larochi [sic]).
i tatutes.o.f the town of CreOla, south-east of Milan, in 1483 declared lawful playing at /rillmphos;
fin a reVISIon of 1534 this had become Iriumphas e( laroe/IIIIII (1-1. Bosshard. 'Nomi di giuochi di
~nuna ..:. negli statuti lombardi .. .', Sache. 01"1 /md IVor', Geneva & Zurich, 1943, pp. 438-9).

paulis s hypothesis would imply Ihal the game spread to all other countries. including



Swilzerland, directly or indirectly fTom haly ralher lhun viii France, since they all elldcd lhcir form
of lhe word 'tarOI' with a gUllural, indicating a derivalion from the Italian. However, the usc in all
European countries save what is now Belgium of the French inscriptions onthc lrumps and court
cards and oflhe Tarol de Marseille trump order and designs for the lrumps (other than II and V)
shows lhallhere was Stron~ French innuence, as do the French lenllS used by players ofTarock in
Gemlany (the word Sic/is is of course a corruplion of French Excl/se).

1 T. Depau1is, 'Quand rabbe de Marollesjouail au larot", Le Vie/L~ "apier, Fascicule 65, July
2002, pp. 313·26.

game arc to be found in XVI-century French Jiteralllre, beginning with Rabelais

in 1534. In a COLIrt case, the game was mentioned as having been played by some

noblemen in Grenoble in 1579. It was played by Louis XIII al Bordeaux in 1615.

In the Tarot de Marseille, the most usual French pattern for Italian-suited

Tarot cards, derived from that of Milan, the subjects of the trumps were as

follows:

The earliest French accoullt of the game is given in a short pamphlet,

Regie dtl Jell des farDlS (RT), printed at Nevers, probably in 1637, whose author

has recently been identified by Thierry Depaulis (who discovered the pamphlet)

as the abbe Michel de Marolles (1600·1681 ),3 He had composed it at the request

of the Princess Louise-Marie de Gonzague-Nevers (1611-1667), with whom he

played the game at Nevers in 1637, as he records in his Memoires, published in

Paris in 1656; she became Queen of Poland in 1645. It is accompanied in the

manuscript department of the Bibliotheque Nationale, Paris, by a manuscript

summary oftlle rules, ascribed by Depaulis to Augustin Dupuy (1581-1641). In

X fa Roue de FOri/me
(the Wheel ofF0l1unc)

Villi /'Hermite (the Hermit)
VIll fa Justice (Justice)
VII Ie Chariot (the Chariot)
VI !'Amourcllx (the Lover)
V Ie Pape (the Pope)

lIlI /'Empereul' (the Emperor)
III I '!mp(mllrice (the Empress)
II la Papc!)'se (the Popess)
I Ie Bate/eul' (the Mountebank)

Ie Mal (the Fool)

The Early S/{jges ill France alld Switzerland

XXI Ie Monde (the World)
XX Ie .Iugemel1( (the Judgment)

XVIIII Ie Soleil (the Sun)
XVlll la Lune (the Sun)
XVII I 'Etoile (the Star)
XVI fa Alaisol1 Dieu

(the I-louse of God = the Tower)
XV Ie Diable (the Devil)

XliiI Temperance (Tempcnmce)
XIII 10 Mor( (Death)
XII Ie Pendll (the Hanged Man)
Xl la Force (Strength)

18
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1622 Fran~ois Garassc had written that the game of Tarot was more popular in

France than chess. The description is evidently of a standard form of the game,

since it tallies very well with that given by de Gcbelin in 1781. as described in

Chapter 3. As Thierry Dcpaulis has pointed out, certain of its expressions occur

ill the pocm Le Triomphe dll Ber/an by Jean Perrache (Paris, 1585), suggesting

that it may go back in this form to the XVI century.

2.1 Early XVII-century French Jeu des Tarots (1637)

Basics

There are three players, each playing for himself. A full 78~card Italian-suited

pack is used. The Fool serves as Excuse, apparently withollt the exchange of an

empty card for it. In the suits the original ranking is observed.

Nomenclature

The tmrnps, including the Fool, arc called triomphes. The XXI is called Ie

MOllde (the World - the su~iect of this card); the Fool is called Ie Math (from

Italian Malfo); and trump I is catled Ie Bagar (from Italian 8agallo). These three

cards, together with the four Kings, are called Tarots. Knights arc called

Chevaliers, as is usual in France, and Jacks are called Faol/s, which is nol. Game

points are called marques. The Ace of eoins is called fa belle.

Deaf and Declarations

The players cut to delennine the first dealer: the one cutting the highest-ranking

card deals. (Trumps rank above suit cards, but the Fool below all other cards.)

The dealer shows the boltom card of the pack to the other players, and claims one

marque from each of the other players if it is a Tarot. 'Ie then gives out the cards

either in threes or in fives, giving 25 cards to each of the other players and 28 to

himself. He discards four cards, the other two players one each, which count 10

them at the end of play. Neither trumps nor Tarots may be discarded. When the

discards have been made, each player in turn (presumably beginning with the one

on the dealer's right) declares any special combination of cards he has in his



hand. The value of each declaration is immedialcly paid by e3ch of the other Iwo

players. 111C declarations, \\~Ih their values in marques, arc as follows:

The teml .Brizigole' is rcminiscenl of lhe leml . Versicola'. used in the game of

Minchiate described in Chapter 12 for any of the special combinations of cards

recognised in that game; it is ccrwinly of Italian origin. A player who has the

belle (Ace of Coins), but nOI all seven Tarols, may claim I marque from each of

the other players when he plays the belle, whether he wins or loses the trick. A

card or cards used for any declaration may also be used for another declaration of

a different category. Thus if 'four Kings' is declared, the Kings may also be used

lor a declaration of however many TarOfS the player has, even ifhe has only these

four. The same presumably applies to a declaralion of three Kings and the Fool,

though this is not explicitly stated; but it seems likely that the high premium for

four Kings and Ihe Fool includes that for five TarOIS. A player who holds JUSI

IWO of tile XXI, Fool and Bagat may ask, "Qui n'a Ic sicnT', thereby requiring the

player who has none of thcm to pay him one marque. In making a declaration. a

player must show !he relevant cards to the others. No player is obliged to make a

dcclaralion; one who does not may not claim for it later. It seems thai il is nol

allowed to lead the Fool 10 a trick; a player who finds himself obliged 10 lead it to

the last trick pays 2 marques 10 each oflhe opponents (Ihe suit of the second card

20

Ace of eoins (called fa helle) - I

XXI, Fool and I - 3
four Tarol.\' - I

five Tarots - 2

six Tarots - 3
seven Tarots ~ 4

seven Taro's and the belle - 5

three Kings - I

four Kings - 3

Iwo Kings and the Fool- 1

three Kings and the Fool- 2

four Kings and the Fool- 6
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Icn trumps - I

fifteen trumps - 2
twenty trumps - 3

K, Q. C, J of the same suit (Imperiale) - 1

four Qs, four Cs or four Js (Imperiale) - 1

the four highesllrumps (Brizigole) - 1

the four lowest trumps (Brizigole) - I
Ihe five highest trumps (Brizigole) - 2
the five ]owesllrumps (BrizigoJe) - 2

the six highesllrumps (Brizigole) - 3

the six lowest trumps (Brizigole) - 3
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IS as that led). Each opponent pays 6 marques to a player who wins the lastcoun
trick with the Bagat or a King. A playcr who wins a trick with a Tarol is paid onc

marque by each of the other two; one who loses a Tarol to an opponent pays one

marque 10 each of them.

Card ]Joinls

At the end of play. the cards are counted in threes; if a card is not gIven In

exchange for the Fool. one player will, when counting out the cards won in tricks,

together with his discard, have one card left over, and onc will have two.

Presumably the two cards will count as jf there were three of thcm, and the one

card will count nothing (if a low card). The cards have their standard values.

There will bc a total of 78 points altogether. A player with between 16 and 20

points pays I marqlle to each of the other Iwo; one with between II and 15 points

pays 2; one with between 6 and 10 points pays 3; and onc with less than 6 pays 4.

A player with more than 20 points has nothing to pay.

Pel/allies

For making an illegal discard - 2 marqlles to each opponent, and deprivation of

all other scores in that hand; for not discarding, or discarding the wrong numbcr

I marque to each; if there is a misdeal. the hand is cancelled; for revoking - I

marqlle to each opponent. and deprivation of all other scores in that hand,

provided that the rcvoke is spotted before the next trick is collected.

RT mentions a two-handed version, but is disparaging about it.

2.2 Two-handed XVII-century French Tarot

With two I II . .p ayers, a IS as In game 2.1, save that onc of the three hands dealt is a

11I0rl (dead hand), and remains face down. The winner of each trick draws the

next card from the mor1, showing it to his opponent, and adds it to his trick.
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The Memoires of the abbe de Marolles record thaI Princess Louise-Marie

de Gonzague-Nevers suggested some improvement in the rules of the game and

asked him to include it in his accounl. From his words in RT, Thierry Depaulis

has inferred that the improvement consisted in the reduction or the pack from 78

to 66 cards, the 66-card rOml of the game being described, very favourably, in

RT. It does not seem likely that the use of this shortened pack was much copied.

2.3 66-Card FTench Tarot (1637)

A 66-card Italian-suited pack is used, obtained by removing the Ace, 2 and 3 of

Swords and Batons and the 8, 9 and 10 of Cups and Coins from the full pack.

The dealer gives 21 cards (0 each of the other IWO players and 24 to himself: he

discards four cards and they discard one each. Otherwise, all is as in game 2.1.

There will be a total of only 72 card points in the players' hands at the end of

play, but apparently the same payments arc made as in game 2.1.

Variant. The game may be played by two players with a 11101'1, just as in

game 2.2.

The next French account of the game of Taro.\' was given in 1659 in the

second edition of La Maison ac(uJemiqlle des jell.\' (MA), and reprinted in all

editions up to 1703. The book states that "the Swiss and the Gcnnans do not

ordinarily play at uny other game"; it was certainly well known in Switzerland by

Ihat date, but it had probably only recently reached Germany. MA describes three

French and one Swiss version of the game. The account is far less lucid than that

in RT, and may be a garbled account by someone unfamiliar with the game. Only

the account given in MA of the Swiss game makes good sense as a description of

a game lying in the main stream of Tarot; tbough somewhat lacking in detail, it

may have been supplied by a ditTerent hand. It should be noted that, according to

MA, the French practice of having the cards in all four suits rank in the same

order, with the Ace as the lowest-ranking card, had beell adopted by 1659,
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although in the games described in RT in 1637. the original order was still

observed.

lA Le jeu de Taros (France. 1659}

Basics

The number of players is unspecified: each plays for himselr. The full 78-card

Italian-suited pack is used. The Fool serves as Excuse; it is explicitly said to be

with the exchange of an empty card for it. In Ihe suils the lOs always follow the

Js.

Nomenclature

The trumps. including the Fool. arc called (riomphes. Thc XXI is called Ie

Alol/de; the Fool is called Ie FOil and trump I is called Ie !Jasteleur. Knights are

called Clrel'aliers, and Jacks flalers.

Deal mId play

The number of cards to be dealt 10 each player may vary according to agreement.

The dealer takes no more cards than the other players. and there is no discard. At

the beginning of each hand. each player pUiS an agreed slake on the table. The

hands are then played out in tricks: it is not stated who leads to the first trick.

Card poims

AI the end of play. each player counls Oul his cards. The valuation is as follows:

The Fool 5 points
The Monde 4 points
The Bas/delll" 4 points
Each King 4 points
Each Queen 3 points
Each Knight 2 points
Each Jack I point

This point-s t h· .ys em suggests t at the polnHotal for each player IS calculated by the

original method (I point for each trick). though this is not explained: exchanging

a card for the Excuse would have no purpose if empty cards were irrelevant to the



poinHOlul, and a value of I point for the Jacks would be equivalent 10 makin

them empty cards if the cards were counled out in sets. The player who has th

highest point-Iotal wins all the stakes.

2.6 La rigueur (Fmncc. 1659)

MA mentions only the special fe:llure of this game, which may therefore be

intended to be played in other respects like game 2.4 or 2.5. The special feature is

that the suit of Swords functions as a secondary trump series. A trick is won by

the highest regular trump it contains, or, if there is no regular trump, by the

highest card of Ihe Swords suit, or, failing either, by the highest card of the suit

led. Players must, as usual, follow suit; one who cannot must play either a

regular trump or a Sword, at his choice. If the Swords suit is kd. a player who

eallnot follow suit must playa regular tnlll1p. If a regular trump is led, a player

who has none may play any card; he does not have to playa Sword.
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2.5 Le jell de Taros (second version) (France. 1659)

A full 78-card Italian-suited pack is used. There may be any number of playc

from 1wo to six, each playing for himself; four is the preferred number. Eoc

player receives Iwelve cards; the dealer Iflkes no exira ones, and there are n

discards. The usual rules of play hold good. At the end of the hand, each playe

calculates the 100ai value of his cOllming cards, and adds to illite number ofcar

in excess of twelve that he has won in tricks, or subtracts from it the number b

which they fall short of twelve; his score may be positive or negative. A runnin

total is kepi from hand to hand, and the player first 10 achieve a 10lal of 50 points

wins the rubber. Although the text mentions only that the Fool is worth 5 points

and each King 4 points, the point-values arc presumably as in game 2.4.
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Apart from a gambling game called rriomphe(orcee, described Appendix

C. MA describes in addition a Swiss form of Tarot. Swiss references to the game

of the XVI and XVII centuries consist entirely of ordinances, forbidding various

card games but permitting others, including Imgge(ll), as Tarot was called III

Swiss Gennan; the cnrlies! known is from 1572, and tbey continue up to 1741. It

is only from the MA that we know how the game was played in Switzerland III

the XVII century; the description is cursory.

2.7 Early Swiss Troggen (1659)

Basics

There are three players, each playing for himself. The full 78-card Italian-sui led

pack is used. The Fool serves as ExclIse, with the exchange of an empty card for

it. In the suits the original ranking was probably observed, though the text fails to

state this. It does not give the German terminology. MA lists the names of the

trumps, with their numbers. only for lhe Swiss game. The names are the standard

French ones, but there is an oddity in that the Emperor is numbered 3 and the

Empress 4. This may be an en'or but may also have been the practice in some

regions, since we have one XVIII-century French pack with the same reversal of

the usual order.

Deal, play and scoring

The dealer gives 25 cards to each of the other two players, and 28 to himself,

discarding three. Probably he is not allowed to discard Kings. tmmps or the rool,

though no restriction is stated. The cards are counted in threes. The point-values

of the counting cards are as follows:

TmmpXXI
Trump I
Each King
Each Queen
Each Knight
The Fool

5 points
5 points
5 points
4 points
3 points
3 points
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The omission of a value of 2 points for each Jack is probably an oversight of til

author of MA. A rubber (partie) consists of a round of three hands: players kee

a running total of their poinls, and the one with the highesilotal wins the rubber.

26

By 1725 the game of Tarot had been completely forgonen in !Jaris, an

probably everywhere else in France except in the east of the country - Alsac

Burgundy, Lyonnais. Dauphine and Provence; it cOnlinued 10 nourish i

Burgundy and Franche-Comtc until its general revival throughout France in I

XX century. Thierry Depaulis dales its abrupt decline in the rest of France

early as 1650.



CHAPTER3

Classic Eighteenth-century Tarot outside Ihtly

Two games. a three-handed and a four-handed Olle. can be regarded as the

fundamental forms orthe game of Tarot. In both, the fu1178·card pack is used; in

both. the Fool serves as Excuse, each honour counls 5 points, each Queen 4, each

Cavalier 3 and each .lack 2, the honours being the four Kings, the XXI, the I and

the Fool. In neither game are there any bids, declarations or special bonuses: the

only way of scoring points is on cards won in tricks. In the three-handed form

there are no partnerships; the dealer recelves twenty-eight cards in the deal and

discards three, the other two players receive twenty-five cards each. The discard

counts for the dealer at the end of the round, and honours may not be discarded.

The cards are counted in threes. so that there are 78 points altogether. In the four

handed game, the players form two fixed partnerships. partners facing each other

across the table. The dealer receives twenty-one cards and discards two, the

others receive nineteen each. The discarded cards may nol include honours, and

Count for the dealer's side at the end of the round. The cards are counted in sets

of four. the two discarded cards being treated as a complete set. so that there are

72 points altogether.

We shall meet many Tarot games that diverge only slightly from these two

fundamental fonns. lind in fact every Tarot game developed olltside Italy from the

XVIII century onwards may be seen as constructed on one of these forms as a

basis. We have already seen that a three-handed game of this type was already

known in XVII-century Switzerland (game 2.7). There is good reason to regard



all Tarot games played outside Italy, except possibly for those thai may have been

played before 1700 in Paris and Normandy, as stemming from a single tradition

of play established at some early date in eastern France and its immediate

neighbours. including the French-speaking pan of Switzerland. It is true Ihal

some of Ihe later developments were rar-reaching, involving not merely

extensions but in some cases radical modifications of the fundamental games.

Nevertheless. the history orTarot, from the XVIII century 10 the present day, can

be understood only by laking the IwO fundamental fonus to be the slarting-point.

The hundred years between about 1730 and 1830 were the heyday of the

game of Tarot; it was played not only in northern Italy, easlern France,

Switzerland, Gemlany and Austro-Hungary, bUI also in Belgium, the Netherlands,

Denmark, Sweden and even Russia. Not only was it, in these areas, a famous

game with many devotees: it was also, during that period, more truly an

international game than it had ever been before or than it has ever been since. At

no stage has Tarol ever been an intemational game in the sense Ihat Bridge and

Chess are international, namely that there arc international competitions and

internationally agreed rules; international games in this sense are a fairly modem

phenomenon. Tarot has always been a game played at home or in the local

tavern, coffeehollse or club, and therefore constantly liable to develop local

variations. During the century that begins in about 1730, however, the manner of

playing Tarot with the 78-card pack assumed more or less the same general fonn

wherever it was played. There were countless small local variations in the exact

rules and method of scoring, but link deviation in the broad principles of pia)

from one country to another. The substitution, in some areas, of the French

suited for the Italian-suited Tarot pack made no difference whatever in the

manner of playing the game, any more than it made a difference to the game of.

Omhrc whether it was played with a Spanish-suited or French-suited pack.

The type of Italian-suited pack used in Germany and Central Europe.

namely one deriving from the Tarot de Marseille and with inscriptions in French.

28 Classic Eigllleefl1h-celflury Tarof Oll/side haJy
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"des one reason for regarding Ihe game of Tarot as having travelled there via
proV1

French-speaking lands and nol, say. direct from Italy: a second reason is the

conclusion argued for above, that virtually all non-Italian games have a common

SOUTce. Exactly when and by what route the game reached Germany is

problematic. The Maison oco(!emiqlle assures us lhal by 1659 Tarot was well

established in Gennany. On the other hand Fischart. thc Gemlan translator of

Rabelais, included a greatly expanded list of the games played in Gargantua. bUI

omitted from it the game of Tarot. which Rabelais had included. Fischart was

born in 1546 or 1547 in Strasbolll'g; the first edition of his version of Rabelais

came out, under the title Geschich,klilferullg. in 1575, the second in 1582. and thc

Ihird. in which Ihe list of games was yel further enlarged. in the year of his death.

15901. Since Rabelais clearly wenl to great pains 10 include Ihe names of as

many games as possible in his list. this provides strong evidence that Tarot was

not played in AIS<lce in Fischart's lifetime.

Since Alsace is Ihe obvious route for Tarot 10 have taken from France to

Gennany, the obvious conclusion would be that Tarot did not reach Gennany

until around 1600. There are. howevcr. two possible pieces of evidcnce in favour

of an earlier introduction of Tarot 10 Germany. The first is Detlef Hoffmann's

argument that Ihe Tarot pack made in 1557 by Catelin Geoffroy of Lyons musl

have been intended for export 10 Gemmny. on the grounds that it lIses the non·

standard sUit·signs inlroduced by Virgil Solis of urelllberg. This evidence is not

conclusive. as it is equally plausible Ihal these cards were made for usc m

Lorraine. The second pieee of evidence is the statement of Ivan 1-101112
•

unfortunately without a precise reference. that Tarot cards were first menlioned in

BOhemia in 1586. It is surprising that TarOI should have reached Bohemia before

Alsace. but it could be explained by supposing that the game first reached

,
r·

A
:odem reprint or the third edition or [he GeschichlkliucrllIIg of Johann der TlIufer Friedrich

c~SC ;" was published in DUsseldorf in 1%3. edited by Ute Nysscn. The chapler on games is
ap. 5. pp. 2]8-5 I in the 1963 edition, [he list ofgarnes being on pp. 2]9-49.
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Germany nol from France but from Switzerland, where, as we have seen in

Chapler 2, the game was already played in 1572. lIowcvcr, in the absence of

further evidence the precise route and dale of the arrival of Tarol in Geonany

muSI be regarded as an as yel unresolved mystel)'.

However it arrived there, the game must have become well established in

southern Germany inlhe carly XVII century, and even ifit did not originally enter

from France via Alsace, French innuencc muSl have made itself felt a\ an carly

stage. The mOSI striking evidence of Ihis is the French tcnninology used by

Gcnnan Tarot players. In Ihe Mtlisoll Ac:ademique the use of the Fou was

expressed by saying that 'Ie FOil serf d"excl/se". In the XVIII century French

1'3rOl players began calling the Fool l'ExclISe. as they do to this day. In Gennan

speaking countries this name was corrupted to derSchki.\', del' Sky.\'. del'SciiJ. del'

Skiis, etc., the foml now in colloquial Lise in Austria being del' GSliep. TIle

derivation must be from the French word rather than from Italian scusa, which

was not in Ihe same way used as the name of the card. The XXI is regularly

known by Gemlan-speaking Tarol players as del' Mond (lhe Moon), and was

romlcrly also called del' Mongue or del' "t/ongur, all or which are corruplions of

Frcnch Ie MOllde (the World). These could, indeed, be thought 10 bc derived

from Italian il Mondo, but we can only see the Icnn KavalJerie. for a set of court

cards in one suit, as an adaptation of Ihe French chemlcrie. especially as there

was no cognale term in lIalian.

There is. however, one example of direci Italian influence on XVIII

century Tarot games in Gennan speaking countries, Dic besle lIIUllleUesle Art

das in den vomehm::,len GeseJlschq{1clI heuliges Tages so belicble Taroe-Spiel

.\'011'01 ill tire)' PCI'SOIlCII ZUlli KOllig, {lis ill vier wirklic/JeJ1 PcrsollclI !IIil zwcycrley

K{JI'/cn rechl 1111(/ wohl zu spie/cn (BNA), published in Nuremberg in 1763.

comains Ihe earliest accounl of a Tarol game specifically said 10 be played in

llvan 1·lonl, Z Mil/Il/ostl kurellli hTJ' \' CecJuich, Prague, 19-17. p_ J I.
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Austria. This game is close to the classic four-handed Tarot described al the

beginning of this chapter, and proves 10 be almost identical to the XVIII-century

Lombard game; it will be described in chapter six (6.1). We shall see, however.

that this Milanese game was itself an impon to Italy from France. This game

continued to be included in other Gernmn card-game books up to the early XIX

century. and in Dutch ones lip to 1836.

Despite the vogue in Vienna for a Milanese form of Tarot, the gamc of

Tarot in general must ha\'c been known in Vienna before the Austrian acquisition

of Milan in 1713. at least if it was known in Bohemia by 1586. In any case, by

the second half of our 'international' century the influcnce of the German fornl of

the game proved stronger than any influences from Italy, and the forms of Tarot

as played in Gennany and in Austria are Ilot to be distinguished from one another.

The mutual influence was ccnainly very much assisted by thc shared language:

many card-game books in the German language were published simultaneously in

Vienna and in some German city, and these books must have helped to maintain a

common tradition in German-speaking lands.

Three complications were commonly added 10 tbe fundamental three- and

four-handed games in France and Germany. These features were well established

in Germany by 1754, on the testimony of the booklet Regeln bey dem Taroc

Spiefe (RTS) published in leipzig in that year. It is clear Ihat the ideas originatcd

in France. from the French vocabulary uscd in that and other early Gennan

aCCOunts. and from the fact that similar features were already present in the

French game 2.1 a century earlier.

The first extra feHlure was thai of bonus scores for dcclaring, before play,

certain combinations of cards held in the hand of a single player. Unlike the

deClarations of card combinmions that had been used in sollle Italian fomls of

Taroceo as early as the XVI centuI)', the bonus in Francc and Germany was paid

only for having the cards in one's hand before play. nol for collecting similar

combinations in one's tricks. Moreover. the combinations recognised in Italy
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were different. It is thus probable that the introduction of this feature into Frcnch

XVII-century and 'international' XVIII-ccnlury Tarot did not result from the

imitation of any Italian prototype, but from thc independent npplication to the

game of Tarot of an idea generally familiar in card play. The most usual

combinations of cards thm could bc dcclarcd were: (cn or more trumps; all three

of the trump honours (XXI, I and Fool); all four Kings; and a Chel'llierie, that is,

a set of all four coun curds in one suit. Often the Fool functioned as a wild card

for purposes of declarations: it could be substituted for anyone missing card in a

declaration. Usually, a declaration made by treating the Fool as a substitute was

worth less than onc entirely made up of genuine cards. The declaration of three

trump honours was usually known as Matadors, in imitation of a bonus in the

fashionable game of Ombre1
, and a complication then arose because Maladors in

Ombre can be exlended to consist ofan unbroken sequence of more than three lOp

trumps. In Germany. this idea was gmfled on to the trump honours declaration by

regarding the XXI, I and Fool as the principal Maladors, but allowing a player

who held all three of these (0 add \0 the declaration any further trumps In

unbroken sequence from the XX down, thus increasing the bonus.

The second extra feature was thai of a bonus for winning a trick with the

lrump I (known as the Pagal) or a King. and a penalty for losing the Pagat or a

King. Usually the bonus 01' penalty was doubted if Ille cvent occurred in the tasl

trick. The word Pagal is, of course, a corruption of the Italian BagmlO, and since

ii, or some very similar word, was almost universally uscd for the Irump I, we

shall henceforth refcr to that card as the Pagat save in connection with Italian

games. In some versions the oonuses and penalties apply only to the !Jagat, not to

Kings, and in some there is a penalty for losing a King, but no bonus for winning

a trick with onc. This is reasonable, in that winning a trick with a King is nol

difficult, indeed it cannot be prevented if all players have al least one card of th

) A descriplion of Oll1bre and ils history can be found in The Oxford Guide 10 Card GllIncs b)
David Parten (1990), reprinted in 1991 as A His/ory ofCard Games. pp. 197ff.
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suit. Both the bonuses for declarations and the bonuses and pcnalties for winning

or losing the Pagal and Kings were superimposed upon the basic game as extra

payments. They did not affect the determination, at the end of the hand, of who

had won the hand and by how much, which still depended solely on the cards

won in tricks.

It should be noled that in the three-player game, the penalty for losing the

Pagat or a King is paid to both opponents of the player who originally held the

card, not just the one who captured it. This adds to the interest of the game by

providing an incentive for a player to help another to capture the third player's

Pagat or King. This scoring structure also encourages a player wllo holds strong

cards including the Pagat to try for a double bonus by driving out all the opposing

trumps and saving the Pagat to win the last trick, and if the opponents see this

danger they will co-opemte to prevent it. Thus was conceived the bonus known

as "Pagat ultimo", which was to become one of the most chamcteristic and

interesting features of many of the later varieties of Tarot. This bonus for

winning the last trick with the Pagat survived long after special bonuses and

penalties for bringing home or losing the Pagat or a King in tricks earlier than the

last had been dropped. It was certainly not in Italy that this important invention

Occurred. but either in Germany or, slightly less probably, in Fmnce. We do

indeed find the idea in some of the games played in Piedmont, though not in those

played in Lombardy. in the XVlIl century, and Ihis may explain the use in Austria

of the Italian tcrm 1I1fimo; but, as already remarked. most of the games played in

northern Italy from the XVIII century on were nol of Italian origin. The idea of

the Bagatto ultimo is wholly absent from those Tarot games played in Italy which

we know to be free of foreign innuence. thm is, in the Bolognese and Sicilian

fonns of the game and in Minchiale; and there is no hint of it in any of the early

Italian references to Tarocco.

The bonuses and penalties relating 10 the Pagat were originally developed

for the Ihree·handed gamc. There was a problem in transfcrring Ihem to the four-
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handed game with partners, for two reasons. One question that arose was whal

was to happen when the trick to which the Pagat was played was won by the

partner of the player who had the ragaL In the XVIII century, such an event

nomlally carried with it neither a bonus nor a penalty, though in later games a

team thai played the !>agat to the last trick and failed to win was usually penalised

even ifthc trick was won by the player's partner, The second question was who

deserved the bonus or incurred the penalty: only the individual player, or his

partner as well? Here the principle of collective responsibility prevailed: the

partner has assisted or hindered his colleague by his play, and must be rewarded

or penalised along with him. Thus, in the four-handed game, if a player won a

trick with the Pagal, he was paid 5 game points by one of the opponents, or 10 if

it was the lasl trick, and his pat1ner was paid the same by the other opponent; and,

jfthe Pagat was captured by the opponents, these payments were reversed.

The third eXira feature was a restriction on when the Fool, Excuse or ScOs

could be played. In Gennany Ihis usually took the fonn of a prohibition on

playing it to any of the last three tricks; in later fomls, this was varied to a

deprivation of the Seils's immunity from capture in the last three tricks, so that a

player might legally play it to one of those tricks, but then lost it. In France, the

restriction applied only to the last trick, but did not have any very general

importance for the future development of the game.

From the mid XVIII century onwards, Gennany was prolific of card-game

books. The two earliest accounts of classic XVIII-century Tarock known to US

are the 1754 booklet RTS mentioned above, whose text reappears in the 1755

edition of Palamedes Redill;vus (PR). and the account in the first edition of Die

Kunst, die /Velt erlC/ubf mifwnehmen ill den verschiedenen Arfen der Spiele

(K W), published in Leipzig in 1756, which is also to be found in BNA (1763)

To these may be added aile in L 'Hombre Royal (HR). a volume published id

Vienna and Prague in 1824, since, although it is so very much lalcr, t

description of Tarock thai it contains must, save for one footnole, have be
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copied front some much earlier original. These three accounts, though differently

worded. describe exactly the same three-handed game; but one can still detect

some historical development. The KWINBA text consists of a general

description followed by a set of numbered rules. and there is a little inconsistency

between these. notably over the paymcnt for a Cavallerie. It is therefore probable

that the first half is a reprint of some earlier description to which a more up-to

date sel of rules has been appended. without eliminating the contradictions; in the

account that follows. the discrepancies will be indicated by means of the tcnns

'earlier stratum' and 'later stratum'. The HR account appears to be more archaic

than either of the other two. The use of French terminology, particularly, in

RTS/PR. of the teon Excuse for the Fool, makes it very likely that an identical or

similar game was played in Francc. It cannot be told from Ihe RTS/PR text

whether the game was to be played wilh an Italian- or French-suited pack, but

KWINBA and HR specify a French-suited one, KW mentioning Ihe animal

figures on lhe trump ci.lrds. KWINBA refers to the Italian-suited pack, but says

that it is mostly used for a four-handed game, going on (in the second edition) to

explain the LombardNiennese game 6.1 mentioned above. It also says thai the

game of Taroc had only recently been introduced into Gennany, a statement we

know to be erroneous; it presumably testifies to the spread of the game to some

new area.

3.1 Gennan Taroc (mid-XVIIl century)

TermilfOlogy

Trumps arc called Tarocs (RTS and KW) or Toroh (I-IR). The XXI is called der

Mo llglle (KW and IIR), del' Mond (I-IR) or simply no. 21 (RTS); the' is called

(IeI' Pagal (all three sources), del' Baglll (RTS) or del' Pacal (KW); the Fool is

called del' £rc/lse (RTS), de,. Sckis (RTS and KW). derSchkis (KW), del' Skis

(KW) or del' Sciis (I-IR). The discard is called derSkar (K W).



Deal alld discard

There are three players. A full 78-card French-suiled pack is used. Deal and play

are counler-c1ockwise. The dealer givcs twenty-five cards 10 each player, in five

rounds of five cards each, beginning with the player on his right, and laking in

addition the last three cards for himself in the last round. He discards three of his

28 cards face down beside him, and these count for him at the end of the round.

He may not discard Kings. Ifhe has exactly three trumps including the Pagal, or

if he has the Skis, the Pagal and exactly one Olher trump, he may, if he wishes,

discard these three cards. In no other circumstances may he discard a trump. HR

Siales that some players allow that the deal is to be cancelled, and the cards

redealt by the same dealer, if any player has only one or two trumps; but RTS and

KW do 110t mention this rule. Note that there is no general prohibition on

discarding the Skis.
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Declarations

After discarding, the dealer mnkcs any declnrations he chooses of combinations

of cards in his hand; the other two players then do the same in turn. The dealer

cannot declare any cards he has discarded. According to RTS and KW, all

declared cards must be shown to the other two players (HR is silent on this point).

No player is obliged to make any declaration even ifhe is able to. The possible

declarations arc:

(i) Matadors. HR and the earlier stratum of KW allow the declaration only 0

three of these, which must consist of the r-,'Iongue (XXI), Pagat and Skis. K

gives a value of 10 game poinls for this, but HR says thai some players value it

10 and some at 20 game points, agreement being necessary before silting down t

the game. RTS and the later stratum of KW allow a declaration of three or 1110

Matadors, consisting of the Mongue, Pagat and Skis, to which may be add

funher trumps in consecutive sequence from the XX down. The value is 10 ga

points for three Matadors, plus 5 more points for each Matador ill excess of three



Classic Eighfeelllh-celll//ry Tarof Ou/side IUlly 37

(ii) Cavallcric. This consists of all four coun cards in one suit, and is valued at 4

game points by HR and the earlier stratum ofKW. and at 10 game points by RTS

and the later stratum of KW. RTS and the later stratum of KW also allow the

declaration of a half Cavallerie. consisting of any three coun cards of one suit

together with the Skis, with a value of 5 game points: a whole Cavallerie and a

halfCavallerie cannOI be declared in the snme suit. HR and the earlier stratum of

KW do not recognise hal f Cavalleric declarations.

(iii) Tell trumps. HR says that this declaration is recognised in many localities,

and that the players must agree on the value to be set on it. KWallows the

declaration unreservedly. with a value of 10 game points, which. however. are not

to be paid immediately. but only at the end of the round, and then only if the

player concerned has made more than 26 points on the cards he has won in tricks.

RTS allows a declaration often or more trumps, with a value of 10 game points

plus 5 game points for each Inunp in excess often; this is paid immediately, with

no proviso about points Wall on cards. In no case does the Skis count for this

purpose as a trump.

(iv) Four Kings. RTS. but not KW or HR. allows a declaration of all four Kings,

valued at 10 game poinls: allernatively. one may declare Ihree Kings with the

Skis. with a value of 5 game points. One may not. of course, make both these

declarations.

A player making a declaration is paid for it immediately by the other two

players, save in the case of a declaration often trumps under the KW rule.

Play

When all three players hnve had a chance to make declarations, the player to the

right of the dealer leads to the first trick. Play is under the usual rules and the

cards rank in their original order. The Skis servcs as Excuse, with exchange. but

IS no! surrendered if the holder makes no tricks. When the holder of the Skis has

no mare trumps. then. according to RTS and KW. the Skis must be played as

SOOn as a plain suit is led in which the holder is void: HR does not impose this



obligation. The Skis may nOI be played to any of the last three tricks. RTS and

KW do not allow the Skis to be led to a Irick; if a player finds himsclf with the

lead (0 the twenty-second trick, arid has the Skis, he must surrender the lead to the

player on his right, and must play the Skis 10 that trick. According to IIR,

however, custom varies over whether the Skis may be led to a trick. If it is

allowed, then the olher (WO players must play lmmps iflhey can if the Skis is led.

It is nOI explained what happens if neither ofthcm has any trumps left; probably it

is illegal 10 lead the Skis in this case, as in the later Gennan games such as 4.1.
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Bonuses alld penabies

Apart from a passing reference to Pagai ultimo in a senlence that appears 10 hu\'c

been borrowed from KW in a misplaced attempt to bring the antiquated account

that was being copied up to date, HR menlions only penalties: Ihe player who has

the Pagat pays an agreed sum to each opponent if it is captured, and twice that

sum to each if il is captured in the last trick. According to RTS and KW. 5 game

points are paid to each opponent if the Pagat is beaten by a higher trump, and 10

game points if this happens in the last Irick; but a player who wins the last trick

with the Pagal is paid 10 game points by each opponent

Scoring

The counling cards have their standard values and are counted in threes. If the

player who had the Skis made no tricks, hc counts 4 points for his Skis, while the

player who won the trick (0 which he played it counts his two odd cards as if they

were three. There are thus in all cascs 78 points altogether. Each player with

fewer than 26 points pays. in all, as many game points as he has card poilllS short

of 26; each player with more than 26 points receives, in all, as many game pointS

as he has card points in excess of 26. (E.g. if A has 29 card points, B 24 and C

25, B pays A 2 game points and C pays A I game point; if A has 29 points, B 30

and C 19, C pays 3 gamc points to A and 4 game points to 13.)
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From France itselrwe have only one XVJJJ-century account of Tarol. and

that from an unexpected source. The passage on Tarot in de Gebelin's MOl/de

primifif. dating from 1781, is mainly concemed with the author's speculations on

the Egyptian origin and esoteric significance of the cards. However, in addition

to this. although he did not himself know the gamc plClyed with the cards, de

Gebelin retails an account of it given to him by a friend. He acknowledges that

the game was at the time unknown in Paris; in fact, it had been forgotten in Paris

and everywhere in France save in the east of the country since the begilU1ing of

the XVIII century, and perhaps since the middle of the XVI1.4 He names his

infomlant as Monsieur L'A. R. (the abbe Rive, an early writer on the history of

playing cards, nccording to the speculation of J.-M. Lhote, but possibly the abbe

Roubaud. according to Thierry Depaulis). We cannot be certain that the

infomlant succeeded in transmitting all the details correctly. but there are so many

points of agreement with the French game of 1637 (see games 2.1 and 2.2) that

we should take de Gebelin's description as in the main authentic. Further

evidence of his accuracy is that in modem French Tarot thcre are distinct melds

of ten and of thirteen trumps, a feature not exactly paralleled in any game played

elsewhere. The game de Gcbelin describes is a two-handed one, played with a

IIIO/"{, a dead hand of twenty-five cards. This can hardly have been the principal

f01111, but has obviously been adapted rather mechanically frOIll a three-handed

game similar to 2.1.

3.2 Two-handed XVIII eenturv French Tarot (after de Gcbclin)

Terminology

Trumps are called Arolls. the XXI Ie Mrmde, the lIe Pagad and thc Fool Ie Mal or

Ie FOll. These last three cards are called collectively A/olls-Taro/s. and they

together with the four Kings are known as Tarots. The five top trumps (XVII to

.-:.------
See footnoles I and 210 Chllpter 9.



XXI) are called grands AIOIIS and the five lowest trumps (I to V) petits Afous.

The pack used is a 78~card Italian-suited onc.
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Deal and discard

The dealer gives out three hands of twenty-five cards each, in five rounds qf five

cards each, one hand to his opponent, onc to fOOll the mort (dead hand), which is

not touched until the end of tile play, and one to himself. In the last round of the

deal, he takes the last three cards for himself, and discards three, which CQunllo

him at the end of the play. He may not discard Kings, the Fau or trumps.

Dec/aNI/ions

Each player in lurn may make any ortbe following declarations:

AlIlhree Alolls-Tarots (Monde, Pagad and Fau) 15 points
Ten trumps 10 points
Thirteen trumps 15 points
All four court cards ofone suit 5 points
All five gral1d~ A'DUS 15 points
All five perils AtOllS 15 points
Any four of the grands AlOus 10 points
Any four of the pefits AIOliS 10 points
Any three of the pelifs Arolls 5 points
Any three of the pelils Atous 5 points

If a player has just two of the three AIOIIS-Tarots, he asks his opponent, "Qui ne

I 'a?" If the opponent has the third Au)//-7'arol, he shows it, and neither of them

scores; but, if the opponent cannot show the third one, the player holding t\\O

scores 5 points. A player declaring ten or thirteen trumps must show that many to

his opponent; for the other declarations, the cards need not be shown. The

probability is that, for a declaration of tcn or thirteen trumps, the Fall counts as a

trump, but this is not made explicil. The declarations take place before play

begins, but it is not said which player declares first.

Play

The hands are played out under the usual rules. Almost certainly, the cards rank

in each suit K, Q, C, J, 10,9,8,7,6,5,4, J, 2, A, though Ihis is nOI Sialcd. Th
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Fou serves as Excuse: probably a card must be given in exchange for it. though

this is not stated either.

BOl/l/ses

For capturing the opponcnt's Pagad 5 points
For capturing a King from thc opponent 5 points
For having two Kings and the Fou in onc's tricks 5 points
For having three Kings and the Fou in one's tricks 15 points

These last twO bonuses look rather odd. At thc very least one would cxpect that

thcre should as well be a bonus of 5 points for having three Kings without thc

Fall. and of 15 points for having all four Kings. De Gebclin's actual words arc

merely, 'Lc Fou avec deux Rois, compte 5 points: avcc trois. quinzc' (the Fou

with two Kings counl'i 5 points: with three, fifteen), which one would take to

describe a declaration were it not that it occurred. nol in that section. but in that

headed 'Manner of playing onc's cards'. It is quite likely that de GebeJin has

mistaken a declaration for a bonus. cspecially givcn that thc 1637 game had

similar bonuses for Kings held in the hand. not collected in tricks: ifso. it is even

more probable thai scores for three or all four genuine Kings should be added.

Scoring

At the end of the play, each player reckons up the points on thc cards he has won

in tricks, counting in twos and assigning the standard values to the counting

cards: the dealer will have onc odd card. which counts nothing if it is low, and

one less than its value if it is a counting canL Each player adds to his total the

points for bonuses and declarations: the player with the higher grand total scores

the difference between his lotal and his opponent's. The game ends with that

hand in which one or both players reach a cumulative tala I or 100 points, and is

Won by the player who has Ihe higher score at thc end of that hand.

We have seen that the 1637 tcxt on French Tarot (FT) also menlions IWO-

player \;e' h . . .rslons. tough they are dIsmIssed as not very congemal. However. the
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fact thai in modem French Tarot the cards arc counted in twos could indicate that

at some stage a version with two-card tricks was regarded as important and in

some way Iypical. A vcry similar two-handed game, but with different

declarations and bonuses, also played to 100 up. was common in Gennaoy, and

will be described later (3.5).

A booklet published in Amsterdam in 1846, Beknople Hal1dleidil1g 10{ hel

Tarok-Spel. gives a version of classic thrce·handcd Tarot as played in the

Netherlands. The development of it which we shall describe in Chapler 4 under

the name Grosstarock was already known in the Netherlands in 1821, so that Ihe

1846 booklet was probably describing an old·fashioned Conn. The terminology

used in the present booklet is markedly French, which may indicate thai the game

described was originally played in France or Belgium; its lrue epoch may have

been around 1800.

3.3 Three-handed DUICh Tarok (I 846 lext)

Terminology

Trumps are called Taroks; the 1 is called Pagalo and the Fool is called the

£'Ccl/se. A set of all four coun cards of one suit is called a clte\'a/erie.

Deal and discard

There are Ihree players, A 78-card French-suited pack is llsed. Deal and play arc

clockwise. The dealer gives Iwellly·five cards to each player, in seven rounds of

three each, followed by a round of four each, beginning with the player on his

left; in the lasl round of Ihe deal, he lakes the last Ihree cards himself. lie

discards three cards, which count to him at the end of the round. No reslriction is

slaled on the cards he may discard; probably this is an oversighl, and he may not

discard Kings or trumps.
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5 points
5 points
5 points

'0 points
5 points
5 points

10 points

Declaraliolls

After the dealer has discarded. the declarations are made in tum; it is not stated

which player has the first chance to declare. The possible declarations. with their

scores in game points. are:

Ten trumps
Nine trumps with the Excuse
All four Kings
All four Kings with the Excuse
Three Kings with the Excuse
Chevaleric entiere (all four court cards of one suit)
Chcvalerie entiere par Excuse

(all four court cards of one suit with the Excuse)
Chevalerie par Excuse 5 points

(the King and two other eourt cards of one suit with the Excuse)
Matadors (the XXI, the Pagato and the Excuse) 5 points

The Excuse lllay be lIsed in only one declaration. Note that thcre is no additional

bonus for having more than tcn trumps. and no obligation to reveal whether one

has more than ten. The cards declared must be shown to the other players. Each

Opponent pays a player making a declaration il1lmediately; but if one who has

declared ten trumps or nine trumps with the Excusc fails to make 26 points on the

cards he wins in tricks. he must pay back the bonus to each opponent. It is a little

obscure whether there is in fact a declaration of Matadors (of which one may not,

III any case. declare more than three). since an erratum 10 the section on

declarations, printed at the end of the booklet and designed to correct the

omission of the values of the XXI. the Pagato and the Excuse as counting cards,

Contrives to suppress the Matadors declaration: but this is almost certainly an

error.

Play

When the declarations are completed. play begins; presumably the player to the

left of the dealer leads to the first Irick. The rules of play are as usual, save that,

\Vhen a suit is led. and the third player is void in that suit he is not obliged to play

a trump if the second player has played one. In the suits. the cards rank in their
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original order. The Excuse of course serves as Excuse, and, when it is played to a

trick and taken back, another card is immediately given in exchange from those

already won. Apparently the player who holds the Excuse is not allowed to play

it until he has won a Irick; nor, it seems, can it be led to a trick (except, perforce,

the last one). Ilowcver, if the Excuse is played 10 either of the IwO last tricks, it

lllay no longer be laken back, but is losl to the winner of the trick.

BOI//lses and pella/lies

A player from whom the Pagalo or a King is captured pays a penalty of 5 game

points to each opponent; if the Pagato is 10s1 in the last Irick, he pays 10 game

points. If a player wins the last trick with the Pagalo, each of the OIhcr two

players pays him a bonus of 10 game points. If a player wins the last two tricks

with the XXI and the Pagalo, in either order. each of Ihe other two pays him a

bonus of 20 game points. Playing a King to the last trick has no special

significance.

Scorillg

At the end of the round, the cards are counted by the original method (Kings and

trump honours are worth 4 points, Queens 3, Chevaliers 2, Jacks I and there is

one additional point for each group of 3 cards). There arc thus 78 points in the

pack as usual. Between each pair of players, the one with fewer card points in

tricks pays the other the difference between their totals. The net effect of this is

Ihat each player pays or receives three limes the amount by which his point-total

falls shorl of or exceeds 26.

We shall see that in the XIX ccntlll)', Ihe classic game evolved intO

Grosstaroek in Gemmny and was supplunled in Austria and France by versions ill

which bidding was introduced. Nevertheless, there were some places where the

game survived in its XVIII-century form. A small brochure in French entitled

Reg/emcm du nJr;tab/e 1Il1C;Cn c/llob/e .Jeu de Tarot was issued by the cardmak
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Geuens- Willacrt of Brugcs in about 1902. but probably reproduced a text of about

1890. It describes a straightforward fonn of the classic game.

3A Belgian Tarot (c. 1890-1910)

Termi/1ology

The 21 is called I 'Ours (the Bear). the I is called Ie Pagol and the Fool Je FOil or

I 'Excllse. Trumps are called otOIllS.

Deal

There are three players, and a 78-card French~Sllitcd pack is used. The dealer

gives 25 eards 10 each player in five rounds of five cacho He takes the last three

cards for himsclfand discards three. He may not discard trumps or Kings, save if

he hasjust three trumps including the Pagat. when he may discard all three.

Declarafiol1S

Before play begins, each of the players in tum may declare any of the following

combinations that he has in his hand; each of the othcr two players pays him the

bonus attached to it.

Matador (21. 1 and Excuse) 15 game points
grande cavalerie (K. Q. C, J of aile suit) 8 game points
pelite cavalerie (3 court cards of a suit with the Excllse) 4 game points
quatre grands rois (all 4 Kings) 12 game points
qUatre petits rois (3 Kings and the Excusc) 10 game points
trois grands rois (3 Kings without the Excusc) 8 game points
trois petits rois (2 Kings and the Excuse)5 4 game points
10 or more trumps 10+ I game points

A player who declares ten or more trumps reccives from each opponent as many
game .

< POints as he has trumps: he does not show thcm. but says how many he has

and whether or not they include the Pagat. It is not made plain whether in other

declarations the cards must be shown.

~~T::h-::--------
t ttXt actually says "2 rois !ltulcmenf'. btll this is obviously a misprim.



Play

Play is under the usual rules. Cards nmk in their original order, with lOs

following the Jacks in the black suits and Aces following the Jacks in the red

suits. The Fool serves as Excuse without exchange, but is lost if it is played to

any of the last five tricks. A player who brings the Pagal home before the last

trick is awarded 5 game points by each of the other 1wo; if he loses it before the

last trick, he pays 5 game points to each opponent. If he makes the Pagal a fa

bonne, i.e. wins the last Irick with ii, he is paid 10 game points by each opponcnl;

if he loses it in the last trick, he pays 10 game points 10 each opponent. At the

end of the hand, each player's cards arc counted in threes; two odd low cards

count 1 point, one odd low card counts nothing. There are thus 78 points in all.

Each player wins, in all, as many game points as he has poillls above 26, or pays,

in all, as many as he has points below 26.

46 Classic Eighleel11h-cenllllY Tarot Outside Ilaly

The classic three-handed game was adapted in Germany for play by IWO

people in a manner very similar to the two·handed game described by de Gcbelin;

so similar, indeed, that they must have had a common origin. The two-handed

game was clearly quite popular, and is set out in very many Gennan card·garne

books throughout the nineteenth century, the earliest known to us being the

Neusler SpieJalmanach fiir das Jail,. (NSa), published in 1800 in Berlin, whose

author calls himself Julius Casar, and the latest the Alisgewtilllic Kartellspiele by

Alben Stabenow, published in Leipzig 1908-10. VelY probably the game goes

back to at least about 1750. All the descriptions slale that the declarations are the

same as in the three-handed gamt', but it will be seen in Chapter 4 that the

declarations admitted in the Gemlan three-handed game varied greatly during the

period in question. Most of the card-game books simply repeat, word for word.

the accoullt of the two-handed game given in NSa (1800), although the NellsteS

Spielbuch (NS) published in Leipzig in 1840 has a fresh description wilh

different method of scoring. It is difficult to know whether to take Ihe books
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their word, and assume that all the changes in the declarations admitted in the

three.handed game were reOected in two-handed one, or whether the declarations

in the two-handed game remained frozen at the stage when the original

description oflhe game was first composed.

3.5 Two-handed German Tarok (XIX century)

Deal and discard

A 7S·card French-suited pack is used. The dealer deals three bands of Iwenty

live cards, in five rounds of live each, olle hand to his opponent, the second a

dead hand that is not looked at until the end of the round, the third hand to

himself; in the last round of the deal, he takes the last three cards for himself.

(This is the original method, although some did not bother with it, merely dealing

twenty·five cards to the opponent and twenty-eight 10 the dealer in rounds of five

each, with eight for the dealer on lite last round, and setting the remaining twenty

live cards aside.) The dealer discards three cards; he may not discard Kings or

trumps.

Dec!ara/ions

When the dealer has discarded, the two players make, in tum. any declarations

which they wish, and are able, to make. The admissible declarations may be

taken to be those of the second version (about 1800) of three-handed Gennan

Tarok, as described in the next chapter (game 4.2): in this case. the dealer

declares first, and the declared cards are not shown. It is also possible that at an

early stage the declarations were those of mid-XV Ill-century GemHlIl Taroe (3.1),

in which case the dealer declares first. but the declared cards are shown to the

oPPOnent. II may further be that the declarations developed parallel 10 those in

the three-handed game. so that some players llsed those given in 4.3; in this case

the Opponent declared first. and the declared cards hnd 10 be shown. save,

Perhaps, in a declaration often or morc Taroks, for which it was necessary only to

State Whether or not the Pagat and the Scils were included. The adoption of these



rules for declarations is especially likely when the variant system of scaring, up to

120 game points, was employed.

48 Classic Eigilleellth-cel1l1lry Tarot Outside Italy

Play

The opponent leads to the first trick, and the hands OfC played out under the usual

rules. The cards rank in their original order. The Selis serves as Excuse with

exchange, bUI it is captured by the opponent if it is played 10 any of the last three

tricks (or, according to NS (1840), 10 any of the last five).

Bonuses

Either player scores 10 points for winning a Irick containing a (genuine) King, or

15 points if this happens in the lasl trick. Either scores 15 points for winning a

trick containing the PagnI, or 25 points if il is the lasl trick.

Scoring

The payments for declarations and for bonuses are nOI made immedialely; Ihe

points gained for them are merely recorded. At the end of Ihe round, each player

reckons up his points on cards won in tricks, counting Ihem in Iwos, with standard

values for the counting cards. These arc added to the points gained from

declarations and bonuses, and a running lotal is kept from hand to hand. The

game ends \."ith that hand in which either playcr attains 100 points, but the hand

must be played OUI, and the winner is the player with the higher score al thc end

of Iha! hand. There is a fixed paymellt for winning Ihe game, which is doubled if

the opponent has fewer limn 50 points. In addition, the loser pays in proportion to

difference betwccn the players" scores. One text suggests that the fixed element

of lhe payment for winning the game should be 25 times the value of a point, but

others suggesl a much higher ratio.

According to NS (1840), however, the target score is J20 points. AI the

end of the hand in which one or both players reach 120, Ihe winner Ihen scores 1

game point if Ihe opponent has a score of 60 points or over, 2 game points if he

has scored between 30 and 59 points, 3 game points if he has scored between 1
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and 29 points. and 4 game points if he has scored nothing. In this case, Ihere is

no additional payment for the difference in points between the winner's and the

loser's score.

Classic Tarock was essentially a three-handed game. and adaptations of it

for four players were uncommon. Dutch card·game books of 1821 and 1836 give

only the LombardNiennese game (6.1), but the booklet of 1846 from which the

account of the Dutch three-handed game (3.3) was taken gives also a

transposition of this to a four-handed form.

3.6 Four-handed Dutch Tarck (XIX century>"

There are four players in fixed partllerships. partners facing each other across the

table. Deat and play are clockwise. The dealer gives nineteen cards to each,

starting with the player on his left. in five rounds of three cards each and one of

four. In the last round of the deal he gives himself the two remaining cards, and

then discards two. After the dealer has discarded. each player in tum makes any

declarations he can. as in the three-handed game. showing the cards he declares to

the other players. One of the opponents pays the player who has made a given

declaration; the other pays that player"s partner. If any player makes a declaration

often trumps or of nine trumps with the Excuse. he and his partner must together

make 39 points on the cards they win in tricks: if they fail to do so. each must

restore the 5 game points he was paid for the declaration. When the declarations

arc complcted, the player to the left of 'he dealer leads to the first trick, and the

hands ate played out. Play is under the same rules as for the three-handed game:

ira plain suit is led in which a player is void, Ihal player need not playa trump if

a trump has already been played to the trick when it is his tllrn to play. The

bonuses and penalties are as in the threc-handed game: one member of the side
Ihat is to .

pay pays one of the opponents. and hiS partner pays the other opponent.

At the end r h h' . . .o t e and. each SIde counts up the POints they have won In tncks.
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They score I point for every three cards, together with the points for scoring

cards, as in the three-handed game; one odd low card counts nothing, and lWO odd

low cards counl I point, so there are still 78 points in 10lal. Each member of the

losing side pays one of the winners the difference between the (WO sides' point

lotals. If, however, one side makes all the tricks, this is called Neille. and the

payment is doubled to 156 game poil1ls (ifille dealer"s team loses every trick Ihe

dealer's discard is surrendered to the winners so the point difference is always

78).

In Gennally, from the later eighteenth century down to the end of the

nineteenth, Illost card-game books which mention four·handed games played with

the 78-card pack describe only two fomls, the LomhardNiennese game (6.1) and

Tarok Quadrille, a four-handed game without fixed partnerships which will be

explained in Chapter 7. A very few, however, including Ihe Neus/es Spielbllch of

1840 already mentioned, give cursory accounts of a four-handed game in which

the declarations and other features of the classic Ihree-handed game are

superimposed 011 Ihe four-handed LombardNienncse game wilh fixed

partnerships. The game itself was probably never vcry popular; Del' Meisler in

aJlen KarlenspieJen (Hamburg, 1810), which contains Ihe first reference to Ihe

game, devOies no more than two sentences 10 it. In the NcuslCI' Spiel-AIII/OIUlch

of Carl Konig, probably 10 be daled to the 189Os, the game is referred to as

Tarok-Whisl. We will adopt this convenient name, though it is based only all a

faint analogy. the fact Ihat the game was played by four players in fixed

paJ1nerships, a form of play going back to thc very origins of Tarot and owing

nothing to the spread of Whist from England to the Contincnt.

3.7 Tarok-Whisl

There are four players in lixed partnerships. partners facing each other acrosS the

table. A 78·card French suited pack is used; the XXI is called the MOl/gill', the 1
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the Pagal and Ihe Fool the Skis. Deal and play are clockwise. The dealer gives

nineteen cards to each player. in three rounds of five each and one round of four;

in the last round, he takes the last two cards for himself. and then discards two

cards. which count for his side. He may not discard a King or a trump (but may

discard the Skis if he wishes). When the dealer has discarded. he says 'Es liegf',

the player on his left makes any declarations he can. and then each of the other

players in tum does the same. The jX>ssible declarations are those of the threc

handed game 4.3. or. at least, this is what the card-game books say. It is difficult

10 believe. however, that there was not some adjustment made for the four·handed

game: declarations of sixteen Ladons (suit cards other than court cards). or ten or

more Taroks would be much rarer in a hand of 19 cards than of25. It is possible

that the number of trumps or Ladons required for a declaration was reduced in the

four-handed game. but the books omiued to mention this. In any case, the maker

of a declaration is paid individually by each of the other players, including his

partner, the payments being made as soon as the round of declarations is

completed.

The player to the dealer's lcft leads to the first trick. and the hands are

played out according to the usual rules. llle Skis serves as Excuse. with

exchange. but if it is played in any of the last live tricks, it is captured by the

winner of the trick. The suit cards rallk in their original order. If a player wins

the last Irick with lhe Pagat. he and his partner are each paid 15 points by one of

the opponents: Carl Konig recognises a similar bonus for winning the lasl trick

\\;th a King (but not for capturing one's partner's King with a trump). AI the end

of the hand the cards Wall in tricks by each side are counted in fours. the dealer's

two discarded cards counting as a full set of four. with standard values for fhe

COUnting cards. so that there are 72 points altogether. If either side has more than
36 .pamls. they record the number of points they have over 36, and a cumulative

tOtal of these scores is kept from hand to hand. A Partie consists of four hands,

each player dealing once, and a complete session consists of six Partien (24
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hands): this can be either (wa Partico with each possible combinalion of partners

or a "Partie ferme" comprising six Particn with the same partnerships. Allhe end

of each Partie, the cumulative poinllotals of the IWO sides arc compan.-d and each

member of the winning side is paid the difference by one of the losers. If this

difference is 36 points or more, or jfthe losers have no points at all, the payment

is doubled: if the losers have a zero score and the winners have a recorded score

of 36 points or more, the payment is trebled. There is a sentence in NS (1840)

which creales the impression thai there is an additional payment al the end of the

Partie for all the declarations made by the players during the Partie. K6nig

mentions no such eXira payment, and perhaps NS simply intends that the

payments for the declarations (and presumably for winning the last trick with the

Pagat) are recorded at the time of the declaration rather than paid out

immediately. and arc to be settled up at the end of the Partie along with the

payment for cards won.

There was, however, one place where a four-handed classic game was

popular, namely Munich. This game was played with an enlarged pack of 103

cards, formed by duplicating twenty-five of the cards in a 78-card Frellch·suitcd

pack; as there is no record of such a pack being manufactured, this was probably

done by borrowing cards from a second pack with the same backs. The practice

is first mentioned in the KW of 1756, and repeatedly referred to in later texts

down to the first decade of the nineteenth century, when the references 10 it peter

out. Unfortunately not one of these sources gives a detailed description of the

game. According to the KW. the cards duplicated arc the [rumps from XIII to

XXI, the Pagal, the Seils and the whole of the Heart suit. This is confinned b)'

IIR and by all the other card-game books that mention the game. K.A

Bierdimpfl, however, in the introduction to his catalogue, Die Sammllmg der

Spie/karlel1 des baierischen Naliol/o/mllseums, published at Munich in 1884. says

that the cards duplicated were all twenty-one trumps, the SkOs and the King.
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Cavall and Ace of Heans. Bierdimpn is not a very trustwonhy guide to the

histol')' of Tarot cards. and he uses the past tense. as refcrring to a vanished

custom: on thc other hand. hc was a native of Munich. and so his tcstimony

cannot be discounted. KW confirms that the game played with this pack was for

four players, but says thai the discard was of two cards. which can hardly be

correct: we must surely assume thai the dealer gave each player twenty-five cards

and took thc last three for himself, discarding three. KW thcn further adds, 'As

we have been assured, the rulcs to be observed are almost exactly the same as is

usual in the game of Tarock for four. which we shall set Ollt below': this occurs

towards the end of thc section preceding the exposition of the LombardNiennese

game. One would therefore deduce that the Munich game was played with fixed

partnerships but without declarations or bonuses; but it is conccivable that KW

has borrowed this remark frOIll some carlier souree in which il referred to some

other four-handed game. But for this remark, wc should be inclined to think that

the game played in Munich with the IO)·card pack was an adaptation of three·

handed classic Tarot with dcclarations and bonuses, possibly one in which all

four players played for themselvcs. A salicnt question concerning Ihc manner of

play is what happened whcn IWO cards of the same denomination were played to

the same trick: Ihe rule could be eilher thai the one played earlier beat the olher,

or that the one played later beat the other. If the KW statcmcnt of the cards

duplicated is correct. and it is assumed that the counting cards had their standard

values and Ihat the cards were counted in fours, with the dealcr's three discarded

cards counting as if thcy fomled a full set of four. then there would have been

exactly 100 points altogether; under the same assumptions, if Bierdirnpn's

Statemcnt of the cards duplicated is preferred. there would be 96 points altogether.

Unfortunately. the amount of infomlalion concerning this unusual game that has

cOme down to us is too scanty to make it wonh attempting to reconstruct the

rules.



CHAPTER4

G.-osstarock

The classic three-handed game which had probably originated in Fmnce

underwent an intensive development in Gennany; it was the fonn thai evolved

there that spread 10 the Netherlands and Scandinavia. although there is no sign

Ihal the new ideas introduced in Gcmmny were ever adopted in France. From

about the middle of the XIX century the game came to be known in Genmmy as

Grosslarock. to indicate th:u played with the full 78-card pack. then under

challenge from the newer type of game. played wilh the S4-card pack: we shall

use the name 'Orosstarock- here. although iI is an anachronism for the period

before 1850. II was not a new game. invented to replace the classic foml

described in Chapter J. but evolved gradually 0111 of it by the addition, in the

period up to 1820. of new features. often adopted by SOllle players and not by

Olhers. Probably at no time did the players of di !Terent regions. or even di!Terent

circles. observe jusl the same rules. The 78-card pnck continued to be

manufactured in Gemlany b)' both Dondorf and Wlist of Fmnkfurt until at least

the 1880s. and by Piatnik of Vienna until the present day; in his !/Illstrirtcs

Wiener Torokhllch. published in the I890s. S. Ulmann slatcd lhal the 78·card

p.1ck \Vas still in use ill southern Bavaria. Grosstarock WCllt on being played in

Germany until 1914 or later. but had probably become extinct by the end of the

First World War: in most of Austria it must have died oul during the 18305.

though Ulmann reports thai it was still played in the Tyrol at the end ofthc XIX



Terminological conventions

A declaration of "Ten Taroks' may be made whenever a player has ten or more

Taroks; he need not specifY how lllany he has, and, if required to show them, rna)'

century. The only place where Grosstarock has survived to the prescot day is

Denmark, where it continues to be played in a special fonn.

The earliest account of Grosstarock known 10 us is that given in the 1783

edition of DllS neue Konigliche / 'lJombre (KH), published at Hamburg; this

work, much of it translated from Le royal jeu de I 'hombre et du piquel (Paris,

many editions, latc XVII century), first appeared in 1697 and wenl through

numerous editions, all dealing with OIher card games besides Omhre. The KH

account is a reprinting, with significant emendations, oflhat ofKW (1756), cited

in ChapleT 3. An independent revision of the KW text is found in Der beliebtc

Wei/mensch, welcher lehref die iibJichen Arlen der Spiele (BW), published in

Vienna in 1795. The games described in these t\'+'O works, called Taroe al

ordinaire in BW, are substantially the same, save for the rules governing

declarations, which differ considerably. The game remains essentially identical

with the mature form of classic three-handed German Tarock described in

Chapter 3. The salient new feature is little emphasised in either text. II is that if

one player makes no tricks at all, each of the other twO making at least one, the

ordinary scores for points are cancelled, and the player with no tricks scores as if

he had won all the points. This feal is usually called Sfichfreispiel, but is also

known as Null, Nulls/ich or, occasionally, Miserc. A player with a weak hand

was given a choice of objectives by this new rule; moreover, one attempfing 10

win alllhe tricks had to take care, since his failure towards the end of play could

easily result in just one player's taking no tricks. It is the presence of this feature

which we take as distinguishing what we here call 'Grosstarock' from the earlier

classic game; but it slipped in as a minor new variation.

Before describing game 4.\ we sel out certain tcnninological conventions,

to be observed throughout Ihis chapter.

56 Gross/arock
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show any ten. A declaration of 'Ten or more Taroks' means that a player may

declare any definite number of Taroks from ten upwards; likewise for 'Three or

more Kings', 'Three or more Matadors', etc. With any of these declarations, a

notation such as '10 + 5 game points' means that the player is paid by each of Ihe

other two 10 game points for the basic number declared (ten Taroks or three

Matadors, etc.) and 5 for each above that (thus 15 for eleven Taroks or four

Matadors, 20 for twelve Taroks or five Matadors, etc.). 'Three or more Matadors

(from above)' means that the first three Matadors are the Mongue (XXI), Pagat

and Sclls, and the rest form an unbroken sequence of trumps from the XX down.

'With leaping Sclis' means that, in a declaration of Matadors, the Sclis may

replace anyone card other than the XXI or Pagat, provided that the card

immediately below it is present; e.g. in this case the XXI, Pagat, Sclis and XIX

will count as four Matadors, and the XXI, Pagat, Sciis, XX and XVIII five. When

the phrase 'with leaping Seils' is omitted, this rule does not apply. 'Matadors

(from above or below)' means that trumps in an unbroken sequence from the II

upwards may be included in a declaration of Matadors: thus the XXI, Pagat, Selis,

Il and III would make five Matadors. When lhe player does not have to show the

declared cards, he need not say whether the Matadors are from above or from

below. ft is presumably possible to combine Matadors from above and from

below in a single declaration, e.g. Ihe XXI, Pagat, Sclis, XX and II, but this is

never made explicit. 'Matadors (from above or from below without the XXI)'

means that the XXI is not required when the Matadors are from below only,

allOWing the Sciis, Pagal and II as a declaration of three Matadors. The rule,

although often clearly stated in this way, is curiously asymmetric: the Pagat is

always required for a declaration of Matadors from above, and so, by parity, one

might expect the XXI to be required for a declaration of Matadors from below.

'Three or more Kings (out of seven)' means that Ihe XXI, Pagat, and Selis are

COUnted as Kings, making, with the four natural Kings, seven Kings in all, and

that any three of them may be declared; at least one player must be able to make
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this dcclaration. Without the phrase 'OUI of sevcn'. the word "King' applies only

to natural Kings. Unless otherwise specified, anyone or more cards may be used

for declarations of diffcrent types: thus the XXI, Pagut, and Seils will warrant

declaralions both of thrce Kings (out of seven) and of three Maladors; likewise

Matadors may be included in a declaration of ten Taroks. Declarations of the

same type will be shown by a vertical line at the side; one cannot use the same

cards for declaralions of the same type, save Ihat the Seils may be used for half

Cuvallerie declarations in two or more suits.

The description of game 4.1 is based on OW and KI-I; but the section on

declarations is divided into Austrian and German versions, as given by these two

texts respectively. It is in KH that the innovations of the leaping ScUs and the

seven Kings first appear, the luller said 10 be a recent addition to the rules; from it

derived the occasional use of Siebenkiinigwiel (game of seven Kings) as a name

for the game.

4.1 lltn."'C-handed Taroc (Gennany and Austria, c. 1780·1800)

Deal and discard

A 78·card French-suiled pack is used. The dealer gives 25 cards to each player,

in five rounds of five cards each; in the last round, he gives all eight remaining

cards to himself. He discards three cards to fonn the Scat, which counts to him at

the end of play. He may always discard the Sdis if he wishes, but may no1

discard Kings; he may not discard a Taroc except when discarding either Ihe

Pagat and two olher Taroes or the Pagat. the ScUs and one other Taroc. provided

in both cases thai he leaves himself with no Taroe in his hand (but possibly the

Sciis). KH expressly states Ihat under this rule he may discard the MOllgue

(XXI). KJ-I, but nOI BW, remarks thai some, but not all, play thai a deal is

annulled ifany player has only one or two Tarocs in his hand.
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DeclararioflS: AIIJlrian form

BW states a rule not found in any other source: a declaration may be made in the

course of play at any time up to the moment whcn a card of thc sct declared is

first played. Distinct declarations may be made at different times. but one of'Ten

TarOCs' must be made before the player first plays a Taroc. The cards declared

must be shown to the other players. Settlement is made as soon as a declaration

is made: the dealer may not declare a card he has discarded. The pennissible

declarations are:

Ten Tarocs (not including the Sciis)

A Cavalerie (all four courl cards of one suit)
A half Cavalerie (allY three courl cards of one suit

with the Sclis)

All four Kings
Three Kings with the Selis

Three or more Matadors (from above)

10 game points

10 game points

5 game points

10 game points
5 game points

15 + 5 game points

Declara/ions: Germlll1form

Declarations are made in tum. beginning with the dealer, as soon as he has made

his discard. before a card has been led. Seltlement is made between players as

SOOn as all have had a chance to make declarations. The pennissible declarations

are:

Ten Tarocs (not including the Sells)

A Cavalcrie (all four courl cards ofone suit)
A sClisirte Cavalerie (the King with any two other courl
cards ofone suit and the SClis)

Three or more Kings (out of seven)

10 game points

10 game points

5 game points

5 + 5 game points

Three Or more Matadors (from above) 10 + 5 game points
Three Or more Matadors (from above, the Selis leaping) 5 + 5 game points

Some players require that a player who has declared ten Tarocs but fails to make

more lhan 26 points on the cards he wins in tricks must at the end of the hand
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restore to the other two players whal they paid him for lhe declaration. The rule

about the leaping Sells is staled ambiguously in KH: it could be read as saying

thal the ScUs may fill morc than one gap, provided that each consists of a single

card. This was certainly sometimes done, but was probubly not intended by KH.

KH also mentions Matadors from below as a recent innovation, but docs not

explain them.

Play

Play is under the usual rules, and in the suits Ihe cards rank in their original order.

The Seus serves as Excuse. with exchange: the exchange may not be made from

Ihe dealer's discard, but is OIhcnvisc made immediately or as soon as possible.

BW states that if the one who played it makes no tricks, he must surrender il aI

the end of the hand to the one who won the trick to which il was played; KH says

Ihat he retains it and scores 4 points for il. The KH rule is probably a survival

from the KW texi (see 3.1), inappropriale when a SticJifreispiel is recognised. l

The Sctis may nOI be played to the lasl three tricks; KH specifies Ihal iflhe player

who has the lead 10 Ihe twenty-second trick has Ihe Sctis, he must surrender the

lead 10 Ihe player on his right, and play the Sells al his tum. Both texts agree Ihat

some, but nol all, players allow the Sells to be led to a trick. in which case the

olher players muSI play Taroes if they can; KJ-I states that this can be done only if

al least one of the olher players still has a Taroe. One is nol required to play Ihe

Seils ifunable to follow suit or trump.

Bonuses and penalties

A player who loses the Pagal 10 a higher Taroe pays 5 game points 10 each of the

other players, or 10 if il happens in Ihe last trick. One who wins the last trick

, Another example of such a survival is this. The earlier Slr.num of KW gives as an example a
bonus of 34 game points for declarations of len Tarocs, three Matadors and a complete Cavalerie
and winning the Pagat ultimo: this was when a Cavalerie earned only 4 game points. BW gives
the same example "ith an amended value of 45 game points; bUI (he sentence: aoom 3-\ game
points is carelessly repeated in KH. and reappears in man) XIX-ccntury accounts of Grosstarod•.
usually misimcrprcted.
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with the Pagat is paid 10 game points by each. Payment is made at once. Some

players recognise a penalty of 4 (BW) or 5 (KH) game points to each for losing a

King. or 10 if lost in the last trick. and a bonus of 10 game points from each for

winning the last trick with a King. When these bonuses and penalties for Kings

are recognised. there is a special bonus of 30 game points from each for winning

the penultimate trick with the Pagat and the last trick wilh the Mongue (XXI). (In

some later versions there was a bonus of 10 game points for winning the last trick

with the XXI. but that probably did 110t apply in this game.)

Scoring

The cards are counted in threes. using the standard valuation. so that there are 78

points ill /111o. A player who makes more than 26 points receives, in all, as many

game points as he has points above 26; one who makes less than 26 points pays,

in all. as many game points as he has points below 26. (If A makes 32 points, B

22 and C 24. B pays A 4 game points and C pays A 2; if A makes 30 points, B

makes 28 and C 20, C pays A 4 game points and B 2.) If one player wins all the

tricks. the dealer presumably surrenders his discard to him: he then makes all 78

points and is paid 26 game points by each of the other two. However, if just one

player wins no tricks at all (the dealer's discard not counting as a trick). he is also

paid 26 game points by each of the other two.

The next independent account of Grosstarock first appeared, we believe.

in the Nt?lIsrer Spiela!mallacll flit elas .Jallr 1800 (NSa 1800) by Julius Casar,

published in Berlin. This account was repeatedly rcprinted.2 The game hod not

undergone much change in the meantime, but there are some important

divergences.

,
For instllnce in the {Vcl/esles Spielbl/ch (Vienna. 1802). the Berliner Almmwdr jiir Kartell--.

Sehach. lind Plwro.fpieler mif Jas Jahr 1804 lind the Spie/alnm1/ochjiir Karten. Schoch. etc..
(SK) by Julius Cltsar (Berlin. 1815).



62

4.2 Three~handcd Gennan Tarok (about 1800)

All is as in game 4.1, with the following exceptions.

Deal lind discard

Grosswrock

The variant rule thalthc deal is annulled jfuny player has only one or two Taroks

is nOI mentioned. If the dealer has the Pagal and also has either just Iwo other

Taroks but not the Sciis or one olher Tarok and the Seils may discard all three,

even if one is the XXI; he is entitled at the end of the hand to the bonus of 10

game points from each or the other IWO for bringing home the Pagal.

Declara/ions

The declared cards are not shown to the other players: only the type ofdeclaration

and the number of cards need be stated (but nOl, for instance, the suit of a

Cavalleric or whether the Seils is included when ten or more Taroks are

declared); but a complete Cavallerie and a half Cavallerie with the Sclls must be

distinguished. In NSa 1800 it is expressly stated that in a declaration of Taroks,

one need not say whcther the Pagal is included; but in thc books of 1804 and

1815 a footnote adds that it is usual to say 'with' or 'wilhout' 10 indicate the

presence or absence of the Pagal. One who declares Taroks is paid whether or

nOI he makes morc than 26 points on his tricks. The pennissible dcclarations are:

Tcn or morc Taroks (possibly including thc Sciis)

A complete Cuvatlerie (all four court curds of one suit)
A complete Cuvallerie with the Selis
A hulr Cavallerie (allY three coun cards of one suit)
A halrCavallerie with the- Selis

Thrl'C or more Kings (out of seven)

10 game points

10 game poinls
20 game points

5 game points
10 game points

5 + 5 game points

Three or more Matadors (from above) 10 + 5 game points

The Sclis may be used in more than one Cavallerie declaralion. The leaping SeilS

is not mentioned, but it is slaled lhal some players allow a declaration of
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Matadors from below. explained as being lI'ifhollf the XXI, so thnt Pagat, Seils

and 11 make three Matadors.

Ploy
The Seils may legally be played to any of Ihe Inst three tricks, bUI is then lost 10

the winner of the trick. No mention is made of leading the Sci.is to a trick or of

surrendering the lead to the next player. A curious rule is stated that, if the Pagat

is captured. it (presulllably with the whole trick) belongs to that one of the two

opponents of the player who 10SI the Pagat who had Ihe least score for

declarations. The rule reappears, mostly in garbled fonn, in many later accounts,

but was probably seldom observed.

Bonuses and pellalries

Winning the last Irick with the Pagal 20 game points from each opponent
Wining any other trick with the Pagat 10 game points from each opponent
Losing the Pagat in Ihe last trick 20 game points to each opponent
Losing the Pagat in any other trick 10 game points to each opponent
Winning the last Irick with a natural King 10 game points from each opponent
Winning any other Irick with a natural King 5 game poinls frOIll each opponent
Losing a natural King in the last trick 10 game points to each opponent
Losing a natural King in any other trick S game points 10 each opponent

The penalties are evidently pnid immedintely, but the bonuses only at the end of

the hand: if the rngat or a King has been brought home. it is placed fnce up beside

the player's tricks: each player then reckons 10 game points for the Pagat and 5

for each King, and, between each pair of players, the one with the lower total pays

the difference. There is no bonus for winning the last trick with the XXI. Some

players usc an ultimo pol. into which each player puts a fixed amount at the

beginning and whenever it is empty. A player winning the last trick with the

Pagat takes the whole pot, one winning it with a King takes half the pot; one

losing the Pagal in the last trick doubles the pol. one losing a King in the last trick

Increases it by a half.
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Scoring

NSa 1800 treats the score for a SficlJjreispiel as an optional rule, bUI in a few

paragraphs added to the text of SK (1815) it is gi\'en as mandatory, the card-game

books probnbly lagging behind practice as usual. Presumably one who makes no

tricks surrenders the Selis if he had ii, and the dealer surrenders his discard to one

who made all the tricks, but the text is silent on these matters.

NSa 1800 opens by remarking that Tarok was fonnerly a simpler game,

without seven Kings, Maladors from below or a sciis;rle Dvallerie; the remark

keeps cropping up in accounts of Tarok for the next 30 years. The book also

slates that Tarok is played in either a three- or a two-handed form - testimony to

the low popularity of any lour-handed faml. The book gives much advice on

slrategy, regarding its whole interest as lying in bringing home or capturing the

Pagat and the Kings; it goes so far as to say that once the Pagat and all the Kings

are out, Ihe rcst of Ihe hand is uninteresting. If there has becn no declaration of

Taroks, the players not having the Pagat witl begin by playing Taroks in an

attempt to capture it. One who has eight or nine Taroks in his hand will lead a

low one on his firsl Tarok lead, and one with scvcn or fewer will lead a high one.

They continuc leading Taroks until either the Pagal has fallen or it is cvidentthat

it will nOI be captured. In the Jailer case, Ihey lead a long suit, called a Peifsche.

in Ihe hope of forcing the Pagat oul before Ihe last Irick. If a declaration of ten or

more Taroks has been made, it is dangerous to altack thc ragal until )'OU are sure

it is not held by the one who made that declaration (here a requiremenl 10 sa)

'with' or 'without' is important). Once the ragat has been played, the objective

becomes 10 capture. or at least force oUI, the Kings; a player docs better to force

out the Kings he docs not have before playing oul his own. l1e will therefOf(

repealedly lead a suit whose King he docs nOi hold, but will Slap as soon as that

suit is Irumped. The player who holds the Pagal may play il as soon as he seeS

Ihat the allack on il will succeed so as to avoid losing all his Taroks; bUI he \\ ill
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hold it lip as long as possible if he has two or more Kings. so as to postpone the

attempt lO force them out.

A quite new text appeared in the Neusfer Spie/almanach fiir Karten.

Schach, etc., (NSK) by G. W. von Abenstein (Berlin. 1820), and was reprinted

with small changes in the Neusfes Spiel-Taschenbuch ofT. f. Muller (VIm, 1830)

and the Neusfes Spielb/lch (NS) (Leipzig, 1840). This contained some important

innovations. One is a declaration of four Queens, four Cavalls or four Jacks.

Another is a declaration of sixteen or more Latons, a Laton or Ladon being a

numeral card of a plain suit. This may compensate a player for being dealt a poor

hand; the possibility of making a Sticl!freispiel - the alternative compensation 

may depend on the other players' not at first realising that that is your intention.

to whieh they may be alerted by a declaration of Latons. These two new types of

declaration were henceforward to be regular fcatures of the game. Of greater

importance was the introduction of announcements, at various stages of play, of

an intention to make all the tricks or to make none, with an extra bonus for

succeeding and a penalty for failing. Such announcements, made before the start

of play, were to become a salient feature of later forms ofTarock.

4.3 Three-handed German Tarok (about 1820)

Deal and discard

Deal and play are clockwise. The dealer gives 25 cards to each player in five

rounds oftive each. and takes the last three cards for himsclf. The restrictions on

the discard have changed. The dealer may never discard either Kings or the XXI.

He may discard Taroks only if he discards all he has (hence only ifhe has three or

fewer); these may include the Pagat but not the XXI. It is always allowable to

discard the Skis. The deal is not annulled when some player has only one or two

laroks; it is not said that the dealer, by discarding the Pagat, scores the bonus for

bringing it home.
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Dec/arations

Grosstarod

When the dealer has discarded, he says .. Es liegt" ("'It lies"). The player to Ihc

dealer's left, not lhe dealer himself, then makes the first declaralion, followed by

the other two in tum. Declared cards must be shown to the other players. The

only Kings are the four natural ones. The pennissible declaralions are:

Ten or more Taroks (which may include the Skis)

A complete Cavalleric (all four COlll1 cards of one suit)
A halfor skisirte Cavallerie (any three court cards of one

suit wilh Ihe Skis)

A complete K6nigreich (all four Kings)
A half or skisirles Konigreich (three Kings wilh lhe Skis)

Four Queens, four Cavalls or four Jacks
Four Queens, four Cavalls or four Jacks wilh the Skis
Three Queens, three Cavalls or three Jacks with the Skis

Three or more Matadors (from above or below)

Sixtcen or Illorc Latons (which Illay include thc Skis)

10 + 5 game points

10 game points

5 game points

10 game points
5 game points

5 game points
10 game points
5 game points

15 + 5 game points

10 + 5 game points

The Skis may be used for more than one declaralion. It has become a complelel)'

wild card, capable of substituting for a Tarok, for any court card or for a Laton;

by means of it, one could declare bOfh ten Taroks and sixteen Latons. It is given

as a variant rule Ihat one need not show declared Taroks: in this case one states

thcir number, adding 'ond the Skis' if one has it, oud 'avec' or 'sans' to indicate

whether they include the Pagal. No declaration is obligalory, but one may not

declare fewer Taroks than onc has; likewise for other declarations. A declaration

of Taroks is paid irrespectively of the points gained in tricks. There are some

complicated restrictions whose point is obscure. (a) If the eldest hand declares II

complete Cavallerie, a later player may declare a half Cavallerie only jf lilt

missing card is the King or the Jock. (b) The eldest hond may declare three

Queens, Caval Is or Jacks with the Skis only ifhe aJso has at least three Kings; the

othcr two players may do so only if the eldest hand has not declared a complete
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Konigreich. Every declaration of Matadors must include the XXI, Pagal and

Skis. even when they are from below. The leaping Skis is mentioned as a variant

rule: it may replace just one Tarok (not the XXI or Pagat), and the declaration

eams 5 game points for each card aClllally present. Players settle between each

other as soon as the round of dcclarations is completed.

Play

Play is under the usual rules, the suit cards ranking in the original order. The Skis

serves as Excusc. but is captured by the winner of the trick if played to any of the

lastji\'e tricks, It may be led to a trick so long as some other player holds at least

one Tarok; the other players must then play Taroks if they can. It is expressly

stated that a player with no Taroks lert need nol play the Skis when a sllit is led in

which he is void. One playing the Skis says "/ell skisire micll" (a mock-Gennan

rendering of"Je m 'excuse").

Bonllses and penallies

For winning the last trick with the Pagat
For winning any other trick with the Pagat
Forlosing the Pagat in the last trick
For losing the Pagat in any other trick
For winning any trick with a King
For losing a King in allY trick

There is no mention ofan ultimo pot.

10 game points from each opponent
5 game points from each opponent

10 game points to each opponent
5 game points to each opponent
5 game points from each opponent
5 game points to each opponent

&oril1g

When the hand is over, each player counts his cards in threes, llsing the standard

valuation. If each player has won at least one trick, and there have been no

announcements, each player with points above 26 receives, in all, as many game

Points as he has points over 26. and each with points below 26 pays, in all, as

many game points as he has points below 26, A player is slicl!{i'ei if he has made

no tricks. each of Ihe other IWO having made at least one: it is expressly stated

that the dealer's discard does not counl as a trick in Ihis context, and Ihal having

had the Skis does nOI prevenl one from being stichfrei. If no announcement has
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been made, the points in tricks are ignored and each opponent pays 26 game

points 10 lhe stichfrei player. If a player who is attempting 10 make a

SticJifreispiel is forced 10 lake a trick, and still has a court card or a Tarok in his

hand, play continues and points are reckoned as usual. But if he docs not have a

court card or a Tarok in his hand, he has the choice between immediately

throwing in his hand and continuing to play. If he throws in his hand before the

13th trick, points are reckoned on the tricks so far taken, including the Scm; he

then pays to each opponent the amount of their poilu-totals on Ihe tricks they have

so far taken,less the points in the SC(Jl ifhe was the dealer. Jfhc is forced to take

a trick laler than the twelfth, and throws in his hand, he Ihen pays 10 each

opponent as many game points as that opponent has points remaining in his hand,

IOgether with the Scat. if the opponent was dealer. Winning all the Iricks is called

Vole: it is rewarded by 26 game points from each opponent (the Skis and the

dealer's discard being tacitly surrendered to the winner).

AIInOt/ncemenlS

A player may announce an intention of making a SlichFeispiel, either before the

first Irick, as soon as the declarations are concluded, or beforc the 13th trick. If

he announced before the 13th trick, each opponent pays him 31 game points ifhe

succeeded; if he failed, he must pay each 31 game points. If he announced before

the first trick, then each opponent pays him 36 game points ifhe succeeds. Ifhe'

takes one of the first twelve tricks, he pays each opponent 36 game points, but

only 26 game points if he takes a Irick later than the twelfth. An intention to

make Vole can also be announced: before the first, before Ihe 13th or before the

20th trick. If someone announces Vole before thc 20lh trick, he is paid 31 game

points by each opponcnt if he succeeds; if he fails, hc pays thcm 31 game pointS

each, in addition to the rcgular sculcl1lcnt for points in tricks. For an

announcement of Vole before the 131h or first trick, Ihis amount is in each cast

increased to 38 or 52 game points respectively. A player who makes Vole aod

also wins the last trick with the Pagal is paid the bonus for the laner feat. OU!
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when either Vole or Sliclljreispiel is made. the bonus for bringing a King home

and the penalty for losing one are 1101 paid: presumably this also holds of other

payments for the Pagat, though this is nOI stated. This rule is also said by NSK

and NS 10 apply to an unsuccessful Slichji'eispiel and to a Vole while not yet

announced or defeated, but the rule appears unworkable: better to apply it to an

announced Sliclljreispiel or Vole until it has been defeated, and also when a

player hoping to be sficlljrei throws in his hand when forced to take a trick.

(Payments for Kings should therefore be made only after the end of the hand.)

VOl";(lI1I.\'

In a brief appendix. NSK (1820) mentions two variant rules. (a) The

bonus for bringing a King home, or penalty for losing one. is increased to

10 game points if it happens in the last trick; the bonus for bringing home

the Pagat, or penalty for losing it, in the last trick is increased to 15 game

points. (b) There are seven Kings -- the four natural ones and the XXI,

Seils and Pagat; the practice is said to be followed by many. There may

then be a declaration of three or more Kings. with an unstated value

(preumably the usual 5 + 5 game points). This probably supersedes the

declaration of a natural Konigreich, though this is not stated. When there

are seven Kings, there is a bonus (presumably of 10 game points) for

winning the lasl trick with the XXI. This appendix is omitted from the

1830 accOllnt but incorporatcd into the main text of NS (1840), with the

remark that it is now usual to recognise seven Kings.

11 is evident that there is an intrinsic difficulty abOllt combining bonuses

for bringing home certain cards and penalties for losing them with a special score

for making no tricks. and also with suspending these bonuscs and penalties when

a Vole is made: it could be advantageous for a player unnecessarily to lose one

Irick to one opponent and one to the olher in order 10 avoid making Vole and so

lOSing the bonuses (losing just aile trick would make one of them sfich/rel). The
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problem of adjusting the rules to provide due incentives for difficult feats of play

seems not to have been satisfactorily solved.

Versions 4.1, 4.2 and 4.3 of Grosslarock do nol show a steady

development. In announcements of SticJifreispie/ and of Vole and in the new

declarations, 4.3 has evolved funhcr; bUI, in requiring declared cards (0 be shoWn

to the other players and Taroks to be played when the Skis is led, it resembles 4.1

more than 4.2. Experimentation with the game in different directions must have

taken place simultaneously in different regions of Germany, though we cannot

now tell in which. Version 4.2 marks lhe high poilu of an altcmpt (0 make the

whole interest of Ihe game centre round the Pagal and the Kings, though in

modem Danish Tarok this has become even more important. The 1820 text, on

the olher hand, is the first account to discuss S/iclljreispiel and Vole al length,

which it does with much advice on strategy.

A plethora of card-game books was produced in Gennany in the XIX

century, and almost all of them include Tarck. Every later Gennan description of

Grosstarock can be assigned to one of three classes, according as it agrees in

outline with the texts for versions 4.1, 4.2 or 4.3. Some simply reproduce the

original text word for word, but others describe the game afresh, sometimes with

minor variations. Some of these variations are evidently due to misunderstanding

on the part of the writer, bUI olhers are probably genuine. Accounts deriving

from the KH text of 1783 arc few and early,J and probably represent a version of

the game which. in so far as it differed from 4.2, was obsolete soon after 1800.

The other texts might lead liS to think Ihal two distinct fomlS of the game

persisted largely unchanged in different regions for many decades, tempting us to

appropriate the nallle SiebenkonigjpielJ for the 4.2 tradition, in which seven

l Der Meister itl aI/eli KOFletlspielell, Hamburg and Allona, c. 1810; Taschenbuch aller Korl"'~

Kegel-, Breu- Imd Wllrlel-Spiele, LOneburg. c. 1805; Aflgemeilles Karl!!11 Spielbllch. VienJ1l.
1846_ The 1791 and 1797 editions or KI-I reprilllthe 1783 teXI .

• The name Siebel/kOlligspie/ docs nOI figurc in any or the card-game books, bUI is given in lite
1902 edition or Murel-Sandcrs English.Gennan dictionary. s.v. ·tarol".
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Kings were almost always recognised, and restricting Grosswrock to the tradition

of 4.3. in which they hardly ever were. This would give a false impression of two

distinct games recognised as such. In fact, each description is presented simply as

thai of the standard foml of three-handed Tarok. rather lhan of a special game

with a name of its own. Doubtless it was played with countless local variations:

we can no longer trace its development in the later XIX century.

The traditioll of4.2

We know of six books, apart from those already mentioned, whose descriptions

ofTarok are close to the text ofNSa 18oo.s one shows any marked divergence

in the rules. All recognise seven Kings, and none admits a leaping ScOs: three

unconditionally allow Matadors frOI11 below (withollt the XXI) as well as from

above. one allows them from below as all option. and two allow them only from

above. Two, of 1894 and 1900. agree on an odd variation on the usual score of

10 + 5 game points for declaring ten or more Taroks. namely 10 game points for

ten Taroks. 15 for cleven, 20 for twclve and 26 + 5 for thirteen or more.

The tradition of-1.3

We know ofeight other books whose descriptions ofTarok are close to the text of

NSK.
6

Here there is considerably morc variation. Three allow Mal'adors from

above and below (always with the XXI). and three allow them only from above;

one admits a leaping ScOs. three give it as an option. and one leaves it

,
Q F.. \'011 Posen, lwei /wd siebel/:ig llell/sclle. frOlr:(jsische lind ellglisc1le Karfempiele,
duedhnburg and Leipzig. 1864: idem.. Dcmsche. froll:(jsischc lind ellglisc1le Kanel/spiele. 3rd
~ n.: Quedlinburg and Leip7.ig. 1873; fII/15frirfes Allgemeilles Familiell-Spielblldl, Leipzig and
K:~;;' 1~82; Alb~n von '·Ialm. Das BI/ch der Spiele. 1894: Ernst Langa.. Das grosse B~,ch der
ed t1S'!/ele. Berhn. 1900; F. von Posen. Del/l5clte. !ral1;lJs/sche /II'd engluche Karlelup/cle, 9th

n.. lelpzig..I90I .
•
~. \on At\ensleben. £ng"CloplJdie der Spiele. 200. cdn.. Leipzig.. 1855: Baron F. von Thalberg.
leo r>:rJec1t' Karlellspie!t'r. Bertin. c. 1875; Friedrich Anton. £/lc)'clopt'ldie der Spiele, 51h. edn.,
F IPZlg. 1889: S. Ulmann. l/fl/Sfrirl~ Wiener Torokbllch, Vienna. C. 1892: idem., Dos BI/ch der
S;~ifiensPiele. Vienna, C. 1894; Carl K6nig. NClIsfer Spiel-Almanaclt, Berlin, c. 1892: Alben

a enow. AIIsgell'(ihile Km·/(!IIspielc. Leipzig. 1908.
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unmentioned. Mosl require all declared cards to be shown, except for ten or mOre

Taroks. When Taroks arc declared, all require it (0 be sUlIed whether or not the

Seils is included; three require the declarer to say 'avec' or 'S(IIIS' to indicate Ihe

presence or absence of the Pagal, Iwo say that some require this, and one leaves it

unmentioned. Further variations are as follows:

(a) Thalbcrg. writing probably in the 1870s, for the most part reproduces word

for word the lext ofNS (1840), but gives a variant score of to + 3 game points for

declarations often or more Taroks and of sixteen or more Latons.

(b) Carl KOnig, writing probably in the 18905, says that many players lake the red

suits as ranking in the same order as the black ones (with Ace as the lowest card).

He allows Matadors only from above, and does not admit a leaping Sclis. lie

awards 10 + 5 game points for three or more Matadors, rather than 15 + 5. He

docs not recognise seven Kings, and docs not require the presence of the Seils in a

half Konigreich or half Cavallerie: Ihe fanner consists for him of any Ihree

natural Kings and the latter of any three COLIri cards of one suit, both earning 5

game points.

(c) Ulmann, also writing in the 1890s, gives the variant value of 16 + 5 game

points for sixteen or more Ladons. His schedule of bonuses for bringing home

the XXI, the Pagat or a natural King, and of penalties for losing one, is 5 game

points for the Pagat or a King before the last trick, 15 for the Pagat in the last

trick and 10 for a King or the XXI in the last trick.

(d) Stabenow, writing in 1908, gives the bonuses and penallies for Pagat and

Kings as in game 4.2. i.e. 10 game points for the Pagat before Ihe last trick, and

20 in the lasl, and 5 game points for a King before the last trick, and lOin lhe

last. He cites thc same variant value for tcn or more Taroks as given under lhe

5.2 tradition, namely 10 + 5 gamc points for from len to twelve Taroks, and 26 t

5 for thirtcen or more. He is the only writer in the 4.3 tradition to recognise sever!

Kings, at their lIsual rate of 5 + 5 game points for three or more. Three or more
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Matadors score 10+ 5 game points (the first three can also be declared as Kings).

Matadors arc only from above. and there is no leaping Sclis, Stabenow is also

unique in recognising seven Kings alld allowing an additional declaration of a

natural Konigreich (for the usual 10 game points) or a half Konigrcieh with the

Sciis (for the usual 5 game points). Hc allows 10 game points for winning the last

Irick with the "-Iolld (XXI).

Terminology

The spelling Torok is usual throughollt thc XIX century; save for one appearance

in J810 and onc in 1840. Taroek is not used before 1894. The name Gross-Torok

for the game first appears in Carl Konig's work of 1892, but probably originated

earlier. The XXI is often called de,. Mond, sometimes de,. MOl/gill' and

sometimes just the XXI. The I is always der Pagal. The Fool is called de,. Seils,

del' Skis or del' Skys. umeral cards of the suits are called Ladolls or La/OilS. or

occasionally, at the end of the centu!)', Scar/ins, The discard is usually de,. Scat.

A slam is called Vole. Alls/iell or 1'0111.

As already remarked, Grosstarock probably died out in Germany by the

end of the First World War. The game was also played in the Netherlands and

Denmark. In Chapter 3 we noted a mid-XIX·century Dutch ronn or the classic

game, without a score for making no tricks. That the game had not developed as

rapidly in the Netherlands as in GCl1llal1y is corroborated by an account found in

two card-game books published in Amsterdam, He/ Kaartspelen GemakJceliJk

Gemaak/ (KG) (J 821) and NieulI'e Besehrijl'illg del' Mees, GebruikeliJke

Kaar/.wellell (NB) (1836). The game is antiquated. though il has a score for

making no tricks: the account is largely a translation of Ihal in KH (1783).
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4.4 Three-handed Dutch Turck (first halfofthe XIX century)

Gross/arock

Terminology

Trumps nrc called Taroks. The XXI is called Monguc. the I is called Pagmo

(KG) or Pagar (NB) and the Fool &us (KG) or Sklls (ND): these three cards are

called collectively HOl1lleurs.

Rules ofplay

All is as in 4.1 (Gerolan version), with the following exceptions. In the black

suits the cards rank as in the red ones, thai is, with lOs as Ihe lowest orthe suil. 11

is optional to allow a leaping Skus and 10 recognise seven Kings; there is no

declaralion of Kings if seven Kings are not recognised. As in KH, Matadors from

below are mentioned as an option, but not explained. If it is chosen 10 award 10

game points bonus or penalty for a King in the last Irick, and 5 in any other trick,

Ihen, as in KI-I, 30 game points arc awarded for winning the last two tricks with

the Monguc and the Pagat; but whereas, in KH, the Pagat had to be played to the

penultimate trick, in KG they may be played in either order, and in NB the Pagat

must be played last.

The game was considerably more developed in Denmark, where 78-card

French-suited packs wcre manufactured until 1939 or later. Of four XIX-century

Danish accounts we have seen, the earliest is AlJviisllillg Iii 01 SpiJIe L 'Hombre,

Whist, Bostol1 og Tomek by Sp. M. Basta (Copenhagen, 1846). On it is based

4.5.

4,5 Danish Tarock (mid·XIX century)

Terminology

Trumps arc called Tarockker, the XXI the MOIlYuc or more usually the 21, the I is

called the Pagal and the Fool the SClles or Excllse. The discard is called the

ScaII.
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Deal alld disClIrd

There are three players: a 78-card French-suited pack is used. Deal and play arc

clockwise. The dealer gives 25 cards to each player. in five rounds of five each;

he lakes the last three cards for himself and discards three. which count to him at

the end of the hand. He may never discard Kings or the XXI. If he has the Pagal

and just twO other Tarockker, not including the XXI. or the Pagat, just one other

Tarock (not the XXI) and the Scucs. he may discard these three cards if he

wishes; in no other case may he discard a Tarock. It is always lawful to discard

the Scues.

Declarafions

Whcn the dealer has discarded, declanllions are made in tum. Declared cards

must be shown to the otller players. The permissible declarations arc:

Ten or more Tarockker

A Cavallcrie (all four court cards ofone suit)
A hal f or .~cllese,.etCavallerie (any three court

cards ofone suil and the Seils)

All four Kings
All four Kings with the Scucs
Three (natural) Kings with the Scues

10+ 5 game points

10 game points

5 game points

10 game points
20 game points

5 game points

Three or more Mmadors (from above) 10+ 5 game points

The SCore for any declaration is paid by each of the other two players.

Play

When the declarations are over. play begins according 10 the usual rules. (In Ihe

suits, the numeral cards rank in their original ordeL) The Scues serves as Excuse,

and an emply card is exchanged for it as soon as possible. but it is lost if played to

any of tne last three tricks. The Scues may be led to a trick; the player leading it

nall1es any suit, either Tarockker or a plain suit, and the other players musl playa

Card of that suit if Ihey can. Presumably this may be done only when at least one

player has a card of the suit named.
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Bonuses llnd pellallie!>'

For winning the last trick with the Pagni
For winning any alher trick with the Pagal
For losing the Pagni in the lasl trick
For losing the I)agat in any other trick
For winning the last trick with a King
For losing a King in the last Irick
For losing a King in any other trick

Gross/arock

15 game points from each opponent
5 game points from each opponent

15 game points (0 each opponent
5 game points to each opponent

10 game points frolll each opponent
10 game points 10 each opponent
5 game points to each opponem

A variant valuation is 30 game points as bonus or penalty for a King ultimo, and

40 for a Pagal ultimo.

Scoring

Cards won III tricks arc counted in threes, with the standard valuation. Each

player receives, in all, as many game points as he hllS points in excess of 26, or

pays, in llll, as many game points as he has points below 26. However, if a player

has made a Misere (won no trick), he is paid 26 game points by each of the other

two; points on cards no longer signifY, but bonuses and penalties for Pagat and

King still apply. (It is tacitly assumed that only one player can make Misere in

the same hand.) A new variation is for each opponent 10 pay 52 game points to a

player making Misere, and to make no payment when Ihis occurs for Pagal or

King ultimo. This variant value may be allied 10 the highcr values for Pagat and

King ultimo when no Alisere is made. but this is not expressly stated.

Game 4.5 is inlennediale betwcen 4.2 and 4.3: the seven Kings arc not

recognised, as in 4.2, llnd the announcements of Misere and slam characteristic of

4.3 are missing. The lext contains some advice on tactics, and PllYS equal

attention 10 Misere and ultimo. But the variants point to a development in a ne\\

direction. The Ny og juldsta!ndig dansk Spi/lebog by Martin SchwartZ

(Copenhagen, 1847) and the Nyes/c DOllsk Spi//ebog by S. A. Jorgensen

(Copenhagen, 1868) also have sections on Taroe; but these are mere\)'

translations frOI11 Gemlan sources, with some mistakes suggesting that the authOrs

were not personally acquaintcd with thc gamc. The account of the three.handed



77

game is taken from the 1800 text for 4.2; the section also includes the four

handed Viennese/Lombard game and the two-handed game described in Chapler

3, as well as Tarok l'llombre and Tarok-Quadrille, described in a laler chapter.

Perhaps all these forms were known in Denmark in the XIX century; but perhaps

nOI. A vcry well-informed account, dealing only with the three-handed game, is

given in a short, anonymous undated book called simply Tarok; it cites the

Gemmll narne Gross-Tarok for the game, and is probably to be dated to the 1870s

or 1880s. This work is great interest as being the only one known to us that

attempts a comprehensive survey of all the variant fules of the game. Despite

occasional allusions to modes of play current in Germany, the survey is restricted

to Denmark, with many remarks of the form "In some places they play ... "; it

thus testifies to the widespread popularity of the game in Denmark at the time,

and, as always with Tarot games, the very local character of the various modes of

play.

4.6 Danish Tarok (late XIX century)

Terminology

Trumps are called Tarokker. the XXI is called Mondo, the I Paga' and the Fool

Seils. The discard is called the Seal.

Deal and discard

There are three players; a 78-card French-suited pack is L1sed. Deal and play are

anti-clockwise. The dealer gives 25 cards to each player, in five rounds of five

each; he takes the last three cards for himself and discards three, which count to

him at the end of the hand. He may never discard Kings or the Mondo. He may

nOt normally discard the SCllS, but may do so if he aims to make a slam. (This

rule could obviously nOl be very strictly enforced, bUl would not need to be.) The

olher players are entitled to ask whether he has discarded Tarokker, and, if so,

how many.
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Variant rufe 011 discard

The dealer may discard Tarokkcr only if he has the Pagat and exactly two

others, not including the Mondo, and discards alllhree.

Declaratiolls

After discarding, the dealer begins the found of declarations, Ihe others lollowing

in tum. The pcnnissible declarations arc:

Ten or more Tarokker (possibly including the SellS)

A Cavalleric (all four court cards ofone suit)
A halfCavalieric (any three court cards ofone suil

wilh Ihe SellS)

All four Kings
Three Kings widl the Seus

Three or more Matadors (from above)

10 game points

10 game points

5 game points

10 game points
5 game points

10 + 5 game points

When Tarokker arc declared, they must be shown to the other players. Other

declared cards m..-ed not be shown, but the effect is the same, since the suit of a

Cavallerie must be stated and the missing card named when a half Cavallerie is

declared; likewise, the missing King must be named when three Kings and the

Scus are declared. A player is paid the value of a declaration by each of the other

two players.

Vll,.;lllll rules 011 declllrm;OllS

(a) When ten or more Tarokkcr arc declared, they need not be shown, but

it must be stated whether lhe !)agat or the Seus is included. This variant

rule is frequently observed.

(b) Matadors may be reckoned from below, without the Mondo, as well

as from above; the Pagal, Seus and II forlll the lirst three Matadors from

below. One Illay combine Matadors from below and from above (these

prob.:'!bly constitute only a single declaration, not IWo, though this is nol

quite clear).
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(c) A leaping Seus may be used in Matador declarations to fill more than

one gap. provided they are not consecutive and the last member of the

sequence is actually present. One scores for each card replaced by the

Scus: the example given is Pagat, Sells, Mondo, XIX. XVII, XV, fanning

nine Matadors.

(d) To the Cavallerie declarations is added that of a 'full' Cavallerie,

namely all four court cards of one sllit with the Scus, with a value of 15

game points.

(e) The following system is llsed for Cavallerie declarations:

A complete Cavallerie (all four court cards of one suit)
A complete Cavallerie with the Seus
A halfCavallerie (any three court cards of one suit)
A halfCavallerie with the Scus

10 game points
20 game points

5 game points
10 game points

(f) If a previous player has declared a complete Cavallerie, a subsequent

player may declare a half Cavalleric only if the missing card is either the

King or the Jack.

(g) A dcclaration of a half Cavallerie is allowed only to a player holding

at least three Kings.

(11) One need not state the suit of a Cavallerie, the missing card of a half

Cavallerie or the missing King in a declaration of three Kings with the

Sells.

(i) To the declarations of Kings is added that of four Kings with the SellS,

valued at 15 game points.

U) Seven Kings arc recognised. A declaration of three or more Kings,

valued at 5 + 5 game points, replaces the usual declarations of Kings.

(k) One Illay make a declaration of four Queens, four Cavalier or four

Jacks. valued at 5 game points, or of any of these with the SCllS, valued at

10 game points.

(1) One may declare sixteen or more Ladons. which may include the Seus,

With a value of 10 + 5 game points.
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PllIY

The player 10 the dealer's right leads 10 the first trick, and play proceeds

according 10 the usual rules. The SellS serves as Excusc. An empty card is given

in exchange for it from cards won in tricks (not from the Scal); it is nOI stated that

one may do this later if one cannot do il at once. bUI this is probably so. The SellS

lllay be led to a trick: the player names a sui I, either Tarokker or a plain suit,

which the other players must follow if they can; the SellS is then as usual taken

back and an empty card exchanged for it. It is expressly stated that a suit must be

chosen in which there are slill some cards in Ihe other players' hands; presumably

it is enough lllal there be a card of the suit in the hand of one of the players,

though this is not made clear. If the player leading the Scus names a suit in which

both the other players are void, the player 10 his righl is entitled to name the suit

inSlead. The Scus is lost if played to either of the last two tricks.

Variam rule 01/ the SCIIS

The SCllS is 1051 if played to any of Ihe lasl Ihree Iricks. This rule is

expressly said 10 be observed by some Danish players. It is slated that in

Germany the usual rule is thai the SCllS is lost if played to any of Ihe last

jimr tricks, butlhere is no confirmation oflhis from any German source.

Bonuses andpel/alties

For winning the last trick with the Pagat 15 game points from each opponent
For winning any other trick with the Pagal 5 game points from each opponent
For losing the Pagat in the last trick 15 game points to each opponent
For losing the Ilagat in any other Irick 5 game points to each opponenl
For winning the last Irick with a King 10 game JXIints from each opponent
For losing a King in the last trick 10 game points 10 each opponent
For losing a King in allY other Irick 5 game points to each opponenl

There is no bonus for winning a trick before the Jast with a King, unless one wins

both the last two tricks with Kings, in which case one is paid 15 game points in

all by each of the opponents. or each of Ihe lasl three tricks with Kings, when one

is paid 20 game poinls in all by each of the opponents. If the Pagal and all four

Kings have been played before the last trick, the winner of the Jast trick is paid S
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game points by each of his opponcnts. There are two ultimo polS: one for Pagat

ultimo and onc for King ultimo. Bcforc play begins each player puts 20 game

points into the Pagat pot and 5 into the King pol: Ihey replenish each pot by the

same amount whenever it is emptied. Before each deal. the dealer puts 5 game

points into each pol. A player winning the last trick with the Pagal takes Ihe

contents of the Pagat pot. and one winning the lasl trick with a King takes the

contenlS of the King pot; onc losing the Pagat in the lasl trick doubles the

contents of the Pagat pol. and one losing a King in the last trick doubles the

contents of the King pot; one losing the Pagat in a Irick before the lasl pays 5

game points to the Pagal pol.

Varia'" rille 011 ullimo

There are no ultimo pots. but the bonus or penalty for Pagat ultimo is

increased to 30 game points from or to each opponent. and that for King

ultimo to 25 game points.

Scoring alld annollnceme1Jls

Cards won in tricks are counted in threes. with the standard valuation. If all have

won some tricks. each player receives, in all, as many game points as he has

points in excess of26. or pays. in all, as Illany game points as he has points below

26.

Nolo' Ilowever. if a player has made a Nolo (has won no trick, each of the other

I\vo having made at least one), but has made no announcement, he is paid 26

game points by each opponent. Of the other two players. one who has less Ihan

39 points pays the other as many game points as he has points below 39. The

bonus or penalty for Pagat or King ultimo remains in force. but only between the

oPPOnents of the player making Nolo, one paying the other 15 or 10 game points.

Yolo may be announced before the first or the 13th trick. If a player announcing

NOlo succeeds. each opponent pays him 36 game points if he announced before

the first trick. and 31 if before the 13th; lhe two opponents settle between

themselves for points in tricks and Pagal or King ultimo. If the announcer of a



82 Gros.ftaroc/c

Nolo fails, he pays each opponent 10 game points he anllounced before the first

trick, and 5 if before the 13th; in addition, the three players settle among

themseh'cs for poinls in tricks and for bonuses and penalties for the Pagal and

Kings. When there arc ultimo pots, a funhcr premium. additional to thosc just

stated, is usually paid for Nolo. For a successful unannounced Nolo, cach

opponent pays an additional 15 game points; if one was announced before the

13th trick, the Nolo player receives an additional 25 game points from each if he

succeeds, and pays 25 game points to each if he fails; whcn the announcement

was made before the first trick, this becomes 50 game points.

Volo: Many players admil announcements of Vola or TOIiI (winning all the

tricks) before the first, the 131h or the 20th trick. An unannounced Volo cams, as

usual, 26 game points from each opponent. One announced before Ihe first trick

cams 52 game points from each if it succeeds; before the 13th trick, 38 game

points, before the 20th 31. If a player announces Volo and fails, he pays the same

amounts to each opponent; senlemcnt is also made for points in tricks in the usual

way. If there are ultimo pots, a player who makes Volo, whether announced or

nOI, takes Ihe contents of bath JXlts in addilion to the foregoing payment. If there

arc no ultimo pots, it is usual to attaeh a high additional premium to Volv.

The picture given in this small book, of a game played with numeroUS

local variations, serves as a corrective to the probably misleading impression

given by the Gennan card-game books of two distinct traditions.

11 is in Denmark that Grosstarock, long vanished from the Netherlands and

from its native Gemlany. has survived 10 the present day. Tarok has been played

in that country throughout the XX century, although the number of players is nOW

quite small. Authorities on the modem game arc: Emil Wolff, Tarok.

Copenhagen, 1899; Oberstlojtnant R. L. Borch, Tank Ell I'ejledning I Spillels

Regier og AIIl'elUlelse, 1924, repro 1959 by Tarokklubben af 1959; J. V. V.

Hennansen. Torok: Vejlednil1g og Regier for Spillel, Copenhagen. 1926, and
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Torok. 1943; and II. 1. Moller. Tarok: En vejledl/ing J de/ O!dJe korfspil.

Copenhagen, 1988. We have also benefited from descriptions by Poul Jensen and

Jens Brix Christiansen. Wolfrs book of 1899 records a great many variations as

observed in different places. By the 1920s, however, only the principal version

given by Wolff is described: the game had attained a standardised fonn. In this,

there are no announcements of Nolo or of l'out; the advantage ofa Nolo has been

reduced, but it remains very important as a means of thwarting another player's

attempt to make an ultimo. Sometimes two players collaborate in obtaining a

Nolo for one of them if the third threatens to make an ultimo, because it is

cheaper to lose to a Nolo than to an ultimo. Almost all the interest of the game is

concentrated on the last trick - nchieving or preventing a Pagat ultimo or King

ultimo.

4.7 Danish Tarok (XX century)

Termil/ology

Trumps are called larokker (sing. farok). The I is the Pagal and the 21 the

114ol/do. The Fool is lhc Skis or SCI/s. The King, Queen, Knight and Jack are

KOllge, Dame, Kaval, and KnO!gt, collectively !lonl/ore,.. Numeral cards of the

suits are ladoner. The discard is the skat. Losing the Pagal or a King in lhe last

trick is called bagl/d. Making all the tricks is TOIII and making none is Nolo.

Deal al/d discard

As in game 5.6, there arc three players; a 78-card French-suited pack is used,

nOwadays one of French manufacture, with Arabic numerals on the trumps; deal

and play are anti-clockwise. Sometimes four take part in a game, in which case

the player sitting opposite the dealer receives no cards and takes no part in the

play of a hand. The dealer gives 25 cards to each active player, in five rounds of

five each; he takes the last three cards for himself and discards three, which count
to I .

liln at the end of the hand. He lllay never discard Kings or the Mondo. He

may not nomlally discard the SellS, but may do so if he aims to make Tout; in this
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case he must slate that he has discarded it. This is understood as announcing an

intention 10 make Tout. but carries with it no extra bonus for doing so or penalty

for failing to do so. The dealer may discard Tarokker only if he has three or

fewer of them, which may include the Pagol but not the Mondo, and discards all

of them; the Seus does not counl lor Ihis purpose as a Tarok. He lllay not discard

any card from a set he could otherwise declare, save in the rare case that he

cannot avoid doing so, in which case he must state which cards he is discarding;

in this case he still scores for the declarations he could have made. A player who

has received no Tarokker may demand a redeal by the same dealer; again, the

SellS does not here count as a Tarok.

Declara/ions

Afler discarding, the dealer begins the round of declarations, the others following

in tum. It is obligatory to make any declarations Ihat onc can. Thcse are paid for

immediately, nomlally by means of tokens, which are used in preference 10

kecping the score on paper. The following declarations arc recognised:

Ten or more Tarok.ker (possibly including the Scus)

A full Kavaleri (all four court cards ofone suit)
An abundant (sprojtejlllt/) Kavaleri (all four court
cards of one suit with Ihe Seus)
A half Kavaleri (any three court cards ofone suit with
Ihe Scus)

Full Kings (all four)
Abundant (sprojfejuld) Kings (all four with the Seus)
Half Kings (three Kings with the Scus)

Three or more Matadors (from above)

10 game points

10 game points

15 game points

5 game points

10 game points
15 game points
5 game points

10 + 5 game poiOis

One who declares Tarokker must say whether they are 'with' or 'without' the

Pagal, but need nOI say whether the Seus is included. The suit of a Kavaleri must

be stated, and which card ofa halfKavaleri or of half Kings is missing.
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Play

The hands are played out according 10 the usual rules. The suit eards rank in their

original order, and the Scus serves as Excuse. If played 10 any trick up to and

including the 23rd, the Scus is taken back. It was fonnerly the cllstom to give an

empty card in exchange for it (not from the skat), bUI now, since points are

counted according to the original method, that is no longer necessary. The Scus

may be led to a trick, the player naming a plain suit or Tarokker, to which the

olhers muSI follow if they can; but he pays a penalty of 20 game points to each

pot (see under Scorillg) if the other two players are both void in the suit named.

In this latter casco the second player has the right to rename the suit, or, ifhe docs

110t do so, the third player renames it, the second player taking the card he played

back into his hand and substituting another; but the second player may safeguard

his right to rcname the suit by saying, "I cannol follow suir', when, if the third

player also cannot follow, the second player nominates a suit. The Scus may

never be played to the 24th (penultimate) trick; ifit is played to the last trick, it is

lost to the winner of the trick, and, if it is led to the last trick, the second player

acquires the right to name the suit. At the 23rd trick, the player with the lead may

demand that the SellS be played to that trick. If he docs not. the second player

may make the demand; if the player with the lead had the Scus, he must substitute

it for the card he played, and the second player then names the suit of the trick; if

neither of the first two players demands the Scus, the third player may demand it

flnd names the suit, the other players taking back the cards they played if

necessary. To demand the Scus when it has already been played incurs a penalty

of20 game points to each pot.

Bonllses and penalties

There are two pots, one for thc Pagat and one for Kings: either Ihe Pagat pal is

labelled with a figure 1 and the King pal with a crown, or a dish and bowl may be

Used for these respectively. Before play begins, each player, including the player

Currently sitting out if there are four players, contributes 20 game points to each
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pol; either pot is replenished similarly whenever it IS empty, Before each deal,

the dealer contributes 5 game points 10 each pol. A player winning any trick

before the last with the Paga! receives 5 game points from each of the other IWO;

one who loses the Pagal in any Irick before the last pays 5 game points 10 each of

the olher IWO, and pUiS 5 game points in the Pagal pol. One who loses a King in

any trick before the last pays 5 game points to each of the other IWo, and puts 5

game points in the King pot. All these payments are immedialc. A player who

wins the last trick with the Pagat receives 45 game points from each of the other

two and takes Ihe contents of the Pagal pot. One who wins the lasl trick with a

King receives 40 game points from each of the other two and takes the ContenlS

of the King pol. One who loses the Pagat in the last Irick pays 45 game poinls to

each of the other two and doubles the contents of the ragat pot. One who loses a

King in the last trick pays 40 game points 10 each of the other two and doubles

the contents of the King pot. If a player makes King ultimo, and another player

plays a King 10 the last trick, the latter doubles the contents of the King pot before

the winner of the ultimo takes them. If the last trick contains neither the Pagat

nor a King, the player who wins it receives 20 game points from each of Ihe other

IWO.

Scoring/or clIrds

The cards are counted according to the original method (4 points for Kings,

Mondo, etc., and I point for each trick, including the skat). Each player receives,

in all, as many game points as he has points above 26. or pays, in all, as man)"

game points as he has points below 26, provided that each has won at least ont:

trick. If just one player wins no tricks, he has made Nolo, and receives 26 game

points from each of the other two, who make no paymelll between themselves

when a Nolo is made; there is no bonus for an ultimo or for winning the last trick.

although payments for bringing home or losing the Pagat and for losing a King

before the last trick remain in force. If a player makes Tout, he scores as if he had
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O1ade both ragat and King ultimo: the other two each pay him 85 game points,

and he takes the contents of both pots. There are no other payments.

I'arialffs gi"en by Wolff

(a) Some players allow the SellS to be taken back only up to the 22nd

trick: WollTstates that in Gennany it may be taken back only ifplayed no

later than the 21 st trick.

(b) If the Seus has not been played before the 23rd trick. il IS

unconditionally necessary to play it to that Irick.

(c) The winner of the last trick containing neither the Pagat nor a King

receives only 10 game points from each of the other two.

(d) There arc no ultimo polS, and the values of Pagal and King ultimo arc

ScI at only 15 and 10 game points respectively. won or lost.

(c) Ifby the 23rd trick just one player has made no tricks, no demand may

be made Ihal the Scus be played.

(f) If a Nolo is made, the usual penalty for losing the Pagat or a King in

the last trick remains in force; Wolff mentions with disapproval the

practice of exempting the Nolo player from this penahy. lie remarks that

fonnerly 010 was the highest-scoring game after Tout. but that, with the

introduction of ultimo pots and high premiums for ultimo. this is no

longer so. He mentions the fonner practice of announcing Nolo. with an

extra bonus if successful. but says that it has quite gone out of usc. He

states that a player making an unannounced Nolo fomlcrly received the

same bonus as for an ultimo in addition to the 26 game points, but now is

paid only the nat rale of26 game points.

(g) Wolff mentions almost all the variant declarations familiar from

earlier sources.



CHAPTERS

Swiss Tarot, Troggcn or Troccas

We have seen that Tarot cards first reached Switzerland in the XVI century. The

first Swiss reference to the game is in 3n ordinance of 1S72 and there are further

mentions in the laIc XVI and throughout the XVII centuryl, [f the game of Tarol

reached Switzerland direct from Italy. the most likely date for it \0 have done so is

in the period when the Swiss were involved with the wars for the control of

Milan, up to their defeat by Francis I at Marignano in 1515. A version of Tarot

included in the Maison academiqlle of 1659 has already been described (2.5). In

the catalogue Schweizer SjJ;elkarlell to the exhibition of Swiss playing cards held

ill Zurich in 1978, Dr Balz Eberhard observes thai in the XVIII century Tarot was

played in every part of the country, and from the XVIII century on, many Tarot

packs were made in Switzerland. The mainly Protestant French-speaking cantons

used cards of the Tarot de Marseille pattern. or slight variations on it, but in the

German-speaking cantons, particularly the Catholic ones, the Tarot de Besanyon

Was used instead. This standard pattern is so called because it was produced by

various cardmakers of Besanyoll at around the beginning of the XIX century, but

there is no reason to suppose that it originated there; an early example is that

;-------
h' Peler F Kopp. 'Oas Tarockspiel in der Sehwei7.·. Tlte Playing-Card. Vol. XII. Nos 1&2. 1983:

IS SOurce is lhe Schweizerdelllsches Jl'Or!crblich. Vol. XIV, I'rauenfeld. 1978, s.v. Trogge" and
~gge(n), coil. 676-9. The ordinance is olle pemlitting lhe playing oflhe game: lhis is repeated in
bto.lna~ces of 1588,1593. 1599. 1620. 1627. 1650. 1662 and into the XVlIl cenlury. the last
X tng In !741. See the Schll'eizerdell/sches WOr!crhuclt and Grimm. Dell/sclte.~ Worlerbllch, Vol.

I. p.1.



90 Swiss Tarol, Tl'oggelf or Troccas

made to c. 1725 by Fran'Yois Ileri ofSolothum.2 The Tarot de Besan'Yon is a

variant of the Tarot de Marseille, with halian suits and inscriptions on the COun

cards and trumps giving their names in French. Its most characteristic feature is

that the Pope and Popcss, which gave offence to Catholics in many areas, are

replaced on trumps V and II by Jupiter and Juno respc..."'Clively.

During the second half of the XVIII century, the French-suited Tarot pack

displaced the Italian·suitcd one in Belgium and Gemlany, though in France it did

not make its appearance until the mid XIX century. In about 1780. many of the

Gennan-speaking cantons in Switzerland took to using French-suited packs with

animals on the trumps. Other parts of Switzerlund, however, remained faithful to

the Italian-suited fonns. 1l1cre seems to have been a gap between the

disappearance of the French-suited "animal' Tarot and the introduction of me
modem 'bourgeois' French-suited Tarot pack, with genre scenes on the trumps,

which first appeared in Switzerland in the 18905. It is conceivable that players in

the Gemlan·speaking cantons reverted to Italian-suited cards when French-suited

cards ceased to be available. However, it seems more probable that the

disappearance of the; animal' Tarot in Switzerland corresponded to the extinction

of some fonn of the game, perhaps a Swiss version of Grosstarock, which was

played in Germany with similar cards. Switzerland is in facl the only counll)

besides Italy where the Italian-suited Tarot pack remains in regular use for play.

and presumably in the regions where the game now survives, Italian-suited Tarot

cards have always hccn used. The Tarot de Besanc;on pattern was replaced in

Switzerland in about 1860 by new Italian-suited designs based loosely on it and

retaining Jupiter and Juno in place of the Pope and Popess on trumps V and II.

l Possibly the earliest surviving example is one made by Johann Pelagius Mayer of Conslanct
Catherine Peny Hargra\'e, in her boot.. A His/Dry of Ploymg Cartls. New York. 1930. 1966· ~
262,266, dated it 10 1680, slaling lhal Mayer was aCllve in Constance in the laler pan of the X~~
ccnwty, bUl Max Ruh has shown thiS to be an error. In fact Mayer was oom in Kemplen I
AIIgliu in 1690. became a citizen of Constance in 1720 and is recorded 10 documellls of 1730 and
1771.
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The Tarot de Marseille also continued to be produced in Switzerland until quite

recent times.

Apart from the brief account in the MaisOll academiqlle, we know of no

published descriptions of Swiss Tarot until the late XX century, and so it is

impossible to follow the history of the game in that country. The Arias der

Scllll'eizerisehe Volksk/ll1dc (AS V). based on a comprehensive survey carried out

in the years 1937-1942. shows us a detailed picture of the distribution of Swiss

card games. in particular Tarot, at Ihat time. though unfortunately it includes

hardly any details of how the games were played. The area wilh the greatesl

concentration of players was the westernmost part of canton Grisons, in the

Romansh·speaking area around Discntis, where Italian-suited Tarot cards were

the principal kind of playing-cards in use; further down the valley in the region

from Jlanz to Chur, the game of Tarot is described as recently introduced, A

second Tarot-playing area was nearby, in the eastern. Gennan-speaking part of

lhe canton of Wallis (Valais): Tarot was commonly played in the upper Goms,

around MUnster; in the region between there and Brig the game was remembered

as played in fonner times. but there was a second. larger region around Visp

where Tarot was occasionally played, and it was frequently played in the

Lotsehental just to the north, The mode of play in Wallis will be described in

Chapter 15. The third signilicant area was around Fribourg, where Tarot was

occasionally played but evidently in decline. There were several responses from

Ticino that the game was fonnerly played (here, and it was still frequently played

10 extreme north of the canton in the Val Bedreno. There were a few scattered

responses from other parts of Switzerland saying that Tarot games were

~casional1y or had fonnerly been played, including just one from canton Jura (at

Saignell~gier), On the border with Gem13ny at Rheinfelden and Stein am Rhein.

there are reports of Zego having being played (this south Gcnnan game will be

described in Chapter 17) and from Liechtenstein. it is rcported that Tarock was

OCcasionally played with Austrian cards. The commentary in ASV admits that it
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is not always clear from the survey whal type of Tarot cards were used. Those

playing Cego or Austrian Tarock are presumed 10 use 54-card French-suited

packs, and A$V makes the assumption that in all the olher Tarol-playing areas,

Italian-suited cards afC used. In view of the production from the late XIX century

to Ihe present day of the 78·card French-suited "bourgeois' Tarot pack in

Switzerland, it seems that Ihis assumption must be wrong in some cases, and thai

these French-suited cards would have been in use in some of tile areas designated

by A$V as using Italian-suited cards.

Dr Eberhard slates in the 1978 catalogue already mentioned Ihal Tarot was

al Ihm lime played only in four arcas: Grisons, Wallis, Fribourg and Jura. This

was continued 10 us in the 1970's by the playing--card manufacturers AG Muller,

who added thai in Fribourg the game had almost died ouL In a recent

communication, Walter Haas, who has been in contact with some former players

in Fribourg, reports Ihal the pack used there, for a game known as 'Le Tape', was

the Tarot de Marseille, reduced to 66 cards, One of us has visited players in

Grachen, Visp and Munster in Wallis, where Troggu is played with an Italian

sui led 62--card pack, Here 100, the Tarot de Marseille was formerly used, bUI

owing to the difficulty of obtaining these cards, the players nowadays use cards

based on the the Tarot de Bes..11l(;on. We have several descriptions of Troccas,

played b)' Romansh speakers in Grisons wilh the full 78~card Tarot de Besant;:on

pack. It therefore seems possible that there were as many as five separate Swiss

Tarot traditions in the XX century: Troccas in Grisons, Troggu in Wallis, Le Tape

in Fribourg, lhe Ticino game. and a gamc with French·suited cards, played in Jura

and possibly paris of Fribourg. Unfortunately we can give descriptions of games

for only three of these traditions: the Orisons game will be described in this

chapter, lhc Frcnch·s!yle Tarol game in Chapter 9 (games 9.10, 9.11 and 9.12).

and the game from Wallis in Chapter 15 (games 15.1 and 15.2). Of the other

gamcs we know nOlhing for certain. We might speculatc thai lhe Ticino game.

which was called Tarocchi. could have been related to the Lombard games
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described in Chapter 6. Also the name 'Le Tape' strongly suggests that the

Fribourg game involved bidding, and was perhaps closely related to the Wallis

game. '.vhich is often known as Tappen or Tappa.

The game of Troccas played in Orisons with the Italian-suited pack is

peculiar to Switzerland. We have six accounts of this game, all In general

agreement but with some slight variation in detail. The first is a duplicated

description in German (AGM), sent to us by the Swiss playing-card manufacturer

AG Mliller in response to an enquiry in 1968. The second is an account (Au)

based on the visit by one of us, who took part in a game in Sedrun in 1978. The

third is a paper in German by Carla DeplazesJ (CD), which includes a sci of rules

of the game contributed by P.Maurus Carnot with additional notes by Thomas

Deplazes, and much useful infonnation abollt the distribution of the game and the

Romansh terminology used by the players. The fourth is a set of rules in

Romansh (BC). compiled by Norbert Serther and Gieri Carigiet for a tournament

held in Savognin in August 1985. The fifth is a web page in English by Nicolette

Deplazes4 (NO). which describes a somewhat simplified version of the game. (n

May 2002 one of us had the pleasure of visiting Brigels and Dardin and playing

Troccas therc with Annalisa Cathornas (AC) and her family and friends; she has

also supplied us with her Cuorfa introdllczilll1 el giug da Troccas (Fribourg,

2000), and kindly helped us with translation and clarification ofsomc of the other

SOurces. It is clear that the AOM, CD and BC are not entirely independent: CD

IllCOrporates a summary of the rules which agrees very closely with AGM, and

Be's information on the conversation during the deal and the names of the

lrumps has a 101 in common with CD.

From both ASV and CD we can see thaI the heartland of Troccas includes

the Tt~ietseh and Medel valleys, which meet at Disentis. and extends down the
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SurselV8 (the valley of the Vorderrhein) as far as Brigels. It is played to some

extent in the Lumnczia valley and around 11anz., and there arc also a few players

in Rhazlins. DomatlEms and Chur. From visits to the Surselva in 1978 and 2002

we can confiml that Troccas is the principal card game played in the areas around

Sedrun and Brigels. In both places it is played by men and women of all ages,

and has enjoyed something of a revival in Ihe late XX century. Around Sedrun,

tournaments arc regularly held. ASV and CD show that Troccas spread eastward

in the firsl pan of the XX century, from Disenlis 10 Ilanz. Domat/Ems and Chur.

Troccas is always played with the Italian-suited Tarot with Juno and Jupiter

depicted on trumps II and V; the players at Scdrun were unaware of the existence

oflhe French-suiled Tarol pack. AlIlhe sources agree thai the principal fomIof

the game is a four-handed one. AGM and CD include variations for six, three

and five players, and further clarification of the three- and six-player games was

provided by AC.

The players at Sedrun allribule the introduction of the game to their region

to the invasion by French troops in 1798, but it is doubtful whether Ihere is any

substance to Ihis tradition. Because of the unwavering use of a pack with French

inscriptions on the trumps and court cards, it might be Ihought thai the German

and Romansh-speaking canlons originally imported the game from the French

speaking part of the country. Indeed, the game of Troggu played in Wallis showS

relationships to Ihe tradition of Tarok I'Hombre and French Tarot. Troccas, on

the other hand. displays no French characteristics and lacks the complications of

bidding, bonuses and declarations. Moreover the option to Ihrow in the hand

after each round oflhc deal. and the knocking signal to indicate lhat one holds the

highest outstanding trump, strongly suggesl influence from haly. AI least the first

of these fealures was already common in Italian card games in the XVI ccnUll"}·

On the olher hand, the obvious Gennan etymology of the Rornansh tcnns such as

-
• FonnerJy al hl1p;//www.cross\~inds.nctl-rudivalcllroccas.htm - dOlled 12 October, 1'}99;
republ ished at hllp:llw'.....\ .hollyfcld.orglheavenrre"tlDivinationflroccas.I"1
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if narr and if huoh suggests that (he game as played amongst Rornansh speakers

has also been innuenced by Gemlan-spcaking players. It is probable that Troccas

represents an indigenous Swiss tradition lhat has changed lillie since the XVII

century. and it is quite likely that it arrived in Switzerland in the first place direct

from Italy. mther than through France.

Romans" Terminology for Troccas

The trumps are called Iroceas and eOlsehar ,roceas is to draw trumps; the Fool is

il /larr. The four suits arc known as spat/as (swords). cuppas (cups), rosas

(roses) and basllIIls (batons). The seven honours are known as its hOl1ors and the

three trump honours, whcn held in one hand. are known as igljuhe Uubilalion)

and in Brigels as giug dil gerber (tanner's game). The King of a suit is iI relg, the

Queen is la regina, the Cavalier is il e(1vagl and the Jack is il bl/ob; the numeral

cards are lecras. A lone card of a suit in a playcr's hand is ilia scanina. A player

the wagon. Catherine in the coach

the scales, justice

the monk

luck. the wheel of fortune

strength

the hanged man

il calT, la Catrina en crotscha

la stadera. la giustia

il pader

la vemira. la roda dalla fortuna

la for.ln

il pendiu

who has no trumps left is said to dar da /reid (play cold). Although the twenty

one trump cards all bear titles in French. the players refer to them by number or

by their Romansh names, which are as follows:

Trump Romansh namefi} English translation

il bagat [the pagat]

la gaglina. la billa the hen

rimpcratura the empress

igl imperatur the emperor

it da Cuoz, il Diu fauls the false god

ils mnurai the lovers

II

III

IIIJ

V

VI

VII

VIII

Villi

X

XI

XII
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XIII

XlIII

XV

XVI

XVII

XVIII

XVII II

In mon

il aunghel, la tcmpronza

il giavel, il da comas, il naucli,
il bab dallas femnas

il tiaratriembel, il camelg, In
Cadi, In casa da Diu, In claustra
barschada

las sleilas

101 glina

III sulegl
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death

the angel, temperance

the devil, the horned one, the evil one,
the father afyoung girls

the eanhquake, the lightning, the
church, the hOllse of god, the burned
monastery

the stars

the moon

the sun

XX In dcngira, ils bluts, jls bluts dig! judgement, the nudes, uncle
aug Rest, In giuvclltclgna Christian's nudes, youth

XXI il mund, In vacen, In bialn, il
min, il miao, In (CrIlla

the world, the cow, the beautiful one,
the cat, the strong ol1e

5.1 Modern four·handed Swiss Traccus (Grisons)

An Ilalian·suited 78--card pack is used. The fOUf players play III two fixed

partnerships. Deal and play are nowadays always anticlockwise. BC, CD and

AGM tell us that in Discntis, but there only, the game was played clockwise, but

AC infonns us that this variant is now obsolete. We shall assume anticlockwise

play throughout this description. The cards rank in their original order the lOs

following Ihe Jacks in Swords and Batons and the Aces following the Jacks in

Cups and Coins. The cards have their standard values, and are counted in fours.

The dealer's side will have two odd cards. which count as though they "ere

accompanied by two empty cllrds to make a set of fOLlf. There arc Ihus 72 points

altogether.

At the start of the seSSIon, the four players fOlln two partnerships by

mutual agreement or by the following fonnal method. The top card of the pack is

placed in the middle of the table, and the remaining cards are deah out 10 Ihe

players. face up. one by one, until each player has a trump (a player who has

already received a trump receives no more cards). When all the players ha\'e a

trump, those with the two lowest trumps become partners, as do those with the
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tWO highest: the player with the lowest trump becomes the first dealer. The

players then arrange themselves so that panners are facing each other aeross the

table.

The deal

According to AC. the cards are never shumed. The dealer is allowed to cut the

pack severnl times, and then offers it to his left·hand opponent to cut. The cut

card, which will become the bottom of the pack. is shov,," to the other three

players, but not yet to the dealer, who will eventually receive it. The dealer,

known as the '·sCarfi.51", then deals nineteen cards to each of the other players and

twenty-one to himself. The nom13lmethod of dealing is in three rounds: a batch

ofsix cards to each player, then another batch of six each. then a batch of seven to

each of the other three players and nine 10 the dealer. In the last round of the deal,

the final card dealt to each of the other three players is turned Face up. The

scarfi.5/'S last card is not faced, since the other players have already seen it during

the cut. After each of the three rounds of dealing there is an interval in which the

players look at the cards they have so far received and decide whether the hand

will continue or be abandoned. Any player can demand that the hand continue,

but if all agree to abandon it, the cards are thrown in and redealt by the same

dealer, who again docs not shume the pack, but cuts it any number of times, after

which it is cut by his left-hand opponent who shows the bollom card as before.

The procedure for deciding whether 10 abandon the deal is as follows.

When everyone has six cards. the players speak in tum. beginning with the player

to the dealer's right. who may either demand that the deal continue, by saying 'jell

mire/' (I see it). or give some information abollt his hand. leaving it to the other

players whether to continue. It is legal to give infomultion about Ihe general

Strength of one's hand. and the number of Kings. honours and trumps that are

held. but not about specific cards or suits, except that a player who has the Fool

may rnention it. If the first player demands that the deal continue. the other

players are not allowed 10 speak: the dealer must immediately deal a further six
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cards cacho If on the other hand, the first player gives infonllatioll, the second

player, the partner of the dealer, has Ihe same options: he may say Jell mirel', in

which case the deal immediately continues, or may give infommtioll. If the first

two players both give information. the third player may either say Jell mirel', in

which case the deal continues, or 'liher' (free), leaving the decision to the dealer,

who may then choose whether to Ihrow in the cards or continue dealing. The

third player and the dealer are not allowed to give infonnation. If the deal is to

continue. the dealer gives six more cards to each player, and is now allowed to

look at the bonom card of the pack. The process of deciding whether to abandon

the deal is repeated. If again someone requires the deal to continue. the dealer

deals the rest of the cards. Again there is a an opportunity 10 abandon the deal, b)

the same process as before, but now a player requiring the game to continue will

say ''''IS dei,,' (we play) or iui scarl' (an instruction to the dealer 10 make his

discard so that play can start). Despite such an instruction, if the ~'carlisl has no

trumps at all at the end of the last round of the deal, he may choose to abandon

the hand and deal afresh, even against the wishes of the other players; only lhe

dealer has this privilege.

It will be notcd that since the cards are only cut but not shuffied, the order

of cards is undisturbed from the previous hand or abandoned deal. Therefore a

player who remembers how the cards fell in the previous hand will oftcn be able

to guess from his own hand the location ofother cards.

A sidc that is currently losing by at least nine points may demand that the

deal be in two rounds of nine and ten cards, the dealer taking twelve cards in the

St."'Cond round. In this case the losing side is allo\\OO to galher up their cards frolil

the prcvious hand - thc cards from their tricks, or those that Ihey had been dealt if

the hand was abandoned - arrange them in any order the) wish. and insert thelil

into the pack in a single block. Both partners of the losing side may see the order

of these cards. but their opponents arc nOl entitled to look at the arrangement. A

side that is losing by eighteen or morc points can require that in the next hand



SlI'iSJ Tarof, 7iWUtell or Troccas 99

each player should be dealt a single balch of nineteen cards, with the last twemy

one going 10 the dealer. and again Ihey can arrange Iheir cards from the previous

hand or deal and place them in the pack in a block. Thc dealer cuts any number

of limes as usual. and the player to dealer's leO cuts once and shows the bouom

card as usual: when the cards are dealt in nines and tens or all at one. the dealer

may look at the bottom card as soon as he wishes: he does not have 10 wait for the

second round of the deal. As usual the last card dealt to each of the Dlher three

players is turned face up for all to sec. When the cards are deah in two rounds,

there is an opportunity to abandon the hand aOer the first round or at the end of

the deal; when they arc dealt in a single round. there is just one opportunity at the

end of the deal. In either case the procedure for making the decision is the same

as when the deal is in three rounds.

When a deal is abandoned, the new deal must be made in the same

number of rounds as the abandoned deal. For example, if a side losing by II

points allows a deal in Ihree rounds that is then abandoned. they cannot demand

that the redeal be in two rounds.

I'ariams

Au. AGM. CD and BC imply Ihal the dealer is allowed to shuffie the

cards before the deal when the deal is in two or three rounds. Only when

a side losing by 18 or more points requires a deal in a single round arc the

cards merely cut and not shumed.

CD, AGM and ND do not mention the practice of showing Ihe bOllom

card of the pack during the cuI. CO and AGM state as an optional mle

that the last card dealt 10 all four players should be faced. NO does nol

envisage any of the dealt cards being shown.

Au reports that in Sedrun. a losing team may demand either a Iwo round

or a single round deal when they are 14 or more points down.

The greatest variation in the versions of Troccas played in different places

concerns the type and amount of conversation and signals that are allowed
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during the deal (and in some places also during the play of Ihe cards), the

rules being morc liberal in the Tujelsch and Medel valleys, while to the

east the garne is morc often played in silence. While NO allows no

conversation at all. CD, Be and AC give numerous examples of phrases

thai can be used 10 describe one's hand; we shall Tetum (0 these after

describing the game itself.

Discard

When the deal has been completed, the dealer must discard two cards face down

to fonn the searl. which counts for his side at the end of the play. AGM and CD

say lhal Ihe dealer may discard an honour only if he discards two such, but give as

a variation that some players do not allow honours 10 be discarded at all. D, Be

and AC do not allow honours to be discarded, though Be remarks that this is

permitted in Disentis. According 10 Au, the players at Sedrun did not allow

honours to be discarded, but said that in some villages lower down the valley, the

dealer is allowed to discard a King or the Bagai, but nol the ""'/lid or Norr. AC

tells us, however, that the variant allowing honours to be discarded is now

obsolete.

Play

The play is under the usual rules, except for the special rule about Kings and

Jacks explained below. The Nor,. serves as Excuse, with exchange. The team

that played the Nan- is not allowed to give a card from the scarf in exchange, and

if they have not yet won any tricks, Ihey keep the Narr face up until they do so

and can give a card from their trick in exchange. If a side wins all the tricks. the)

also win the Nor,. and the searl. It is legal to lead the Nan to a trick, in which

ease the next player may play any card; this second card detennines the suit of the

trick, to which the others have to follow suit if Ihey can, or otherwise trump if

they can.
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The following nIle is unknown in any other type of Tarot game. but it is

present in all the descriptions of Traccas that we have seen. albeit with slight

variations. If a player plays Ihe King of a suit in the first trick to which that suit is

led, then the side Ihal wins the trick may call for the Jack of the samc suit to bc

played to it. If the Jack is called for. its holder must play it to the trick, taking a

numeral card of the same suit from the trick in exchange and adding it to his

hand, According to CO and AGM, if the holder of the Jack had already played

the Queen or Cavalier of the suit to the trick, that card must bc taken back in

exchange for the Jack, rather than a numeral card. but according to Au and NO, a

numeral card is always taken, even by a player who had previously played the

Queen or Cavalier. According to 13C and AC, the winners of the trick may call

either 'bllob' ('Jack') or 'huob. schc' ('Jack, if), A call of 'hlloh' requires the

holder of the Jack to play it. taking back the Queen or Cavalier if he played either

of those cards. and otherwise taking a numeral card of the suit led. 'Blioh, sehe'

requires the Jack to be played only if the holder did 1101 play the Queen or

Cavalier; if he did play the Queen or Cavalier he must announce this - the played

card then remains in the trick and the player keeps the Jack in his hand for later

use, If the Jack that is called for is in the sea,.f, the searlis' says 'ct dirma' (he is

sleeping) and the call has no eITect. If the holder of the King has thc Jack as well.

then he may play both cards to the trick the first time that the suit is led. taking

from the trick a numeral card played by one of the other players. If the holder of

the Jack has played the Norr to Ihe trick, then calling for the Jack has no effect

('/I IIarr sfg;sa milllga carta!' - the Fool excuses every card). None of the

printed Sources gives a complete explanation of the rule about calling for a Jack,

but most are consistent withlhe inlerpretation above, which we learned from AC;

the exception is that in some places the special call 'bl/ob, selle' is nOI pennitted.

CD states that the holder of the XXI may signal that he holds it by

knOCking on the table the firSI time thaI trumps arc led. Subsequently, the holder

of the highest outstanding trump can signal it by knocking on the table on the
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next lead of a lnlmp after it becomes highest, all higher trumps having been

played. CD goes on to explain that this rule is not observed in all localities.

AGM gives a similar rule, except that the signal is made on the first occasion

when the holder of the highesl trump is compelled to playa trump, rather than on

the first lead of a trump. In the version reported by Au, there is no knOCking

signal, but conversation is pennitted during play. Players may give true or false

infonnation about the cards they hold, or instructions or suggestions about what

paltner should play. The only restriction is that eve!)' remark be clearly audible

and comprehensible to the others: secret signals are not allowed. At the other

extremc, BC docs not allow any signals during the play, and ND does not

mention the possibility of any conversation or signals whatever. AC explains that

signals and conversation during play are not pennillcd in Jlanz, Brigels or Danis,

but that signals or announcements of one's highest trump arc pcmliued in

Surrein.

Scoring

A game consists of four hands, not including abandoned deals. At the end of

each hand, each side scores the difference. positive or negative, between its total

of card points and 36, and adds it to its cumulative score from previous hands.

After each hand, therefore, the positive score of one side will be exactly balanced

by the negative score. of the same absolute value. of Ihe other. Both Au and CD

stale that this score is not written down, but remembered by the players, but in the

games with AC, it was written on a slate. TIle winning side is of course thai

which has a positive cumulative score al the end of the four hands.

Conversation
•

The exchange of infonnation during the deal about the quality of thc players

hands is known as tsehi11lsehay (talking), dar eWI ulltras (playing with other

cards) or canlal' (singing). The conversation takes place in a kind of code'·

referring indirectly 10 the cards held by speaking of places and in mClaphors. "}be
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aim is to pass useful information to your partner while confusing the opponents.

There is no requirement that the information given be true: a player may

exaggerate or make entirely false statements to mislead the opponents, Tone of

voice and gestures accompanying the remarks can also be important. It is usually

better not to say too much - one does not want to risk giving information to thc

enemy.

In the version of the game played with AC, the only individual card to be

named is the Fool (Nan"). Apart from this one gives information about the

number of honours held, and one's tnlmps. Usually, the information relates to the

cards one has received in the latest round of the deal, but one can also give a

summary of one's whole hand. 'In' (one) indicates a holding of 111'0 of the six

honours other than the Fool. With only one honour one says 'slrusch in' (hardly

one), Three honours could be indicated by 'schon ill', or with such good cards

one might simply insist on continuing (jell mirel or if the deal is complete }IUS

dein). Announcing 'if /!QIT' indicates the Fool with other trumps; the Fool

without other tnlmps is 'il /W/T hlllf' (the naked Fool), 'Tric e INlC' (this and

that) indicates a set of cards half of which arc trumps. With fewer trumps one

could say 'slrusch /ric e frac " Good trumps can also be indicated by saying 'da

Medel' (from the Medel valley). In a complete hand of 19 cards, 'in froccelg'

indicates 5 or 6 trumps, 'ina Irocca' indicates 7 or 8, and '/ric e Irae' would be 9

or 10, Cards that contain nothing of value can be indicated by '}IUOI' (nothing); if

they are a little better one can say f){I/IC' (a little). 'AliiI'm' (other cards) also

indicates that the speaker does not have much and is a suggestion to abandon the

deal. If. having indicated some good cards in the previolls round of the deal, one

receives nothing useful in the following round, one can say "11/01 dapli' (nothing

more), 'quei ei slau (III' (that was all), or ·bllc dilflll allfras' (nothing at all more).

An extra feature of the hand, such as a void in some suit, is indicated by saying

"gei che (i vulas' (what you like). The same expression can be used by the

SCQ/'fisr's partner in the first round of a three rOllnd deal to indicate lO the scarfisl
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that the boltom card is a good onc - for example a King. If the scartist's partner

has IWO or more Queens, he may say 'duas fell/nus' (IWO women) to suggest that

the scariisl should discard in such a way as (0 create a void in preference to two

singletons. 'hlO CIIOl"" (n court) or 'ilia JamigUa' (a famity) refers to the King,

Queen, Cavalier and Jack of a suil together.

Further examples of f.\·chinlschar arc given in CD and Be; the range of

permitted or customary expressions varies greally from place 10 place. In some

places the XXI can be named. When describing tfumps in relation to the Medel

valley a player might say: jell Sit" da Medel ~ 'tIlias tla "'Iedel', 'Ise/uk da Medel'

(I have some trumps, Iwo trumps, plenty of trumps). Players will sometimes use

the names of places in the valley to indicate their trump length and strength, lower

down the valley indicating stronger cards: for example Wwnc lochen Sogn Cion'

(not even at Sogn Gion) shows very weak trumps, while 'e; va encullier

Sa/mplmma' (nearly at Salvaplauna - a meadow just outside Discmis) indicates

very strong trumps, as does 'clavall dalla clauslra' (monastery cellar).

A King and Queen together are sometimes called ';lIa napla' (a group),

Court cards can be described in relation to the Tujctsch valley, for example "1110

;n pel' da Tujelscll' Gust a few court cards). In the Medel valley they say 'da

"''!lIster' (from Discntis) for court cards, because people from Disentis were

thought of as wealthy and well dressed, In Ilanz, Kings are described in terms of

l1owers, 'ilIa jlllr' (one l1ower) corresponding to a strength of about two Kings,

'111 jluretg' (a small l1ower) would represent one King and ';11 jlllretg lIausch' (a

poor lillIe l1ower) is a bare King. without other court cards; on the other hand 'ill

Isc!tecjlurelg' can show two Kings supported by some court cards. '/11 perslIl'

(only one) and ';n miserabel' (a miserable one) are similar to 'jnjlllretg nausch',

showing a lone King, 'Ina ftmllll' (a woman) indicates court cards without the

King. "III lee cam" (a little meat) shows a few COlirt c:uds, 'Bi e beill in' shoWS

a King accompanied by other cards of the suit, or the Bagat with some trumpS and
'il IIarr be;II' shows the Narr with trumps.
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A good hand might be indicated by saying :jell gidel' or 'jeu fegn cun lei'

(I help), 'jell sun chell' (I am here), '/Ilia parI bein' (my share is good) or 'jell hai

mill giug' (I have my game), or 'paset '. The following would describe a

mediocre hand: 'sfrusch /Ilia part' (hardly my share), jJIi bugen Qlltras' (I would

prefer other cards). 'ill palelg', j)(]s·. With a bad hand one can say: '/avadas'

(washout), 'bl/Cfl cheu' (not here), 'vitas' (empty cards), 'scnza mei' (without me)

or 'pawll·. To demand that the deal continue. vetoing the throw-in, one can say

'aullc sis da que/his' (another six like those), 'dai viJ1(1von!' (deal some more),

'jell 5111/1' (I stay) or 'Illtlas' (all).

5.2 Modem six-handed Troccas

The six players form Iwo fixed partnerships of three each: the members of the two

sides sit alternately. Each player receives thirteen cards in the deal: one round of

six cards each followed by one round of seven cards each, the last card being

dealt face up. The dealer takes no extra cards, and there is therefore no discard.

There is no conversation and no option to abandon the deal. At the end of the

round, the cards are counted in fours; one side will have two odd cards, which are

Counted as if they were a full set of four, so that there are still 72 points

altogether. A game presumably consists of six rounds. All else is as in the four

handed game.

5.3 Modem three-handed Troccas

Each of the three players plays for himself. The cards are dealt in batches of five,

the dealer taking the last three cards and discarding three, so that each player has

twenty_five cards. Since there are no partners, there is no conversation, no

Signalling and no possibility to abandon the deal. According to AC, there is no

Option to call for the Jack when playing the King 10 the first trick in a suit.

j.]owever, a player who holds both the King and Jack of a suit can play them both
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10 the first trick in that sui I, laking a low card from the trick in exchange.

According 10 AC. the cards arc counted in threes. so that there arc 78 points in

tOlal, and each player wins or loses the amount by which their card point total

exceeds or falls short of 26. AGM and Be give a different method of counting

the cards: Ihey are counted singly, but empty cards in the searl count nOlhing, and

counting cards in the sam coum one less than their nominal value, so Ihat Ihere

127 points altogether. The dealer scores the difference between his point-lolal

and 43 points; each of the other two players scores the difference between their

point total and 42 points. For the rest, all the rules of the four-handed game

apply.

SA Modern five-handed Trocclts

Each player plays for himself. The game is exactly like the three-handed one,

save that the dealer gi ves fifteen cnrds to each of the other players and eighteen to

himself, discarding thrcc. The mcthod of dealing is not stated; presumably it is in

three rounds of five cards each. The dealer scores the difference, positive or

negative. between his point-total and 27 points: each of the other players scores

the difference, positive or negative, between their point-total and 25 points.

It would be interesting to find out what kind of Tarot was played around

Fribourg - it might still be possible to TC(:over some infornlation about this 66

card game: although it was already in decline in the 1940's, it appears Ihat i,

continued to be played by a few people for some years after thaI. It would also be

inleresting to know what game was played in the Val Bedrelto: according to ASV

Tarot thriving there in the early 1940's and it is quite conceivable that some of

those who li\'e there still remember or even continue to play it.

A foml of Tarot is described in a XIX-century lcaflct entitled Regles (Ill

Jell de Tarots, by an author \\ ilh the initials F. N.-C.·G.-B. and published in
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Geneva: unfortunately we cannot date it more precisely. It givcs rules for both

four- and three-handed fonns.

5.5 Four-handed Jeu de Tarots (Geneva, XIX centuryL

A 78-card lIalian-suited pack is used; it is a fonn of the Tarot de Marseille, since

it contains the Pope and Popcss rather than Jupiter and Juno. The 21 is called Ie

Monde. the I Ie Baleleur and the Fool Ie Mar or Ie FOil; the plain suits are called

merces. Trumps arc called Taro/s. The Fool is worth 4 points; otherwise the

cards have their standard point-values. The Fool serves as Excuse without

exchange. The cards rank in their original order, the lOs following the Jacks in

Swords and Batons and the Aces following the Jacks in Cups and Coins. The

four players arc divided into two sides, partners facing each other aeross the table.

Four hands constitute a rubber (parlie). The dealer gives 19 cards 10 each player,

either all at once or in two or three rounds. He takes the last two cards for

himself and discards two. If he has thc Batelcur (trump I) and at most one other

trump. but not accompanied by the 21 or the Fool, he may discard it; but he must

then announce that he has done so, and may not discard any other counting card.

At the cnd of each hand, the cards won by each side arc counted in fours; the

Fool, unaccompanied. counts 4 points: three odd low cards count I point. (This

is the equivalent of valuing the Fool at 5 points and exchanging a low card for it.)

The dealer treats the two cards he has discarded as if they were four, There arc

thus 72 points in all. To win the rubber. a side must have a cumulative total of

145 points in all: ifboth have 144. neither scores. If the dealer makes no tricks.

the winner of the last trick may take his discard for himself. Likewise, if the

player who had the Fool makes no tricks. the winner of the last trick may take the

Fool for himself. But neither rule applies if it is the dealer who has the Fool.

Because of these rules, each player's tricks should be kepi separately. so that it

\\il[ be clear if any individual player fails to win a trick: panners should not
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combine their Irick piles until the end orthe ham!. In the course of play, partners

may make certain convcnlional signals to each OIher. as follows:

5.6 llm.'C·handed Jeu de Tarots (Geneva, XIX centurvl

All is as in game 5.5, with the following exceptions. Each of the three players

plays for himself; there being no pal1ners, there are no signals. The dealer gives

25 cards to each player, either all at once or in two or three rounds. He lakes the

last three cards for himself and discards three. If he has the Batclcur (trump I)

and at most two other trumps, but not accompanied by the 21 or the Fool, he lIlay

discard it; but he must then announce that he has done so, and may not discard

allY other counting card. 1\1 the end of each hand, the cards won by each player

are counted in threes; the Fool, unaccompanied. counts 4 points; twO odd low

cards count 1 point. There are 78 points in all. To be cer1ain of not losing the

rubber, a player must allain a cumulative total of 79 points. At the end of the

rubber, the player who has the lowest cumulative score pays both the other twa: if

two have the same score, lower Ihan that of the third player, both pay him. If b)

the beginning of the third hand a player has attained a cumulative total of 79

knock the table when playing a Tarot:

describe a circle with the card when playing a
Tarot:

drop the card from above when playing a Tarot:

put the thumb on the middle and ring fingers and
hold the index and liule fingers up:

rap three or fOUf limes with Ihe index finger:

poinllowards the table wilh the thumb:

rap with a card when playing it:

pick up the last trick and rap with it lightly on the
remaining pile:

..] have the Mande (or
the highest Tarot not yet
played)";

"1 have the XX'",

"I have the XIX'",

"I have the XVIII'",

"I have the XVII"-,

"1 have the Batcleur";

"play your highest card";

"Iead a Tarot".
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points. or would do so if he added the value of the Monde or the Fool which he

has in his hand. he must then play de dehors (from outside), in the following

sense. When on lead, he must always lead his highest Tarot ifhe has any. When

he has no more Tarots. he must lead Kings. After that. he may lead a Queen as

long as il seems that il will win the trick (the King has been played and no one is

known to bc void in the sui!.) I-Ie must always take a trick when he can and is last

to play. but. if with a Tarot. with the lowest Tarot possible. He must not lead a

suit in which another player is known to be void. Ifhe has the Fool. he must save

it to the last trick.

We may conclude this chapter with a problematic game a panial statement

of whose rules was discovered by Thierry Oepaulis, written on the two sides of a

sheet wrapped round an anonymous Gennan French-suited 78-card Tarot pack

whose trumps bear scenes of European cities. The trump I bears the inscription

"Mainzer Cameval 1839". as it does in other packs of the same design. The rules

arc wriucn in French and are for a game with 54 cards. The handwriting is

French or French-Swiss (1/01 German), and probably from the period between

1870 and 1914. We know of no other Tarot game played with 54 cards in France:

and the Fool is called Excuse or Squies. a clear sign of the influence of Gennan

Speaking players. A possible place of origin would be Alsace; but there is an

indication that the game is Swiss. in thai it has a certain resemblance to game

15.1. Unfonunately these incomplete rules do not tell us how the Fool is used:

whether it serves as Excuse. ranks as the highest trump or combines the two roles.

5.7 leu du Tarot (? Switzerland, c. 1900}

A 54·card French.suitcd pack is uscd; there may be from 3 to 7 players. The deal

IS effected as follows:

For 3 players: 6 cards to the Eeart (= talon), then 4 rounds of 3 cards to each, and

a final round of 4 cards each (16 cards to each altogether. with an Eeart of 6).
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For 4 players: 6 cards to the feart. then 4 rounds of 3 each (I2 allogether, wilh

an Ecart of 6).

For 5 players: 9 cards to the Ecart. in three groups of 3; then 3 rounds of 3 each

(9 altogether, with an teart of9).

For 6 players: 6 cards to the teart, then a round of 3 to each, then 6 more 10 the

Eeart, and finally 4 cards to each (7 altogether, with an Eeart of 12).

For 7 players: 6 cards to the Eeart, a round of 3 to each, 6 morc to the Ecart, then

3 more to each (6 altogether, wilh an teart of 12).

!)resumably there is bidding, with a declarer who plays alone against the rest; he

takes the Eeart and discards. It is stated that, with fewer than 7 players, he may

not discard honours (Kings and trump honours), unless he has four of them; but in

the 7·player game, there is no restriction on discarding honours. At the end of the

hand, the cards are counted in threes, with the standard point-values. There being

70 points altogether, the players who has taken the Ecart must make at least 36

points ("35 points plus one") to win; his opponents must make at least 35 points

(collectively) to defeat him.

ThaI is all that this incomplete set of rules tells us about this game.



CHAPTER 6

Tarot in Lombardy

Milan was onc of the original centres of Tarot; probably it was al the court of

Filippo Maria Visconti, Duke of Milan, Ihul the pack and the game were

invented. It must have been from Milan, during the wars from 149410 1525 in

which Ihe French. under Charles VlII. Louis XII and Francis I, fought for

possession of that city, lhal the game spread to France and Switzerland. Milan

was occupied by the French from 1499 to 1512 and from 1515 to 1522. The

Swiss were heavily involved in those wars. being pan of the alliance that defeated

Louis XII at Novara in 1512 and maintaining Massimiliano Sf017..3 as Duke from

1512 to 1515; they were in tum defeated by Francis I at Marignano in the latler

year. Under Francis I (1515-1547) there was a great vogue for Italian culture in

France. centring on Lyons. Playing cards found at the Castello Sforzesco in

Milan during the reconstruction al the beginning of the XX century, and now in

the Raccolta Bertarelli in the Castello. demonstrate clearly that il was From the

Milanese standard pallem. used for regular packs as well as Tarot packs, that the

principal French pallcrn for the Tarot pack. the Tarot de Marseille, was derived.

The order of the trumps in the Tarot de Marseille was given in Chapter 2.

This was the order already observed in Franee by 1557. as is shown by the

numbered trumps in the non-s18ndard pack made in that year by Catelin Geoffroy

or Lyons. One would naturally assume that this order was that observed in Milan;

but what little evidence we have conflicts with Ihis. Two Italian sources testify to

a slightly different order, though one still having the characteristic peculiarity that
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Temperance has the highest position of any of the three Virtues, being placed as

trump XIV between Death and the Devil. The first of these sources is a poem

concerning ladies at rhe court of Pavia, a subsidiary court to that of Milan, that

has been allributcd to Giambattista Susio (1519-1583) and was \witten in about

1570. I The order of the trumps differs from that of the Tarot de Marseille for

those occupying the seventh to the eleventh positions, thus:

Susio Tarot de Marseille

the Old Man (= the Hem1it) XI Force

the Wheel X the Wheel of Fortune

Fortitude Villi the Hermit

the Chariot VIII Justice

Justice VII the Chariot

The numbers are those given in the Tarot de Marseille; Susio does nol give rhe

numbers, but they are what these trumps would receive in a numbering from Ito

XXI. Apart from rhe trifling difTercncc that Susio places the Popess above the

Empress, his order otherwise agrees with thm of the Tarot de Marseille, The

second Italian source is a Discourse deli\'crcd at Monte Regale (modem

Mondovi) in Piedmont in 1565 by Francesco Piscina.2 The order he gives differs

from Susio's in that, following a Piedmontcse peculiarity, he ranks the Angel

higher than the World;) but the five trumps listed above are in exactly (he same

order as given by Susio. and have the numbers given above. These arc the onl)

I See Ridolro Renier, 'Tarocchi di M. M. RoiarOO·. in N. Campanini (ed.). SJudi su Maffeo Maf/i)
Boiardo. Bologna. 189-1; see pp. 256-9. The p<K'm is one Or;1 type know" as turol:<..hl
appropriUli, in which each of a number of peoplc is associated with one of the Tarot trumps.

Z Discorso dll S. f·run. Piscina du CurmuKlloia sopru rOl'dine delle figure de Turocchl, 1\'lontt

Regale, 1565; a COP) is in Ih" Biblioteca M:uazza in Borgomancro. See F. Pratesi, 'Italian Cards:
New Discoveries'. no. 4. The I'/ayillg Curd. Vol. XVI. 1987, pp. 27-36.

l If we ha\'e interpl"elcd his ornate prose correclly. He speaks ofa card ponra)ing the Celestial
Paradise. and incorporaling an Angel singing and playing. as Ihe 'final portrait' (ultimo rllra/to).
and 'before lhc image of Paradise', a pon'rait of the four Evangclisls (wilh Iheir rour symbol)).
with the world in Ihe middle of Ihem; Piscina is running Ihrough the lrumps frOIll the lowest to tilt
highest. Evident!} the design of lhe World card kno"n to Piscina had the symbols of Ihe fl)lll"
Evangelists in the comers. as it does iUlhe Tarol de f\larseille and in VieviJle's pack.
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tWO known Italian sources dealing with the ancient order of the trumps in

Lombardy or Piedmont: we thus have no evidence of the usc in Italy of the order

they have in the Tarot de Marseille before the XVIII century. By the end oflhe

XVII century. the manufacture of playing cards had died out in Lombardy as a

result of the economic depression there. and in the XVIII century Tarot de

Marseille packs were imported from Fmnce into both Lombardy and Piedmont.

Piedmontesc and Bolognese cardmakers. and later Lombard ones. then began to

produce imitations of these Tarot dc Marseille packs. in two different versions:

the indigenolls pallems were extinct. There is. howcver. one other testimony to

the trump order given by Susio: a pack made in about 1650 in Paris by Jacques

Vieville. In this_ trumps VII to XI have just the subjects given by Susio and

shown in the table above {and the 'Ilennie is called 'the Old Man' (Ie Vietart), as

it is by Susio): all the other trumps are in the same order as in the Tarot de

Marseille.

These facts pose something of a pU7..zlc. All hypotheses appear equally

improbable. Was the trump order given by Susio that originally observed in

Milan. and did the French cardmakers alter it? Or was the Tarot de Marseille

order observed in Milan itself. and that given by Susio in other parts of

Lombardy? Or was the Tarot de Marseille order originally observed In

Lombardy. and altered in that province in the XVI century? We have no

plausible explanation to offer.

Although the Milanese foml of Tarot goes back to the very beginning of

the game in the early XV century. we have no account of it from before the XVIII

century. In his travel book of 1768. Joseph B3felli wrote orT:not being played in

Lombardy. principally in four~handed fonns. 4 The manufacture of playing cards

in Lombardy died out towards the end of the XVII century. and players

SUbsequently used Tarot de Marseille packs imported from France: Bolognese

•

"

Joseph Bareni. An ACCQltnl of the Manners and CUSlomJ of Itoly. Vol. II. London. 1768. pp.
9-21
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cardmakers began in about 1740 to produce packs for use in Lombardy, in a slight

variation of the Tarot de Marseille; as the economy of Lombardy revived in the

mid-century, cardmakers there produced packs in this 'Lomb..1.rd \arian!' Conn, at

first with backs on which were the trade-signs of Bolognese cardmakers. The

French practice of having the name of each of the trumps and coun cards

inscribed a1 the boltom of the card had not previously prevailed in Italy, but in the

Lombard variant these names were copied, in French, from the prototypes; from

1810 onwards, Italian equivalents were substituted.

The earliest printed oceoun! of the various Tarot games played in

Lombardy seems to have Ix.--en contained in /I Maestro de' Giuochi, published in

Milan in 1811 and reprinted in 1830, 1832, and 1879. We have not seen an

edition before that of 1832; but the leXI was presumably unaltered, since it

appears, with the most minor variations, in a multitude of other books: II

Gil/OCll/ore de' Tarocchi (1817), /I Gil/oealore in Conl'ersazione (n.d., 1820,

1843), /I Gil/oemore nella Sala nella Sala di COlIl'ersaziol/e, (1825, 1838, 1848),

and II NIIOI'O Gilloealore in COlHwsldone (1857). all published in Milan. The

predominant form was the four-handed one, described below as 6.1; but it is

much older than the first account of it in Italian. II was described in a book in

Gennan, Die besle will neueSle An das in dell vomehmslen Gesellsehafiell

heufiges rages so beliebfe Taroe-Spiel sOll'ol in drey Personen zilm Konig. als in
,

riel' lI'irkliehen Personen mil =lI'eyerley Karlen rcelll lllld wohl :m spielen (BNA}

published in Nurcmbcrg in 1763.5 The book characterises it as the latest fonn of

four-handed Taroc in vogue in Vienna; accounts of it were subsequently included

in German card-game books up to the early XIX century and in Dutch ones up to

1836. The use in the Viennese game of Italian temlS such as reale and doppio

clearly indicates its derivation from Milan. which was under Austrian rule from

1713 to 1797 and from 1815 to 1859; \"'e may assume that it was played there

from aoout 1750 onwards, and rcached Vienna in about 1760. It is a little

surprising to find it described as a newly fashionable game in Vienna. as it is a
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vet)' basic Tarot game without frills. It was still played in Piacenza, just south of

the Po. up to the 1980s, although all fonns of the game of Tarot have now died

out in that city. and had probably died out in almost all the province of Lombardy

before the outbreak of the First World War.

6.1 Four-handed Tarocchi (Lombardy, from c. 1750. and Piacenza. XX centUryL

and Taroc (Austria, Germany and the Netherlands, from c. 1760 to c. 1840)

Terminology

The XXI. I and Fool are called in Italian respectively if Mondo (the World). il

Sago1lo and if Mafia, and in German der Monglle, der Pagat and der Skus; other

trump cards are referred to by number. Trumps are called /aroeehi in Italian, and

Toroes ill German: in Italian high trumps arc called malta/ori. In German the

suits are referred to by their Italian names. In Italian the Queen is called Doma.

and a set of all court cards of a suit in one hand an imperiale; a numeral card of a

suit is called a scartilla or a .ifaglia. The Mondo. Bagano. Matta and the four

Kings are collectively called 'honours' (ollori). The player to the right of the

dealer is called the elelfa. In the Italian text a slam (winning all the tricks) is

called cappolfo and in the German one il is known by the Italian tenn Volato. In

Italian the discard is called 10 seano and in Genuan der Scar.

Rank and \'{lIues of/he cards

The cards have their standard values, save for the XXI. which is worth 6 points

Instead of 5, and is. as usual, the highest trump. The cards are counted in fours,

but two empty cards left over are worth nothing. so that there are 72 points in all.

The Foof serves as Excuse. with exchange.

Play

The four players are divided into two fixed pannerships. partners facing e.'lch

other across the table. The dealer gives nineteen cards to each player (the method

IS not specified), and takes the last two for himself. lie turns face up the last card

he gives to each of the other three players. He also turns face up the two last he
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takes for himself; if either of these is an honour or a trump, he continues to lUm

up, one by one, the cards of his hand, beginning with the last onc dealt, until he

has exposed IWO of his cards lhal are neither trumps nor honours. All now pick

up their cards; in the Milanese game. any player may, before the dealer discards,

propose going a moflle, that is. throwing Ihe hands in and proceeding to a new

deal by the next dealer. This happens only if all agree; the practice was not

followed outside Italy. The dealer now discards IwO cards face down; he may

never discard an honour. and may discard a trump only if he is compelled 10. but

need not then announce the fact. The player to the dealer's right now asks him if

he has completed his discl:lrd. and if he has, then leads to the first trick. The

hands are now played out; each player, ahhough he has a partner, keeps the tricks

he personally has won beside him. When the Fool is played by any player, it is

taken back and a card is given in exchange from the tricks won by that playcr, and

not from the discard or from his partner's tricks; ifhe has not yet won a trick. he

gives a card in exchange as soon as he wins one, but if he never wins a Irick he

must surrender the Fool to the player who won the Irick to which he played it. If

the dealer wins no trick, he must surrender his discard to the winner of the last

trick.

Scoring

AI the end of a hand, the cards won by partners are united and the point-total vf

each side is reckoned. If both sides have 36 poinls, neither scores; otherwise. the

side with more than 36 points marks as its score for Ihat hand the excess of its

poinHotal over 36. A rubber (partiw, Parlie) consists of four hands, so that e:lch

player deals once; if in one of the hands the players go a lIIon/e, that still countS

as onc of Ihe four hands. although there is no score, and that dealer does not deal

again. At the end of the rubber, each side's scores for the four hands are totalled;

the side with the higher total score has won. If the winning side's total scort

exceeds Ihat of the losing side by bel\\een I and 35 points, il has won a siOlplt'

game (semplice); each member of the losing side pays J game poinlto one ofthC
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winners. If the excess is between 36 and 71 points, the winners have obtained a

reale, and are paid 2 game poinls each: if between 72 and 107 points, they have

won a second reale. and are paid 3 game points each; and so on. If the losers'

lotal score is 0, the winners have won a double game (doppio), and are awarded

an additional game point each. If in any of the hands a side made a slam or

cappoI/O, both its members receive 2 additional game points; in the Austrian

game, the amount of this bonus was subject to prior agreement. The Austrian text

further specilies that a side that makes a slam in one hand, but fails to win the

rubber, obtnins no bonus for the slam. When a single player wins every trick in a

hand, it is called a cappolfOlle, but there is no special bonus.

There was also a three-handed game with a special name, Reseghino, also

very straightforward.

6,2 Rescghino (Lombardy, XVIII and XIX centuries)

There are three players; the cards have their standard values, and arc counted in

threes. so that there arc 78 points altogether. The dealer gives twenty-live cards

to each player, and then takes the last three for himself. He discards three cards,

none of which can be an honour: he may discard trumps only if he has to, but

need not then announce the fact. The Fool serves as Excuse, with exchange; jf

the one who played it makes no tricks, he surrenders it to the player who won the

trick to which he played it. If the dealer makes no tricks, he surrenders his

discard to the winner of the last trick. At the end of each hand. each player marks

as his score the dilTerence, positive or negative. between 26 and the points on the

tricks he has WOIl. A rubber consists of three hands; each player totals his scores

On the three hands; the winner is the player with the highest tala I score.

The description common to the numerous books mentioned above also

covers four versions of Tarocc'Ombre, for three, four, five or seven players.
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These are Tarot games with bidding. a new feature adaplL-d from the three-handed

Spanish game originally known in Spain as Renegado, bUl everywhere else as

Ombre or I'Hombre. and played with a regular 40-card pack. Three·handed

Ombre with bidding dated from about J630, and spread all over Europe; (he

radical innovation of bidding Ihat it introduced into card play made it the most

successful card game Ihal had ever been invented, as successful in its day as

Contract Bridge in ours. II was the first (0 have elaborate treatises devoted (0 its

strategy. II undenvent a rapid evolution, with new types of bid being introduced,

and also adaptations for different numbers of players; Quadrille, for four players,

was the most importanl. Bidding was transferred from Ombre and Quadrille into

numerous trick-taking games in which it had nOI previously figured. In Ihis

process, types of bid used in Olllhre and Quadrille were borrowed for other

games, following the same principle; these included the bids made in Quadrille

whereby the declarer called for a King not in his hand to delemline the holder of

that King as his partner. In Ornbre and its derivatives, the bidding did not affect

what the declarer had to do (with his partner, if any) in order to win, but the

conditions under which he had to do it; once play started, everything was the

same.s The principle that the bid might affect what the declarer must do in order

to win, as in Bridge, was first introduced in Boston. the first of the Whist family

to incorporate bidding. The importation of bidding into Tarot games was Ihe

most important developmcm in their hiscory, above all in the games that evoh·ed

in the Habsburg empire. The use in Gemlall Tarok I'Hombre games of Italian

temlinology such as °a due', 'ad lilia', makes it probable that the innovation first

occurred in lIaly. Nevertheless, Tarot games with bidding did not prove vel)

j In one respei.:l. Tarot games and olhers which had borrowed bidding from Ombre diverged fn)Ill
their prototype. III Ombre, the declarer has. in order to win the hand, to win more tricks thaP
either one of his two opponents, taken separately. But in all TarO! games wilh bidding, the pOinTS
won by lhe opponenls count together; the declarer, in order to win the hand, has to make more
poinlS than !he opponentS taken loge/her,
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popular in Italy; surviving examples are Terziglio. played In Bologna llnd its

environs. and certain games played in Sicily.

Game 6.3 introduces another development Ihat was to be of great

importanCe outside Italy: the use of the 54-card pack, or mauo caSlrato.

shortened by the omission of the six lowest-ranking cards from every plain sui I

(see Chapler I). This idea seems 10 have originated in Germany in aboul 1750. It

is common 10 all the games played within what was the I-labsburg empire, but

never caughl on in Switzerland. France or Belgium: it was only ever of minor

importance in Italy, although in some areas games are still played with the 54·

card pack, and 54-card Tarocco piemontese packs are still offered for sale.

6.3 Three-handed Tarocc'Ombre

The game is played with the shortened 54-card pack. The cards arc counted in

threes, with standard values; Ihere are thus 70 points in all. The dealer gives

seventeen cards to each playcr (the method is unspecified). and takes the last

three cards for himself. He discards three cards: he may not discard honours

(cards worth 5 points). and may discard a trump only if he has 10. There are, in

ascending order, three possible positive bids: 'EII/ro con dlle carle' ('I come in

with two cards'). 'Ad lilia' ('Wilh one') and 'A Iliell/e' ('With nothing'): there

may previously havc been a lowest bid of 'A frc'. dropped as making a win too

easy. Bidding takes placc in rotation as soon as the dealer has discarded. In the

first round of the bidding, each player may either pass or make any positive bid

higher than any so far made; a player says'Emro COIl Illla carla' if he is making

the first positive bid but at the second level. Once having JXlssed. a player may

not re-enter the bidding. If more than one player has made a positive bid. the

bidding continues; but a player earlier in the bidding ordcr and still in the bidding

tnay make the same bid as thc highest one so far made. Thus the bidding may go:

A 'Emro COli df/e carle'; B passes: C (dealer) 'Ad lfIW'; A 'Ad ulla'; C 'A Ilieme';

A 'A nieme', A becoming declarer at the highest level.. A declarer who said 'COli
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due carte' may now ask for any two cards he docs nol have in his hand, and the

players holding those cards must give them to him in exchange for others, given

face dowll. One who bid 'Ad lilia' similarly asks lor one card, and one who said

"A lIiente' for nonc. (It is unclear what happens ifdeclarer asks for a card in the

dealer's discard; if he asks only for honours, he is sure to avoid this.) The hands

are then played Oul under the same rules as in Rescghino. If the declarer has

made 36 points or more, he has won; if he has made 35 or fewer, he has lost.

According as he has won or lost, he is paid by or pays 10 each opponent 2 game

points if he bid a dl/c, 3 j r he bid ad U/1a, and 4 if he bid a niclIle (this last is not

Slated explicitly), together with I game point for each full set of 5 points by

which his score exceeded or fell short of 35 points. To Ihese payments a bonus of

3 game points is added if the declarer made cappoflo. The declarer, if not the

dealer, may, if the dealer has made a positive bid, (hrow down his hand before

play begins. In Ihis case, he pays the other two only the basic amount, according

to his bid. The purpose of his sacrifice bid was to prevent the dealer from making

a cappolfo.

6.4 Ombra arrabiata

This is simply four-handed Tarocc'Ombre. The 54-card pack is used, and each

player receives thirteen cards, the declarer taking the last two and discarding two.

Bidding and play are as in game 6.3, so that the declarer plays alone against the

other three. The cards are counted in fours; apparently, the point-values arc as in

game 6.1, thai is, standard save that the XXI is worth 6 points, and, when points

are counted, two empty cards left over score nothing. 1l1cre are then 66 points in

all. The declarer wins ifhe has 34 points or more, and loses ifhc has 33 or fc"e1·

The account of the scoring appears to be garbled: a reasonable reconstnlction is

Ihat the basic scores are 4 game points a due, 5 ad Ima and 6 a /liellle, with 1

gamc point for evcry fun set of five points above or below 33 and a bonuS of 4
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game points for cappollo. (The text gives the basic scores as 14 game points a

due and 15 ad 1/110.) All else is as in game 6.3.

6.5 Five-handed Tarocc'Ombre

This game is particularly carelessly described. especially in respect of the scoring

and the evaluation of curd points. The full 78-card pack is lIsed, and each player

receives fifteen cards. the dealer taking the last three and discarding three. A

declnrer who has bid a due or ad Ima, having received the one or two cards he has

asked for. 'calls' another card he does nOl have: the holder of this card becomes

Ilis partner. but does not reveal the fact until he plays the called card.

(Presumably a declarer who has bid a "iellte has the same privilege.) 11 is vaguely

indicated that the declarer and his partner need 36 points in order to win. If this is

right. it suggests that there are 70 or 71 points in all. This can be achieved if the

values are standard. the XXI counting 5 point's and not 6, the cards are counted in

fours. and the nothing is scored for one, two or three empty cards left over. This

method seems somewhat clumsy, and may well not have been that used. The

account S<1yS nothing about payment for win or loss. A possible solution would

be to make the value of each hand three times that in game 6.4 for the declarer

and his partner, and twice for their opponents. E.g. if the declarer's side achieves

a bare win a due. each opponent pays 8 game points, and declarer and his partner

take 12 game points each: conversely. if they suffer a bare loss. each pays 12

game points. and the three opponents take 8 game points each. Those who wish

\0 try out this game are at liberty 10 arrange these matters as they think best.

6.6 Seven-handed Tarocc'Ombre

The full 78-card pack is used. and each player receives eleven cards, the dealer

taking the last one and discarding one. Play is as in game 6.5. The account says

that a declarer who has bid 'A niellIe' must play without a partner. This may have
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applied to game 6.5 also, but seems (0 make an absurd gap between the difficulty

of winning ad /Ilia and a niellfe. Nothing is said about the way points are

reckoned or the method of scoring.

What is essentially the game of Reseghino, now called simply Tarocchi,
survived in Como into the XX century, but may no longer be played there. The

following description is based on the account given in Rina Fulgi Zaini's Gil/Delli

di Carte (1st cdo. 1934, 7th cdn. Milan, 1968) and one given orally by a

gCnlleman who fonnerly lived in Como; the slight differences between them in

the following description will be indicated by 'Zaini' and 'Como' ill brackets.

6.7 Thn..'e-handcd Tarocchi (Como. XX ccntury)_

The XXI is called simply Venfllno (twenty-one); otherwise the terminology is as

in game 6.1. The cards have their standard values, save that the Fool (Mana) is

wonh only 4 points instead of 5. The Fool serves as Excuse. wilhom exchange.

The cards are counted in threes. but the player with two cards over counts them as

if they were three. and the Fool is counted separatcly on its own; the effect is just

as if the Fool had had becn worth 5 points and a card had been exchanged for it.

There are therefore 78 points altogether. It is uncertain whether a player who

makes no tricks has to surrender the Fool at the end of the hand.

The dealer gives twenty·(ive cards to the othcr two players and twenly

eight to himscll: discarding threc. He gives lhem oul in five rounds of five cards

to each (Zaini) or else he gives all the cards of each hand at once, and turns face

up the last card dealt to each, including himself (Como). If any player has been

dealt a hand without the Fool or any trumps, the deal is annulled and there is a

new deal by the same dealer. The dealer may not discard Kings; nor may he

discard trumps save if he has exactly three of them and discards all three (for this

purpose the Fool counts as a trump). At the end of the hand each player marks as

his scorc thc difference, positive or ncgative. between 26 and the points on the
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tricks he has won. It is uncertain whether the dealer has to surrender his discard

if he makes no tricks. A rubber consists of three hands; each player totals his

scores on the three hands; the winner is the player with the highest cumulative

score, and is paid a fixed stake by each of the olher two.

Zaini also describes a foml of the originally Piedmontese game of Mitigati

as being played in Lombardy. This is our only evidence of its being played in that

province, and it is unlikely that it is still played there.

6.8 Mitigati (Lombard fonn, XX centurY)

There are three players. Points arc reckoned as in game 6.3. That is to say, the

cards have their standard values, save that the Fool (Matto) is worth only 4 points

instead of 5. The Fool serves as Excuse. without exchange. The cards are

counted in threes, but the player with two cards over counts them as if they were

three. and the Fool is counted separately on its own; the effect is just as if the

Fool had had its standard value of 5 points. and a card had been given in

exchange for it. There arc thus 78 points altogether. The dealer gives twenty-five

cards to each player in five rounds of five to each. and keeps the last three for

himself. But aOcr the second, third and fOLlrth rounds of the deal, when each

player has respectively ten, fifteen and twenty cards, each looks at his cads and

there is a pause to decide whether to continue the deal. Starting with the player to

the right of the dealer. each either passes. indicating that he wishes 10 abandon the

deal, or asks for it to continue. As soon as anyone asks to continue. the next fivc

cards are dealt to each player and the same process is repeated. If at any slage all

three pass. the hands are thrown in and there is a new deal by the same dealer;

When the last round of the deal has taken place. there is no more opportunity to

abandon the deal. The dealer then discards three cards: he may not discard Kings.

and, as in game 6.3. may nol discard trumps unless he has exactly three of them

and discards all three ((he Fool counting for this purpose as a trump). The player
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10 the right of the dealer leads to the first Irick. Each player, jusl before playing a

card to the first Irick, may make any of the following declarations of cards he

holds in his hand, for which each of the other two players immediately pays him a

bonus:

Tarocchi: len trumps. the Fool counting as a trump. These must be shown 10

the olher IwO players; one holding more than ten trumps lllay seleci which len

trumps he shows, and need nol mention his possession of more. Bonus: 5 game

points.

01101';: any four or more of the seven honours. They do not need to be sho....'Jl,

nor is it necessary to say how many the player has allogclher. Bonus: 5 game

points.

Miligatj di Tarocchi: the XXI, I and Fool. Bonus: 10 game points.

Miliga/i di Re: all four Kings. It is not allowed 10 make a declaration of Onon

in addition. Bonus: 15 game points.

It is allowed to make more than one declaration, and the same cards may be used

for different ones: e.g. the three cards of a Mitigati di Tarocchi may be used

towards fomling ten trumps for a Tarocchi declaration, or, with a King, for one of

Onori. A combined declaration of Mi!igati di Tarocchi, Onori and Tarocchi is

called a piallo (plate), and onc of Mitigati di Tarocchi, Miligati di Re and

Tarocchi apiollone.

At the end of each hand, each player receives from the othcrs logether as

many game points as he has points above 26, or pay to the others together as

many game poillls:1S he has points below 26.

Zaini recommends as a minimulll for calling for the deal to be contintK:d

after receiving ten cards five trumps or three trumps and one honour. and as a

minimum for calling for the deal 10 be continued after receiving fifteen cards the

so-called rof/lII'lI (break), namely OIlC King and either the XXI, I or Fool, unleSS

one has hopes ofobtaining ten trumps.



CHAPTER 7

Tarok-I'Hombre

We saw in chapler 6 how in Lombardy the idea of bidding was imported from

Ombrc 10 create the game Tarocc'Ombre, and in chapter 8 we shall see the same

development in the Pcnnesso games of Piedmont. In Italy itself Ihis innovation

did not endure, but for the game of Tarot in general, the introduction of bidding

was eventually to prove by far the Illost fruitful of the new developments we have

looked at up to now, Hitherto, Tarol games had mostly been either four·handed

ones with fixed partners or three-handed ones without partnerships. Although

Grosstarock continued the three-handed individual format, the true future arTaro!

games outside llaly lay in games with bidding; 1I10s1 of the games described in

part III of this book are of this Iype. In these games. for each hand the players arc

fanned into two temporary alliances detennined by the bidding, rather than lixed

partnerships as in the classic four-handed games.

In this chapler we are concerned with the earliest type ofTurot games with

bidding thai were played in Austria and Gennany. These games were known 10

begin with as Tarok-I'Hombre, and their Italian terminology makes it clear that

they were imported from Italy. very probably from Lombardy via Austria. So il is

10 !Ialian Tarocco players that we must give the credit for introducing bidding

Into Tarot games. even though they lost inlerest in il. and it was left 10 others 10

exploil its potentialities. In three-player Tarok l"I-1ombre. the declarer in each

hand plays against a lemporary alliance of two opponents. In the corresponding

four-player game. the declarer may play alone against a three-player alliance, or
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may call a King whose holder is Ihen the declarer's partner for Ihal hand against

the other two players, The idea of calling a King is derived from Quadrille, a

four-player variant of Ombre which was vcry popular in the XVIIJ century,

The name 'Tarok-I'Hombre' was, quite appropriately, reserved for the

Ihree~hal1ded game, The firsl appearance of the game in the card-game books

known 10 us is in Der belieb/I! Wei/mensch (BW) published in Vienna in 1795. A

very cursory notice of it was appended to the chapter on TarDe in the 1797 edition

of Dos neue Konigliche I 'Hombre, but the Spiel-Almanach (SA) published in

Berlin in the same year devoted its enlire section on Tarok to a long description of

Tarok-I'Hombrc, a description Ihat was often reprinled word for word in later

card-game books down to 1830. Many other Gennan XIX century books on eard

games included Tarok-I'Hombre in their section on Tarok, the majority basing

themselves on one or other of the IWO 1797 accounts.' The game must, however,

have been played in Gemlany for a considerable time before 1797, since both

accounts published in that year distinguish between an older and a more recenl

version, although BW gives only the older fonn. It is evident that even the older

version had undergone some evolution before being challenged by its newer rival,

I Der Meisler ill aile" Kartenspielell. Hamburg and AIIOIla, aboul 1810, menlions the game in one
sentence. Julius Clisar, Neuster Spielafmallacn flir dar .Ja"r 1800, Berlin, 1800, has a revised and
expanded version of Ihe SA account. This is followed, largely or wholly, by Nel/estes Spie/bucll.
Vienna, 1802; Berlil1er A/mil/weh fiil" Kartell-, Schach- lind l'harospielel" al/f das Jallr !804,
Bertin, 1804; J. Casar. Spielolmonach flir Kanell, Sellacll, ele., Berlin, 1815: T.F. Multtr,
Nel/estes Spiel Taschellbuch, Ulm, 1830; and S.A. Jorgensen, Nyesu D(IIISJc Spillebog,
Copenhagen, 1868. Books "hose descriplion of the game resembles the brief account in {).lj

tlel/e ilJ/ligliche /'Hombre are: Taschellbuch aller KaTletl-. Kegel-, Brell- lind lI'iirfe/-Spiell.
LOneburg, about 1805; L 'Hombre Roy"l, Vienna and Progue, 1824: Het Kaartspelell Gell/aUell/i

Gell/{/{/kl, Amslerdam, 182 I; Allgemcincs KaTlell Spielbuch, Vienna, 1846; and Alban von H~
Bllch der Spielc. Leipzig, 1894. The Nel/estes allgemeilles Spielbuch. Vienna, 1829, descnbe.S
live varielies of Tarok, of which Tarok-nlombre is the only one played with 78 earth: ,
incorporates the lext of L 'Hombre Royal. but adds a greal deal more. much of"hich appears 10 be

taken from a description ofGrosstarock: il is followed by Ihe ,vel/cstes Spielbuch, Vienna, abOUl
1830. Olher books with accounts of Tarok-t'l-tombre are: F. von Posen, Zwei /md sieberCiI

del/tsclle, jl"allztJsischc lind ellglische KaI"lCl1j1)ielc. Quedtinburg and Leipzig. 1864, Delilsc:
fral/lwische I/Ild ellglische KarlellSpie/e, 3rd edition, QlIedlinbllrg and Leipzig, 1873, and ..
edition, Leipzig. 190 I; /IIuSIT/'TlCS allgemeinesfamiliell-Speilbuch. Leipzig and Berlin, 1882: C
Konig, Neusler Spiel-A/mo""ch. Berlin, aOOm 1892; S. Ulmann, Dos Bueh der FamilienSP'eJt.
Vienna, aboul 1892: and Atber! Stabenow, Alisgewtihite Kortenspicle, Leipzig. 1908.
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beclluse the lowest contract. called '0 (re', is never played out but simply paid for

as if won. Obviously, no one would include such a rule in a newly invented

game: a (re must originally have been a genuine bid which proved in practice to

be tOO easy to win, so that it became customary for the opponents to concede it

without play. There is no way of exactly dating the introduction of Tarok

rHombre inw Gemlany: but it can hardly have occurred much later than about

1710.

7.1 Tarok-l" Hombre (older version)

Deal and discard

There are three players. A 78-card French-suited pack is used. According 10 SA.

deal and play are clockwise; save for those which reprint the SA account in full,

other books leave the direction unspecified. The dealer gives twenty-five cards to

each player, in five rounds of five cards each, and lakes the last three cards for

himself.2 Ife then discards three cards, which count for him at the end of the

round. He may never discard a King, the Seils or a Tarok (trump),

The bids

There are in theory four possible positive bids. which are, in ascending order: a

Ire or 0 frio: a due: (/ 11110: and solo. III each casco thc declarer plays alone against

the other two players, who are partners for that hand. If the final bid was 'Solo'

there are no further complications. If the final bid was 'A uno', after discarding

the declarer asks for anyone card he docs not have, and the player who has that

card must surrender it in exchange for any card the declarer chooses to give him

from his hand. A bid of'A due' is like'A uno' save that the declarer asks for any

,~----
dVo~ A~nslein's NeuJ/er Spiefafmana~hfiir Karlen (Berlin, 1820) mentions, as an aside wilhin a

d
tscnptlon of Grosslarock, thaI the Slandard melhod of dealing in Tarok-I"Hombre is for lhe
taler 10' .. gIVe a Single batch of twenty-five cards to each of the other players and the last twenty-

~Ightto the dealer. This is contrasted with the practice in Grosslarock, where the cards are deall in
I~es,. None of Ihe specific descriplions of Taro\.; I'Hombre Ihal wr have seen mentions this

flfaalee ofdealing the cards all al once.
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two cards that he lacks, giving to the player or players who supply them a card

from his hand in exchange for each.

Although a contract of .A Ire' is normally not played oul, a paragraph

added almost at Ihe beginning to ils reprint of the SA (1797) account, the Neusfer

Spielalmanach (NSa) (1800) explains the procedure and scoring for a bid of'A

lre', as if it were a normal bid. This paragraph. which was conceivably borrOWed

from an earlier account, conrirms thai the procedure for' A Ire' would then be as

for Ihe olher bids, save thai the declarer would thcn ask for three cards.

S. Ulmann. wriling in the 18905. says thai the declarer must pay 10 game

points to a player who supplies him with Ihe XXI, and 5 game points 10 one who

supplies him wilh any other card: this rule is imported from Tarok-Quadri1le, and

is not mentioned in the earlier accounts.

Bidding procedure

When the dealer has discarded, the bidding is opened by the player on his left,

who must make a positive bid; he may say 'A tre' before even looking at his

cards, The second player may now either pass or make a higher bid. Suppose

that he makes a higher bid by saying'A due'. The first player must now either

pass or say 'lell bella/re es' ("I hold'), meaning that he claims the prior righllO

become declarer at the le\cl of a due. The second player must now in tum either

pass or make a yet higher bid; if he does the laner, the first player again has the

choice of passing or saying 'I hold'. They continue in this manner until one of

them passes - either because Ihe second player will go no higher or because the

first player is unwilling 10 equal the second player's bid. If they have reached

'Solo', the bidding is over without lhe third player having had a chance to bid;

othenvise, the third playcr (the dealer) must either pass or make a bid higher than

any so far made. If the third pla}er makes a posilive bid, then whichever of the

two earlier pla)crs has not yet passed has the right, ifhe wishes, to say 'I hold', or

of course may pass: ifhe says 'I hold', then he and Ihe third pla}cr fight it Oul as

before, In every case, a player who comes earlier in Ihe bidding order may c1aiJ11
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a prior right, o\'er a subsequent player, 10 become declarer at any given level.

Once a player has passed. he has no opponunil) 10 re-enter the bidding,

The bidding procedure is rather carelessly described in the sources: it is

not made clear whether a player. in making a positive bid. is always required to

make the lowest one he legally may. or whether he can jump to a higher level

than is necessary to remain in the bidding, The probable solution. for the early

XIX century game. is that the winner of the auction can announce a contract at a

higher level than his last bid; therefore there is no reason for a player to bid

higher than necessary :It any stage, Without this possibility for the declarer to

increase Ihe final contract. the practice explained by SA by which the opening

bidder nonnally says '/\ trc' before looking at his hand would be foolish: the

player mighl pick up a powerful hand and would then be unable 10 increase his

contract if the other players both passed,

The earliest account, BW, gives a rather confused procedure, The first

player may pass or say'E!l/ro'. If he says' Entro' and the other Iwo then pass, he

has Ihe right either 10 lake the payment for a Ire, the hands being thrown in for a

new deal. or to announce any of the higher contracts: if he does the laner, thc

other players in tum have the right to make a higher bid, despite having passed

previously, Ihe earlier bidder having the right to 'hold',

A. Stabenow, writing in 1908, gives an additional mle that if the firSI

player opens the bidding with '/\ tre', he may subsequently say'l hold' to'/\ duc'

and to 'A uno', but nOI to 'Solo', Stabenow is nOljust copying earlier accounts:

for c"(ample he gives German names (Dreier, Zll'eier, Einer) for Ihe threc lowest

bids, so providing testimony thaI the game was still played fit the beginning of the

XX century, We should probably interpret him as meaning that it is possible to

open the bidding at any level - at any rate \\ ith 'Solo', which will also end the

bidding - and to overcall \\ ilh a jump of one or two levels, bUI that the declarer

rnay playonl)' althe levcl of his lasl bid,
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PIli)'

If the opening bidder said 'A Ire' and the other IwO both passed, the hands are

thrown in. and there is a new deal by the nexi dealer. Otherwise, as soon as any

exchange of cards required by the bid in complete, the player to the dealer's left

leads to the first trick. The hands are played out under the usual rules, the cards

ranking in their original order. The two opponents of the declarer keep in one

pile the cards Ihey win in tricks. The Selis serves as Excuse with exchange. The

exchange takes place immediately if possible, otherwise as soon as the player's

side has won a trick. If the declarer makes Tout, that is, wins all the tricks, the

opponents must surrender the Seils to him at the end of the hand. Provided thai

he has made a trick, a player can take back the Seils even if he plays it to the last

trick. None of the sources says whether the ScLis can be led to a trick, or. if so,

what rule applies when it is. Note that there are no declarations and no Pagal

ultimo bonus.

Scoring

At the end of the hand, the cards are counted in threes, the counting cards having

their standard values, so that there are 78 points altogether. In order 10 win. the

declarer must have 40 poillls or more on the cards he has won in tricks, otherwise

he loses. SW. SA and the accounts that follow SA describe the result in which

the declarer and opponents take 39 points each as remis, but whatever the

terminology. all are agreed that a declarer who makes 39 points pays the

minimum sum (the so called 'consolation') to cach opponellt.

The system of payment given in SA (1797) and NSa (1800) is as [0110""5

If the declarer wins a (re, each opponent pays him 10 game poinTS (the'

'consolation-) plus the number of card points he has above 39; if he wins (I dut.

he is paid twice this sum; if he wins a lillO, three times this sum; and if solo, six

times this sum. If the d<.."Clarer makes 39 or fewer card points, he likewise pays 10

each opponent 10 game points plus the number of card points (if any) by which

he is short of39, multiplied b} 2 if he was pia} ing tl tIlle. by 3 if he was pia} ing ill'
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/Ina and by 6 ifhc was playing solo. For example, if the declarer plays a IIno and

makes 45 card points. each opponent pays him 48 game points. which is three

limes (10 + 6). since he has 6 card points above 39: if he makes only 37 card

points. twO below 39, he must pay 36 game points. i.e. three times (10 + 2), to

each opponent. In practice, an a Ire game is not played out: the declarer is thcn

presumed to have WOIl minimally, and is paid just 10 game points by each

opponent. If the declarer makes Touf. he is paid 200 gamc points by each

opponent ifhe was playing a due. 300 ira 11110 and 600 ir solo.

There are many slight variations on this scoring system. BW reckons the

payments for win or loss as 5 game points (consolation) plus the excess or deficit

as against 39 points. multiplied by 2 a (Ille. by 3 a uno and by 4 solo: it gives no

special payment for TOllt. SA says that some players prefer to add the above

payments for Tour to the payments reckoned in the usual way. Many or the later

accounts say that the excess or deficit ofcard points is to be reckoned rrom 40, so

that for examplc a declarer making 42 points a due is to be paid 24 and not 26

game points by each opponent. Carl Konig, writing in the I890s, adds 10 this that

ror a win when playing solo. a declarer is paid by each opponent only 36 game

points plus six timcs the number of points he has above 40. and similarly when he

loses. Posert, in a work of 1864. says that some players reduce the payment for

Tow to 50 game points a dlle. 100 a uno and 150 solo: but this must be meant to

be in addition to the ordinary payment. since otherwise it would be more

profitable to lose one trick than to win them all.

The 'later' rorm of Tarok-I'Hombre, mentioned already in both 1797

accounts. and in SA designated a more recent form. was later only in date of

InVention. To judge by the card-game books, both continued to be played

throUghout the XIX century. and that this is not a mere result of the plagiarism of

cOmpilers of card-game books is made probable by the fact that both are still

l1lentioncd by Stabenow and by Ulmann. who give signs of having first-hand
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knowledge. The later form did not diffcr greatly from the earlier, and Was,
perhaps, not so good a game - cenainly SA insisted that it was Ihe easier of the

two - but the point on which it differed was a crucial innovation. Hitherto, in all

Tarot games in which any player had the privilege of laking additional cards and

discarding, this privilege had always belonged to Ihe dealer. Now it was to

become one of the incentives to bid: the extra cards were 10 go to the declarer,
and the declarer, not Ihe dealer, was to have the advantage of the discard. The

teml Skat, previously used for the discard, was transferred 10 the additional cards.

laid aside until the bidding was completed.

The importance of Ihis change lay In the opportunities it created for

devising new types of bid. The transference of Ombre bidding to Tarot was not

straightforward, for in Ombre only twenty-seven of the forty cards are dealt out to

the players, and many of the bids arc distinguished from one another by what

happens to the remaining talon of thirteen cards. At first il did nol occur to

anybody thai anything like the same principle could be applied to Tarot games;

and even when the crucial step was taken of assigning the Skat according to the

result of the bidding rather than always giving it to the dealer, it was not at first

exploited. In lhe later form of Tarok-I'Hombre the Skat goes to the declarer

irrespective of his bid. But, once this step had been laken, the possibility was

open of distinguishing different bids according to the number of cards from the

Skat the declarer could take for himself, ralher than on the principle ust:d in

Tarok-J'I-Iombre and in Italian Permesso and Tarocc'Ombrc whereby the dcclarer

asks for various numbers of cards from the other players. This idea was lhen

much imitated in games played with the regular pack, especially in Gennan)'; for

an example., we do not have to look further than the Gemlan national game of

Skat, named after this very feature.
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7.2 Tarok~rJ-lombre (later version)

All is as in the older version. with the following exceptions. The dealer takes the

tOP three cards from the pack and lays them face dO\\ll upon the table. '·Ie then

gives twenty~live cards to each player in live rounds of live cards each. Oidding

begins as soon as the deal is completed. The bid of 'A tre' is entirely suppressed,

and the bid of <A due' treated like thai of 'A tre' in the older game: that is to say,

if the lirst player says 'A due' and the olher two pass, the hands arc thrown in, the

first player is paid 20 game points by each of the other two. and there is a new

deal by the next dealer. If a bid of' A uno' or 'Solo' is made, the declarer takes

the three cards in the middle of the table, called the Skal. without showing them

to the others. adds them to his hand, and then discards three cards face down,

with the same restrictions as applied to the dealer's discard in the older version of

the game: the three discarded cards count to the declarer at the end of the hand.

After this, ifhe bid 'A uno'. he asks for a single card that he lacks. giving a low

card in exchange for it as before. Play then proceeds as in the older version. The

scoring is exactly the same, save that, when the declarer plays solo. lhe basic

score is multiplied by 5. nOI by 6. TOIlI is paid 300 game points by each when

made a 11/10. and 500 game points when made solo. The same remarks about

minor variations in scoring apply here as to the older version.

In one text. the Allgemeines Karren Spielbllch. published JJl Vienna in

1846, it is mentioned that some players add a Misere bid to Tarok-I'Hombre

(whether to the older or the later version of the game is not made clear), regarding

II as overbidding Solo: the player contracts to make 110 tricks and is paid the

rather small sum of 26 game points by each opponent if he succeeds, and pays

them the same sum ifhe fails. This practice cannot have been widespread.

In the accounts ofTarok-I'Hombre mentioned so far. no provision is made

for declarations or for a bonus for making the Pagal ultimo. In lhe Neuesles

/lgeme;IIcs Spiclbllch, publishcd in Vicnna in 1829, on the other hand, there is a
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section on Tarok, called 'Tarok in various forms', which begins with Tarak.

I'Hombre; Tarok-l'Hombre is the only (onn of Tarok played with the full 78·card

pack that it recognises, the Olher fOUf fomls thai it describes being of the later

type, played with only 54 or 42 cards, thaI will be the subject of Part In of this

book. The game of Tarok I'Hombre described in this work incorporates many

features of the classic three-handed game. Since many paragraphs of Ihe aCCOUnt

appear to be borrowed from previous accounts of the classic game, it is

conceivable that the form thus described had no real exislence, but was merely the

product of the compiler's running together the descriptions of IwO distinct games.

BUI it is also possible that such a hybrid foml was played in Austria, perhaps as

the lasl Tarok game to he played with 78 cards, aBcr Ihe classic game, in ils pure

foml, had died out.

7.3 Tarok·I'Hombre wilh declarations

This may be played either as in Ihe older version 7.1 or the later version 7.2

described above, with the following exceplions. If, when the version 7.1 is

played, the dealer has exaclly three Taroks including Ihe Pagat, he may discard all

three; some also allow him 10 discard the Scils. the Pagal and one olher Tarok, if

he then has no Taroks remaining in his hand. In no olher case may he discard a

Tarok; but some play that the deal is annulled if any player has only onc or [\\'0

Taroks in his hand.

Before play begins, and presumably aBer the bidding has taken place, lhe

following dedaralions may be made:

Three Matadors (MllllgUI' or XXI, Pagal and Selis) 10 game points

Ten Taroks 10 game points

Cavallerie (all four court cards of one suil) 4 game points.

It is nol said whelher the declared cards need 10 be shown. Some do not

recognise a declaration of len Taroks; some allot 20 game points 10 a declaration

of the XXI, Pagat and Sells. Some recognise seven Kings, consisling oflhe three
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Matadors and the four natural Kings; some allow a declaration of more than three

Matadors, which may be Matadors from below, and in this case the SeOs may

substitute for a missing Matador other than the XXI or the Pagal. These latter

possibilities are only cursorily mentioned and not explained. Presumably a player

making a declaration is paid by each of the other two, irrespective of who is the

sllccessful bidder.

If the older version of the game is played, there is not even a nominal bid

of a (re; and, if the later version is played, there is not even a nominal bid of a

due (here cited as a duo).

The Sclis must be played before the last three tricks. A player who wins

the last trick with the ragat is awarded 10 game points, or, by agreement, some

higher premium. The implication seems to be that, when one of the opponents of

the declarer makes the Pagat ultimo, he is paid by his partner as well as by the

declarer, rather than the declarer's paying both opponents; but this is not made

explicit. A player who loses the Pagat pays 5 game pOlms to each of the other

two players, or 10 ifhe loses it in the last trick; this mle is stated expressly in this

form, mling out the possibility that each opponent pays the declarer when the

latter captures the Pagal.

There was also a four-handed game with bids closely modelled upon those

of Quadrille, the very popular four-handed version ofOmbre. In the early texts, it

is always compared with Quadrille, and we may conveniently call it Tarok*

Quadrille, though the name in just this (ann does not appear in the sources. It is

first mentioned in the 1783 edition of Das neue Konigliche I'Hombre (KH), that

is, in an earlier edition than that which first describes Tarok-I'Hombre; it is also

described in BW (Vielma, 1795), which contained the earliest account of Tarok

I'Hombre. Unlike Tarok I'Hombre, Tarok*Quudri1Ie was probably nol based on

any Italian original such as Chiamare il Re (8.20), but was an independent

application of Quudrille bidding to Tarok. It ligures in the two Dutch card-game
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books of 1821 and 1836, whose accounts of Tarok are manifestly dependent On

KI-I, but it does not appear often in the Gcm13n books. There is an aCCOunt of it

in the Nellstes Spie/huell (NS~ Leipzig, 1840, newly wrinen but in part derived

from KH; and it appears again in some latcr works, such as the encyclopaedias of

von Alvcnslebcn and of Friedrich Anion and in Ulmann's Bllch der

Familienspiele and IIIlIs/rirres Wiener Tarokbuch Amon, however, was Copying

yon Alvenslebcn, who was, in Ihis instance. copying S (1840), SO their

testimony is of little value. Ulmann is a much more reliable wilness, but we are

not convinced, in this case, thai he was personally familiar with the game he was

describing. In facl, we 3rc inclined 10 think that Tarok-Quadrille probably died

oul by 1850 or thereabouts. It has, however, a number of unusual and interesting

features.

7'" Tarok-Quadrille

Deal and discard

There are four players, each playing for themselves, bUI fonning temporary

partnerships, according to the bidding, for each hand. A 78-card French-suited

pack is used, from which the Aces of Spades and Clubs arc removed, to make a

76·card pack. The direction of deal and play will here be assumed to be

anticlockwisc, though this is not explicitly Slaled. The dealer gives eighteen cards

10 each player, in two rounds of five each followed by two rounds of four each.

staning with the player on his right; in the last round, he takes lhe laSI four cards

for himself and discards four, which count to him or to his side al the end of the

round. He may not discard Kings, the XXI, Ihe Pagat or the Sclis.

Declorations

When the dealer has discarded, the player all Ihe dealer's right makes any

dl."Clarations he chooses and is able to make. TIle other players then do SO in \Urn·

Possible declarations are:
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5 game points.

10 game points.
10 game points.

Ten Taroksl

A complete Cavalleric
(all four court cards ofone suit)
A halfCnvalierie
(any three court cards ofone suit with the Sclis)
All four Kings 10 game points.
Three or more Matadors (from above) 10+ 5 game points

As in Chapters) and 4. the first three Matadors are the XXI. Pagal and Sells;

further ~'Iatadors consist of the XX. XIX and so on down in unbroken sequence.

10 galTle points are scored for three Matadors plus 5 game points for each

Matador in excess of three.

KH (178) recognises a further declaration of threc Kings and the Seils,

for 5 game poinls. but DW (1795) and NS (1840) rule this out. KH probably

intends all declared cards to be shown; NS does not require ten Taroks to be

shown, but the player declaring thcm must state whcther or not he has (he PagaL

He need not say whether he in fact has more than ten Taroks. Each player making

a declaration is paid its value by each of the other threc players at the end of the

round ofdeclaralions.

Bidding

There are three positive bids, which arc, in ascending order: Frage ('1 ask');

Media/cur or Kmt/: and Soja. No player is obliged to bid, but a player who has

passed cannot re-enler the bidding. The bidding is opened by the player on the

dealer's right as soon as the dcclarations have been made and paid for4
. The

bidding procedure is not clearly explained, but probably a player does not have

the right 10 'hold· a subsequenl bid. that is, to claim a prior right to become

declarer al that le\'e1; the bidding simply goes round in rotation. each player who

has not yet passed having either to pass or make a higher bid.

;~-----
By analogy with olher games, il is probable lhal a player holding nine Taroks and the Sells may

d~lare ten Taroks, but lhis is nOI expressly st:lted.,
.AIOne of the sources. Ulmann places Ihe dcelarations after the bidding. which makes a greal

dllTc:reoce: bUllhis may be a mere mistake on his pan.
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If the declnrcr has bid Frage, then, when the bidding is over, he 'calls' a

King that he does not have: the player who holds that King becomes his partner,
but does not announce the fact. 0 provision is made for the case in which the

declarer has all fOUf Kings; perhaps a player with all fOUf Kings may not bid

Fragc, or perhaps he can call a Queen. If the declarer has bid Mcdiateur, he will

play alone against Ihe other three. Before play begins, he may ask for anyone

card, other than the Seils, which he does not have. The player who has it must

surrender ii, and receive in exchange any card from the declarer's hand that the

declarer chooses. In addition, the declarer must pay 10 the person who supplies

the card 10 game points if he has asked for the XXI, or 5 game points for any

other card. KH and BW allow the declarer, jf he wishes, to ask for two cards,

paying for both, but NS docs not allow this. If the declarer has bid Solo, he plays

alone against the other three without being able 10 purchase a carel.

Play

When the preliminaries arc completed, the player to the dealer's right leads to the

first trick, and the hands are played out according to the usual rules, the cards

ranking in their original order. The Seils scrves as Excuse, with exchange. When

Mediateur or Solo was bid, the three opponents keep together the cards they win

in tricks; when Frage was bid, each player keeps his cards separatcly, since it is

not known to all who the declarer's partner is..

Scoring

At the end of the hand, each side reckons the points it has gained on cards won in

tricks. The cards are counted individually, assigning to the counting cards their

standard values and I point to each empty card. There are thus 128 poinlS

altogether, and jf cilher side has more Ihan 64 points, they win game points frolll

the other side equal to the number of eard points they have above 645
. If Frag'

, In KH. the IOIaI number of poinTs is correctly given 3S 128. and a bid is explained as a conll1lCIIO

make, with olle's panner, if any. at leasl haJf the poinEs. It is laTer said, however. lhat the declard'·
wilh his panner, if he has one, ""ill receive as many game poillls as he has poinlS above 60, or paY
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was bid. each member of the losing side pays the appropriate amount to one

member of the winning side; if Mediateut or Solo was hid, the declarer pays this

amount 10 or receives it from each of the three opponents, If bolh sides have

made 64 points, neither p.:1yS the other. If a player who has declared three or more

Matadors becomes the declarer with a Frage bid, Ihen he and his partner may be

able to claim a further payment for Maladors at lhe end of Ihe hand. This will

happen if. by taking together the high Taroks Ihey originally held in their two

hands (which will necessarily be included in the cards they win in tricks) they can

fonn a longer sequence of Matadors than that which was originally declared.

They then receive, al lhe end of the hand, 5 game points for cach additional

Matador not included in the original declaration, Suppose. for instance, a player

declares four Maladors, having the XXI, Pagat, Sclis and XX, for which he is paid

15 game points by each of tile other three players. He later becomes declarer with

a Frage bid, and his partner proves to have the XIX and XVII, while he himself

has the XVIII and XVI. They can then jointly claim payment, at the cnd of Ihe

hand, for four more Matadors; each of them will receive, from one opponent, 20

game points.

If a player has none of the first three Matadors in his original hand, but

neverthcless undertakes a Mediatcur or (as is unlikcly) a Solo bid, he is liable 10

pay the opponents an addilional penalty of 10 game points for the three Matadors

if he fails to capture the Pagat; this applies even if, playing Mcdiateur, he asked

for the XXI. (Presumably it also applies if he asked for Ihe Pagat but failed to

bring il home.) It is nOI Slated whether he also has to pay for any additional

Matadors Ihe opponents may have between Ihem, On the other hand. if the

declarer at Mediatcur or Solo originally had the XXI and the Sclis, and captures

lhe Pagat in the course of play. he may at the end of the round claim from each

-
as many as he has belo\\' 60. PlainlY.lhis '60' is a misprinl for '6"'; bUllhe authors ofmllny hiler
texts, SPOtting the discrepancy. have corrected il in the wrong lVay. by Slating quite falsely thallhe
IOlalllumbcr of points is 120. The resull is baffling if olle does not know how the mistake arose.
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opponent payment for as many Matadors as he has in the cards he has won in

tricks.

From the Austrian literature on Tarok, one would assume that Tarok

games using more than 54 cards had died out there in the early XX century.

However, Piatnik of Vierma kept their 78-card Oro131arock pack (catalogue

number 1938) in print al least until the 1980's, and in 1992, Mag. Slrehl of

Piatnik responded 10 a quer)' from card game researcher Remigius Geiser with the

information that in recent limes these cards had been sold exclusively in the

Stubai valley, south-west of hmsbruck. Fortunately it proved possible to contact

a few surviving players in Fulpmes and Telfes and establish that the game played

there is a kind ofTarok l'Hombre using 66 cards6
. This unexpectedly provided at

the same lime a likely explanation of tile 66-card Tyrolean Tarock packs, several

examples of which arc known from the late XIX century. These packs, with a

variety of designs rrom di fTerCllt makers. are French-suited with the usual Tarocks

and coun cards, plus the numerals from 4 to 10 in the black suits and from Ace 10

7 in the red suits.

The Stubai valley game is known in the local dialect as Droggn, which is

the equivalent of Tarockierel1 (10 play Tarock). It has strong similarities to the

laler form of Tarok I'Hombre (7.2), though the pack is shortened, and there is

now the possibility to 3lmounce Pagat ultimo or Tou!. II is intcresting that some

of the players call the gamc "Fral1zosisches Tal"ock" (French Tarock), to

distinguish it from the 54-card Austrian Tarock games. They claim Ihat it was

brought to the Tyrol by French troops in the Napoleonic wars, al the time of

Andreas Hofer. Initially one would be tempted to dismiss this as fantasy, given

that people in the Tyrol havc a strong tendency to conncct everything possibh:

• John McLeod and Remigius Geiser: ~llIbai Droggl/ alUl Dohbm - twO Ih,j/l8 fossils ~;:
AlIs(rir;m card gallle 1(U/(lsclIpe (The PlaYing-Card, Vol XXVI [ No 6, May/June 1999, pp269 ~
and Vol XXVIII No I. July/August 1999. pp40-49)
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wilh their national hero Andreas Hofer. However, gIven that tlte French Tarot

games of the XIX and XX century arc themselves developments of Torok

rHombre. there is the possibility that a French connection could exist. Some

similarities to Frcnch games can be observed: Stub..,i Droggn has the same bids a$

Three-handl.:d Burgundy Tarot (9.3) and both gamcs. unlike most Gemmn Tarok

g:unes, a1l0\\ lrumps to be discarded at will. The Pagat in Droggn is called "dar

Kloa/lc" (== der Kleine. lhe small one), equi\'alent to tlte French tenn "Ie petit ".

and one term for trumps is "Adlfdde", evidcntly a corruption of French "atouts";

Droggn adopts the mle, found in no other game outside France, that the Fool can

\\in the last trick if the holder has already won all the previous tricks. Other

players, however. contend that Droggn was importcd from northern Italy by

Italian door-to-door salesmen ("Io-r/xll-droga,.') who used 10 sell their goods in

the T)TOI. This idea also could also contain a grain of truth given our theol)' that

Tarok I'Hombre originally came 10 Austria from Lombardy. though it has clearly

been subject to various influences and devclopmcllt since its arrival. The

description of Droggn that follows is based on a visit by Remigius Geiser and one

of us to Telfcs and Fulpmcs in 1996, wherc ovcr a period of lhrcc days we took

pan in somc games alld interviewed several players. The accounts of the game

lhat thc)' gavc werc reasonably consistent. though thcre arc a fcw discrepancies

and unccrtainties. which we shall documelU in footnOles, Somc of these

discrcp<lncies certainly rcnecl genuine variations in the game hetwecn diffcrent

circlcs of players. while a few may be due to impcrfeci recollection, since none of

Our infommnts had had the opportunil)' 10 play the game for several years prior to

our visit.

7.5 Orogcn ~lubai \'allev, T\'rol. XX eenturv}

Player.f;, Cards 1I11d Terminology

There arc three activc plnyers, but four people can take 1:k1rt. in which case lhe

dealer "takes a holiday", receiving no cards and laking no part in the bidding and
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play of Ihe hand. A 66·card French-suiled Tamck pack is used1
. Packs of Ihis

type were available until the early XX century, but in more recent times Ihe

Piatnik 78·card GroBtarock was used, lhe 3 lowest cards of each suit being

thrown out. The pack therefore contains 21 trumps (Adlldde or Triimpft), the

Fool (GsliefJ) and II cards in each suit, milking in the original order, the numeral

cards running from 10104 (low) in Ihe black suits and ace to 7 (low) in red. The

XXI is known as der Moml (the moon) or der GrofJe (the big one) and the I is der

Pagat is dar Kloane (the small one). The King of a suit is sometimes known as

de,. flOllor - only the Kings are called honours in this game, not the XXI. I or

GstieB. Dlher picture cards in the suits are called MllI/dle" (little people): the

Queen is de Dam, the Cavalier is der Reiter and the Jack is dar 8/1a. Numcml

cards in the suits are laare Karlen (empty cards). The word for a long suit is der

Rill, and der Fuchs (the fox) is a suit singleton other than a king in the declarer's

hand. Leading to a trick is known as welfell,

Deal

The deal and play are clockwise. The cards are dealt in three rounds of seven

cardss, each player receiving 21 cards in all. The last three cards are placed face

down in Ihe centre to foml the talon. The turn 10 deal does not rolate: instead, the

dealer for each hand is the declarer from the previous hand. This means that in

the 4-player game, the players do not sit oul equally often, but each player

continues to play until he becomes declarer, after which he sits out for one hand,

Any player may end the session by mmouncing that the neXl declarer will deal the

first of the lasl Ihree hands: lhis is a rather convoluted way of saying that the

session will end after four more deals.

lOne player said that he had also played the game with 78 cards. The deal is then in fives and]9
card points arc needed by Ihe declarer to win [he game. Olherwise the roles are lhe same
(probably Sllper Mord should score 169).

I The [alon IlHly be deal[ in [he middle rather than at the end or the deal _ ror example aftU:;:
second batch or 7 cards 10 each player. One player said lhal lhe deal could also be in batches 0

5-5-3-3-10100.



Tarok-I'Hombre 143

Bidding

Starting with the player to dealer's left, and continuing clockwise, each player has

just onc opportunity to bid. Thc lowest bid is an Allsager, announced by saying 'j

sog 0'" or simply 'hille;ll·. If this is the final bid. the declarer will take the three

lalon cards. discarding three. and also "buy" a card by asking for a specific card,

which l1lUst be surrendered by the opponent who holds it. the declarer giving a

card of his choice in exchange. The second bid is Solo, which is thc same as

Allsager save that the declarcr does not buy a card. Above Solo is Super. in

which thc declarer neither takes the talon nor buys a card. The highest bid of all

is the cxtrcmely rarc Super Mord, which is a Supel' in which the declarer

undertakes to win evcl)' trick. A player who does not wish to bid, when there has

not yet been n positive bid, says 'weitel". Once a player has bid, subsequent

players who have yct to speak may either bid higher or pass by saying 'gul'. Note

thm players cannot increase their bids, so a player who wishes, for example, to

play Solo or Super should bid it at the first opportunity. If everyone says 'weiler',

the cards are thrown in and thc same player deals ngain - this is quite unusual, but

happens occasionally.

TalOIl exchange alld buyillg

If the contract is an Ansagcr or a Solo, the declarer takes the talon cards without

Showing them9 and discards three cards face down. [t is illcgal to discard the

Gstie13, Mond or Pagat. If a king is discarded a trump must be discarded with it.

Apart from these restrictions, it is legal to discard any cards, including trumps.

The discard of a trump, with or without a king. is not announccd to the other

players. If the bid is an Ansager, the declarer also places a fourth card face·down

in the centre of the table. separate from the talon. asks the opponents for a

SPecific card - for example a King or the Mond. The opponent who has this card

gives it to the declarer and takes the fourth face-down card in exchange. If the

;-:------
. ~me pray thaI in an Ansager, lhe declarer exposes the talon before picking it up. bUI in a Solo il
IS PIcked up withoul showing it.
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declarer in an Ansager forgets to buy a card, or try (0 buy a card that is already in

his hand or discard, the opportunity to buy lapses, but the game is still scored as

an Ansager, not a Solo. In a Super (or Super Mord) the lalon is left face down

and its value counts with the declarer's tricks.

The declarer may earn an extra bonus by wiMing the last trick with the

PagaL The bonus is doubled If the intention to win it is announced in advance by

placing the Pagm face-up on the table beside the talon before the lead 10 the first

trick. The word used for laying oul the Pagal in this way is {lIIs/egen. In the case

of a Super Mard, if the declarer holds the Gstie3, this can be used to win the last

trick, provided that the declarer has won all the previous tricks and there 3fe no

other trumps in the last trick. In this case the GstieB must be laid out beside the

talon before the lead to the first trick. The GstieB and the Pagat cannot both be

laid out together. Having I1nished exchanging, discarding, buying, and laying out

the Pagat or Gstie6 if appropriate, the declarer says 'ich liege'.

A1I1l0llllCemel11s

Aflcr the declarer has said "ieh liege', lhe opponents have the opportunity to

double the score for the game (and the Pagat if laid out). This is called Jchiepen,

or more often eitlen Schll'Qchell gebell. First the opponent to declarer's left either

passes by saying 'gill' or 'komm', or doubles thc stake by saying "all Schwochll'.

If the firSt opponent passes, the second opponent has the same options. AI this

slage it is also possible for a defender to layout the Pagat, thus undertaking to

win the last trick with il. If either opponent has doubled, the declarer has the

chance to redouble (Relollr), after which the either opponents can double again

with a further Relour, and this alternate doubling by declarer and opponents can

in theory continue without limit, until one side declares by saying 'gut' that the)'

do not wish to double further. In practice it is rare to go beyond a Schll'ocher and
the first Relollr. Any doubling affects the payments between the declarer and
both opponents equally. Note also that a Schwacher and all RelOllrs apply 10 lbt

game and to the bonus for any laid OUI Pagal. Although the game and the pa
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bonus are scored independently (one may be won and the other lost), it is not

possible to double them separately.

Play

Play is clockwise, under the usual rules, except that it is the declarer who leads to

the first Irick. The Gstiell serves as excuse without exchangc lO
. If it is led 10 a

trick, the second player may play any card, and this delermines the suit (or

trumps) to be followcd by the third. If the Pagat was laid out, the holder is not

allowed 10 play it as long as there is a legal alternative; ifpossible the Pagat must

be kept until the last trick. rf the Pagal was not laid out, but is played to the last

trick, it is customary to draw attention to this by saying' Illtimo'. Some but not all

play that if the declarer has the lead to the second to last trick, holds the Pagat and

the Gstie13, and there are no other trumps remaining in play. the declarer can play

these two cards together saying 'Kleiner /lild GSliej3 UlTimo', winning both tricks

and a bonus.

The opponents keep the tricks they have won together in a common pile.

Players are allowed to look back through the previous tricks taken by their side,

but not at the other side's tricks. In a Super or Super Mord, no one is allowed to

rook at the talon until the end of pray, so it must be kept separately from the

declarer's tricks.

Scoring

At the end of the play, each side counts the card points in the tricks it has WOIl,

the talon or discard counting with the declarer's tricks. The cards have Ihe usual

values and are counted in threes, so that there are 74 points in all. Since no card

is given in exchange for the Gstie13, if the trick to which it was played was won by

the opposing side, the side that played the Gstiefi will have a single card lefl over,

Which counts as one point less than its nominal valuc, and lhe other side will have

"G ~ne player said lhal it is illegal 10 play the Gstie13 10 lhe lasl Irick. The others said thaI lhe
Slle!] can be playcd to the last trick, bUl lhat it is never sensible to do so.
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one group of only IWO cards, which counts as though it were a full group of three

The basic scores arc 20 game points for Ansager, 40 for Solo and 80 for Super.

The declarer needs al least 37 points to wiol], and then receives the basic SCOre

plus the excess of his card points above 37. If the declarer has 36 or fewer card

points he loses the basic score for the bid plus the number of card points by which

he is below 37.

Independently of the above scores, further game points arc won or lost if

Ihe Pagal was laid out, captured or played to the lasl trick. Irthe Paga! was nOi

laid out, but is caprured by the declarer from the defenders or by the defenders

from the declarer before the last trick, the side which captures the Pagal wins 5

game points for this. If the Pagal was nOI laid OUI but is played to the last trick,

the side which played the Pagat wins 10 game points if the Pagal wins the trick,

but loses 10 game points if it is bealcn by another trump (even if the trick is won

by the Pagat player's partner). If "Kleiner und GSlieB ultimo" is allowed, the

score for it is 20 points, replacing the score lor the Pagal ultimo. If the Pagat was

laid out, the side that held it wins 20 game points if it for wins lhe last trick with

it, but loses 20 game points if it does not win the last trick, either because it is

beaten by a higher trump, or because it was forced oul earlier.

The score for Super Mord is 167 game points. This is equivalent to 80 for

Super plus 37 for overshOOI points plus a bonus of 50. If the Pagat or GsticJ3 was

laid alit, it is worth an extra 20, making 187 game points. If the declarer fails 10

win every trick, the entire 167 or 187 game points are losl. When Super Mord is

played, there is no score for capturing the Pagat, nor for winning Ihe lasl trick

with it if il is not laid oul. If the Pagat is laid out and a trick is 10SI. the play ends

and 187 points are lost even if the bidder would have been able to win the last

II One informanl said lhat if the declarer and opponents have 37 poims each, il is a lie. and dJlI
declllrer neilher wins nor loses any game poinrs.
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trick with the Pagat 12
. If the declarer wins every trick without having announced

Mord, this is called a Match. The declarer scores the basie game value plus 37

points - this is simply the score for taking all the cards. including the GstieB.

If there was a Schwachcr, Retour. elc., the points for the game, the

difference from 37 and the laid out Pagat (or GstieB) if any arc all doubled the

appropriate number of times. The points for winning or losing the Pagat in the

last trick. or for capturing the Pagat earlier, are not affected.

The defenders always score equally, and if there are four players, the

dealer also scores with the defenders. When scoring on paper (as is usual), this is

achieved simply by adding or subtracting the appropriate amount from the

declarer's cumulativc score. At the end of the session, there is a payment

between each pair of players proportional to the difference between their scores.

The usual Slake is 10 or 50 Groschen per point.

Tactics

It is not necessary for the declarer to have a large number of tmmps; five

point cards are more important - especially Kings. Declarer will often buy a

missing King, or the XXI holding the Kings of all his suits. Long trumps are an

added advantage to declarer of course. and may make it worthwhile to buy the

Pagat and lay it out or at least aim to win the last trick with it. A great danger for

the declarer is that of losing tricks in the suits to one defender after the other

defender has nm out of both that suit and trumps and can throw counting cards on

thc tricks. The declarer will therefore often start by leading from a long suit,

aiming to dispose of all his losers in that suit while the opponents still have

"p Super Mord is a once in a Ilfelime bid, and we did not eSlablish for cenain which of lhe various
. agal SCores can be combined with II. We were lold Ihal Ihe Pagal or GSlieB can be laid QUi
tn~reasjng lhe score from 16710 181, and lhe main desf;:Tlption gives the simplesl rule eonsislen;
Will! this -lhallhe enlire 161 or 181 points are won or 10Sl as a whole. and lhcre are no further
~arale ~o~es associated wilh the Pagal. An allematlve, lhough less likely. inlerprelallon would
I lh~l Winning IIl1lhe lricks is worth 161. and lhal aillhe normal Pagal bonuses apply in addition
.0IhIS. In thai casc. for example. a declarer \\ho did nOI hold Ihe Pagat would in fael win 112
~~~lldl~g lhe S for catching Ihe Pagal. and II declarer who caughl the Pagal despile losing some

r lrtck would lose only 162.
L-_
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trumps. Conversely, it can sometimes be right for the defenders to lead trumps,

especially when the trumps arc vcry unequally distributed between them. When

the declarer leads from a long suit, the defenders should not release their pictures

in that suit prematurely. especially when the suit is unequally divided between the

defenders.

Often the defenders williI)' various SUI Is. aiming 10 locate declarer's void

and then keep leading thai suit so as to weaken declarer's trump holding. The

defenders should always try to keep the declarer in Ihe middle, so declarer's right

hand opponent should beat the other defender's cards when practical. It is far

better for the defence if the declarer plays second to a trick rather than last,

especially when the defenders begin to attack a new suit. When the defenders

atlack a new suit, it is often difficult for them to know whether to play the King.

hoping to win, or to play low cards hoping th:ll the declarer has to trump. A

defender who is short in trumps will often prefer to hold back Kings and Queens,

as these can more safely be thrown on partner's lrump Iricks later. The declarer

can sometimes exploit this by keeping a single card in a suit (a fox), which may

be lost cheaply or even win a trick.



CHAPTER 8

Tarot in Piedmont and Savoy

The Discorso given by Francesco Piscina da Cannagnola in 1565 to the recently

founded University of Monte Regale (now Mondovi) is evidence that the game of

Tarot was known in Piedmont by the mid·XVI century. The cards wcre,

however, known there as early as 1505: the document from Avignon mentioned

on page 17 records an exchange between the Avigoon cardmakcr Jean Fan and

two men in Pinerolo, one a paper manufacturer and the other. Bemardine TOllque,

a cardmaker. Pinerolo was famous at the time for its paper, and Fort is to send

woodblocks for printing cards, two gross of packs of the Lyons type, 48 Tarot

packs. together with pig bristle and colours in exchange for paper. Presumably

Tarot cards were not only known but made in Pinerolo at Ihal time. Piedmont is

the one region of Italy that appears to have been innuenced by more than one of

Ihe three original Tarot traditions. From Piscina's Di.KOr.'lO il is apparent Ihat it

was influenced, as one would expect, by the lrump order of neighbouring

Lombardy. including the characteristic Lombard placing of Temperance between

Dealh and the Devil: 1 and descriptions of Piedmontese games from the XVIII

century show that it was likewise innuenced by Milanese modes of play. But

both Sources indicate, surprisingly, a strong influence from Bologna. The lrump

order given by Piscina, wilhout aunching numbers 10 the Irumps, differs from the

,
g. Apa~ from the two e,.ceptions mentioned. the lrump order given by Piscina coincides with lhal
~en 10 a poem \\Tilte.~ a.boot I570. describi~g ladies ~t the c~rt of Pav~a. ~nd also Wilh that of
~ pack by Jacques Vlevllle (see below). This rn-der dIffers shghlly but SIgnificantly from lhat in

Tamt de Marseille: trumps VII to xt run as follows in the IWO orders:
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Lombard one in lwo remarkable respects. First, the highest trump is the Angel,

followed immediately by the World; and this is characteristic of the Bolognese

trump order, as also of that observed in Florence. In the Lombard order, it was

from the beginning, and remained ever after, the other way round, with the World

as the highest trump, followed by the Angel. (In the Ferrarese order, the World

was again the highest trump, but it was followed by lustice and only then by the

Angel.) Secondly, the four trumps immediately higher than the Bagauo, namely

the Pope, Popess, Emperor and Empress, ranked equal. This was otherwise an

exclusively Bolognese characteristic, these four cards being collectively known in

the Bolognese game as Papi (Popes); ifmore than one was played 10 a trick, that

played last beat the others. (This remains a fealure of the Bolognese game, but

since 1725 the four 'Popes' have been replaced by Mori or Moors.)

The first of these (wo features has been obstinately preserved in Piedmont

to this day. In the fonn of pack now used, the Tarocco picmontese, which uses a

panem descended from the French Tarot de Marseille, the World is clearly

numbered 21 and the Angel 20; but in all Piedmontese games the Angel is treated

as higher than the World. and has inherited the poinl-value of 5 points anached in

Lombardy (and in all games outside Italy) to the World; in Piedmont the World

has no special point-value. The second fCaiure is not still universally observed in

Piedmont; but, as we shall see, it prevailed in games played in Savoy in the XVIII

century (games 8.25 and 8.26 - sec p. 172), in ones played in Nice in 1930

(games 8.43 and 8.44), and prevails to this day in ones played in the Asti region

of Piedmont (games 8.40, 8.41 and 8.42).

PiscilJa & Vitvilte Tarol de Marseille

the Old Man XI Sirength
lhe Wheel X lhe Wheel
SlTenglh Villi the Ilennil

lhe ChariO! VIII juslice
Juslice VII the ChariO!

The Old Man corresponds 10 lhe Hennil. The Tarol de Marseille order may have been derncd
from lhal observed in Milan ilself, bIll has no known Ilalian alleslalian. See pp. 111-112.
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These facts strongly suggest thai Tarot was first introduced into Piedmont

from Bologna, perhaps early in the XVI century, but was soon subject to

influence from Lombardy. It seems unlikely that Piedmontese players should

have retained the tradition of treating the Angel as the highest trump and as

having a high point-value had they not originally been used to treating it in this

manner and to playing with a fonn of pack in which it did not bear a lower

number than the World, probably because the trumps were not numbered at all, as

they w"ere not in Bologna until the late XVIII century. Unfortunately, we cannot

verifY this, because no Piedmontese playing cards of any kind have survived from

before the XVIII century. Ducal edicts testify to massive importation of playing

cards into Piedmont from France, and the Piedmontese went over early to using

the French suit-signs instead of the Italian ones for the regular pack, probably

copying imported French packs. The design of Tarot packs is always more

resistant to change than that of regular packs, however. The earliest Tarot packs

made in Piedmont that have survived date from about 1735; their pattern is

copied from the Tarot de Marseille. We have an example by Jean Dodal, active

in Lyons from 170 I to 1715, of a prototype of these Piedmontese packs, marked

as made for export, presumably to Piedmont. The pattern underwent a

considerable evolution in Piedmont, ultimately into the modem double-headed

Tarocco piemontese, the only fonn of 78-card pack now manufactured in Italy.

But the Piedmolltese packs from the early XVIII century had not yet evolved

significantly from their French originals; this suggests that the use of Tarot packs

Imported from France had only recently become general. Presumably, then, a

native standard pattern for the Tarot pack had previously been in use in Piedmont,

mOst likely with unnumbered trumps and perhaps used until the cnd of the XVII

CCntury; but, if so, we have no specimens of it. From one celebrated pack made

In Paris in the mid-XVII cenhlry by Jacques Vieville, we know that there was in

France a standard pattern for the Tarot pack quite different from the Tarot de

Marseille; this was ancestral to the pattcm used and manufactured in what is now
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Belgium, an example of which was made in Rouen in about 1723, probably fOt

export to the Austrian Netherlands. This pattern has some Bolognese

characteristics. though greatly changed; it can have entered France only from

Italy. Did it do so through Savoy? Is it a descendant of the missing original

Piedmontese pattern? These are tempting speculations; but as yel they remain

only speculations.

From 1739 onwards we have travellers' reports of TarOI being played in

Piedmont.2 A great many different Tarot games were played in Piedmont; there

was no such greal variety in Lombardy. The earliest actual aCCOUnl of

Piedmonlcsc Tarot games is given in ['rim; Elementj c Regale del GilioeD de'

Taroech; (PE), Turin, 1787. Some hints may be obtained from Regole

i"alrcrabili per I/ltli i gi/loclli di Tarocco deui di commercio (Rl). by Carlo 0 ....

Turin, 1830; but this lakes Ihe rules of the games as known, and merely lists

penahies for a misdeal, revoke. etc.

General rules alld lermi1/ologyfor Piedmonlese TarOf games

In PE the generic word for trumps is Irionji, but in RJ they are called larocchi.

The XX, I and Fool are called I 'Allgelo, iI Bagano and j/ Folie; the XXI is called

iI Mondo; these three cards and the four Kings are called collectively 'honours'

(ollon). A Queen is called a DOl/na. The XX is the highest trump, followed by

the XXI, then the XIX and so on. Save in Trentuno and Sedici, the cards have

their standard values, save that the XX is worth 5 points and the XXI is en emptY

card; the Fool has its slandard value of 5 points. Except in Trentuno and Sedici.

the Fool serves as Excuse, with exchange; the exchange is made at the end of the

hand. If the player or side which had the Fool makes no tricks, it must be

I A leiter of Thomas Gray's from Turin, dafcd 16 November 1739, lesfifics to its being played in
Ihat city; sec The Leners of Thomas Gray chronologically arranged from Ihe Walpote andM~
Collections, VO,I. [,.London, 1827, p. 54, There is n referen~e ill De L~ Lande, Voyage d.:
Fran~ois en halle fall dans les a~~ I~65 & 1.766, Vol. ,I. Ven.lce and Parts, t7~9, p. 217, [0 rJ
Tarocchi, espece de cartes p3nlcu!leres as bcmg made III Turin. Joseph Bareltl, An Aecounl ..
the Mllnners and CUSloms of Italy, Vol. II, London, t768, speaks of fhe game of TarOCt:o as
vogue in Piedmont and Lombardy.
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surrendered to the player or side lhat won thc trick to which it was played. If the

dealer has to make a discard. he may never discard an honour. RJ allows no

exceptions to Ihis rule: PE allows two. (I) A player holding the Bagal10 but

neither the Fool nor any other trump may discard the Bagano. (2) A player

holding the Fool may discard it if he belicves that without it he may make a \'010,

i.e. win all the tricks. (11 is not explained what happens if a player discards the

Fool but loses a trick; a suitable rule would be that at the end of the hand he must

surrender the Fool in exchange for another card to the player or side that first won

a trick from him.) If Ihe dealer or the dealer's side make no tricks, the discard

must be surrendered 10 the winner of the last trick. When the dealer has

discarded, he says "1-10 scar/awl' ("I have discarded'') and play begins. In certain

games, the dealer has some freedom to choose how many cards to give out in

each round of the deal; but he must state his choice before dealing. In all games

in which the whole pack is dealt out, there is a pause after the first round of the

deal 10 decide whether or not to continue it. If all players, after looking at the

cards so far dealt to them, agree to abandon the deal in favour of a new deal by

the next dealer. this will be done; it is called andare a mollie (going to the

mountain); a proposal to abandon the deal is made by saying 'A monte'. A vola

(slam) usually wins an agreed bonus. A marcia is a win in which the opponents

do not reach half the points needed for victory (or somelimes one third of them);

a marcio is paid double. In Pennesso games, and in four-handed games with

fixed pannerships, other than Consiglio. many players used conventional signals

10 instnlct or infonn their partners. PE is severe on this practice, calling it iII

bred; but RJ allows ccrtain signals as established by ancient custom. Thesc

signals, madc when leading 10 a trick, arc: baffcl'e (striking the table with one's

hand), asking the partner to lake Ihe trick and relUm the same suil; pizzicare

(pinching the card). 10 show that the Bagatlo is in danger of being lost; and andar

I'in ('going away') or mollare ('Jeuing go'), perhaps made by dropping the card

from a heighl, asking the partner to switch to another suit.
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8.1 Three-handed Venticingue (Piedmont, c. J 750 to c. 1850)

This game figures in lhe list given at the bcgiruling of PE, but through some

oversight is not described in the text that follows. It can be reconstructed fTOm

the rules given in RJ as governing it and fTOm the general rules given in PE, The

dealer gives five cards to each player in the first round of the deal, and ten to each

in the second and third rounds; the dealer takes the last three cards and discards

three. R1 allows the discard of three trumps. provided that they are all below the

XVII, but forbids the discard of the Sagano. After each round of the deal, the

players may go a mOllie if all agree. Each player plays for himself; a rubber

(portifa) consists of three hands. The cards arc counted in threes. so thatlhere are

78 points altogether. At the end of each hand, each player records a score,

positive or negative, equal to the difference between his poinHotal and 26.

keeping a cumulative tOlal from hand to hand. The winner is that player who, in

the course of the last hand. first makes sure of attaining a positive cumulative

score by lhe end of the rubber. If, when the third hand begins, he has a

cumulative total of more than 26, he is already in this position, since he cannol

lose more than 26 points in the third hand. If, in the course of the third hand, he

has won tricks worth, say, 10 points, he will nOI be able to lose more than 16

points in thaI hand; so, ifhe started the hand with a total of 17 points or more. he

has become sure of having a positive score at the end of play. The first player

who. during the third hand. or before it has begun to be played, has reached this

position, says'Fuora' ("Out') and becomes the winner of the game. The other

two players play on, to detennine payment. If. at the end of the hand. both the

other two players have negative or zero scores, each pays the player who went oul

5 game points; but if one of them has a positive score, he pays and receiVes

nothing, and the third player pays the winner 10 game points. PE says that a

player who has announced' PI/ora' places his rcmaining cards face down on the
. 10tablc and takes no funher pan in the play, bUI concedes that some alloW hun

continue playing, throwing his counting cards on the tricks of whichever of (be
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other tWO he favours, but condemns this as an ungentlemanly act (allO poco

graziOsO). RI, however, requires him to continue to play, but da filOl'i. This

means that he gives a card to the winner of each trick, but cannot himself win a

trick. even if he gives a card that would beat the two played to it. RI lays down

that he must give whatever card he is obliged to, and will be penalised by 5 game

points to each of the other IWO for each infringement of this rule.J It may be

inferred that he must give a card orthe suit led ifhe has any, or a trump ifhe has

not: bul this will often slill leave room for choice, and no indication is given in

Ihe text which card he must give in such a case, except that he should be

'impartial'. Possible rules would be that he must always give the highest-ranking

or the lowest-ranking card he legally can (see game 8.42).

8.2 Three-handed Partita (Piedmont, second halfof XVIlI century}

This game is not mentioned in RI. The deal and discard are as in Venticinque;

each plays for himself, but all play on until the end of each hand. The cards are

counted in twos, so that there are 91 points altogether, an odd empty card

counting 1/2 point; at the end of each hand the player wilh the highest point-total,

even by 1/2 point, is paid by bolh opponents. Apparently the payment is fixed,

and does not vary with the point·total.

8.3 Partita (Piedmont, c. 1750 to c. 1850)

The four players each draw a card from Ihe paek: those with the two highest cards

become partners, as do the other two. Partners sil facing each other across the

lable. The player who drew the highest card becomes the first dealer. The dealer

~~----
The passage From RI aboullhe winner's playing dull/or; after going 001 is as Follo\\'S. 'Quando

uno dei giuocatori sara giunlo a quel lermine di vincila che non pub piil perdere la partila. ci<X
~~r.\ nell"ullima distribuzione piiJ di ventisei punti di guadagno. sani obbligaTo a giuocare, come si

ICe. dafilOr;; cioe tUlle Ie sue cal1efirme s.enza piiJ tirame aleun partito sulle inFeriori, e quindi
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gives nineteen cards to each player, takes the laSI IWO cards and discards two. RI

allows him to discard two trumps below the XVIl, not including the Sagana. The

cards are counted in fours, with two empty cards left over counting 1 point; there

are thus 72 points ahogelher. PE stales Ihal some prefer 10 counl the cards in

twos, giving a total of 91 points. The winning side receives an 0110ranza of 10

game poinls; presumably this is doubled for a marcio (when the losers have 18

points or fewer), and trebled for a vola or slam. No memion is made of any

further payment.

8.4 Two-handed Venlicinguc (Piedmont, second half of XVIII century)

This game is mentioned only in PE. The dealer gives twenty-five cards to his

opponent and takes twenty-eight for himself (an exira three on Ihe lasl round of

the deal); the method of dislribution is not stated. The dealer discards three cards

under Ihe usual restrictions, saying '/0 "0 scarlalo' when he has done so; the

opponent then leads 10 Ihe first trick. At the end of the hand, the cards are

counted in twos; the playcr with the higher poinHotal has won, and his opponent

pays him J game point. Players agree in advance what bonus there should be for

a marcio (gaining more than twice as many points as the loser) and for a vola

(winning all the tricks); there may also been bonuses for a Iriplice or a

quodriplice (respectively having more than three or four times as many poin as

the loser). (One might score J game poinl for a simple win, 2 for a marcia, 3 for

a Iriplice. 4 for a qlladriplice and 6 for a 1'010.)

8.5 Morto (Piedmont, second half of XVIII century)

This is another two-handed game, again mentioned only in PE. II is exactly Jilee

game 8.4, save that the twenty· five lIndealt cards are placed face down to fonn a

dovendo perderle Ie dam a quello dei giuocalori che imparzialmcnle occorrem. ConlrnV"endo
lale obbligo pagherll I"onornnza di cinque punli per volta a caduno dei due avversari'.
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stock. After erich trick, the winner of that trick takes the top card of the stock,

showS it to his opponent and places it on the pile of cards he has won in tricks. In

this way by the end of the hand all 78 cards will be shared between the players,

who will have 91 points between them; an odd empty card is worth YJ point.

8.6 BaroneniiPiedmont, second halfof XVIII century)

This is yct another game mentioned only in PE. It is a two-handed game for

children. excellent for teaching (hem Taroechi. The dealer gives ten cards to his

opponent placing (hem in a pile and turning the last one face up on top. He then

gives himself a pile of ten cards in the same way, likewise (liming the last one

face up. Then hc gives in tum two more such piles of ten cards. with the last of

eaeh face up on top, and lastly a pile of nine cards to each, with the last face up.

The dealer's opponent starts the play, both players using only the cards face up on

top of their four piles; whcn a eard has been played from a pile, the next card in

the pile is tumed face up unless the pile is exhausted. The usual rules apply: onc

must follow suit if possible, and, if it is not possible, onc must playa trump if

possible. At the end of the hand, the cards arc counted in twos, and the player

with the higher point-total is the winner.

The next game, Mitigati (also spelled Milligati), is the Piedmontese

version of the classic game described in Chapler 3. It is distinguished by the

players' scoring bonuses for special combinations of cards held in their hands and

declared before the start of play.

fl.7 Mitigati.fl:iedmont, c. 1750 to c. 1850)

There are three players. The dealer gives five cards to each in the first round,

follOwed by (Wo rounds often each. Hc takcs the last three cards for himself, and

diSCards three; he may not discard honours, nor, according to RJ, trumps. He then

5a}S, 'Ho Scarlato'. and the declarations arc made in order before the lead is
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made to the first trick. Each player must make any declaration he is entitled 10,
and is penalised if he fails to do so; he does not show the declared cards to his

opponents or further specify what Ihey are. A player making a declaration is

immediately paid its value by each of the other two players. Declarations, with

their values, are of three kinds.

Mitigafi: the XXI, I and Fool; worth 10 game points in itself.

Honours: any three or more honours; worth 10 game points for three, plus 5

game points for each honour above t1uec.

Trumps: len or morc trumps; wOrth as many game points as there are trumps.

It is allowable to declare both Mitigati and Honours; a player with the XXI, I and

Fool, but no King, is thus paid 20 game points by each opponent. Presumably,

for a declaration of Trumps, the Fool counts as a trump, although this is nol

specified. PE notcs that some award 30 game points for Mitigati and that some

award more or less than 10 game points for Honours.

Aftcr the declarations, play lakes place as usual. At the end of the hand,

the cards are counted in threes, so that there are 78 points in all. If only one

player makes 26 points or more, he is paid 10 game points by each of the

opponents; if two make 26 or more, the third player pays each of them JO game

points. A player who wins the last trick with the Bagatlo is paid 30 game points

by each opponent; if he loses the Bagano in the last trick, he pays 30 game points

to each. A player who loses the Bagatlo in a trick before the last one pays 5 game

points 10 each opponent; there is no bonus for bringing the Bagalto home before

the last trick.

RJ envisages a possibility, not allowed for in PE, of announcing an

intention to win the lasl trick with the Bagatto (Bagano "/Iimo). Presumably this

must be done in the course of the declarations. One who has announced BagallO

ultimo is not allowed 10 play the Bagano until he is forced to. Ifhe succeeds, he

is paid 30 game points by each opponent, the same amount as if it had not beCfI

announced; if he fails, then, even if he brollght the Bagatta home, he pays each 0
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,hem 30 game points. The incentive to announce Bagano ultimo is provided by a

pot. called ghillghetta, won by a player who makes an announced Bagano ultimo,

and doubled by one who announces it and fails to make it; presumably all

contribute to it whenever it is empty. A player who has announced Bagano

ultimo is not allowed to lead any of the top five trumps (unless, of course, he has

no other cards save the nagana). RI also envisages another player's responding

to an announcement of Bagano ultimo by announcing an intention to capture the

Bagallo. If he captures it, the player who announced ultimo pays him 60 game

points, and nothing to the third player; if the ultimo succeeds, the ultimo player is

paid 60 game points by the one who announced he would capture it, and nothing

by the third player. What happens if the third player captures the Bagano, or the

ultimo player brings it home before the last trick, is not explained; a possible

solution would be that, in the first case, the third player is paid 30 game points by

both the other two, and that, in the second, the ultimo player pays 30 game points

to each of the other two as usual.

8.8 Two-handed Mitigati with the Mono (piedmont. first halfof XIX centurv)

This game is mentioned only in PI. It is apparently exactly the same as game 8.5,

s<wc that the players may make the same declarations as in Mitigati, scoring for

them in the same way, may score for winning the last trick with the Bagatlo, and

perhaps may announce an intention to do so. The dealer may discard neither

honours nor trumps.

8.9 Two·handcd Miligati with a large discard (Piedmont, c. 1750 to c. 1850)

TIIC description in PE is cxceptionally vague. but thc following reconstruction is

probably Correct. The dealer gives twemy·five cards to his opponent and twenty.

six t h"o Imself: the opponent discards twelve cards, and the dealer discards

thirtccn. The dealer now gives twelve morc cards to his opponent and himself,
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and takes the last three cards, discarding three. Neither may discard honours; RI

adds that trumps may not be discarded either, but this may sometimes be

necessary. Declarations, as in Mitigati, may be made before play begins, and

there are the same penalties for losing the Bagatto, and the same bonus for

winning the lasl trick with it. It is unclear whether an intention to win the Bagana

in the last trick may be announced. At the end of the hand, the cards are CQumed

in twos, making a total of 91 poinls; all discarded cards count for the player who

discarded them. A player who makes 46 or morc points wins. From indications

in RJ, il appears that the loser pays 10 the winner J0 game points, or 20 if the loser

has fewer than 23 points, plus as many game points as the winner has points

above 46. If the winner has made vola (taken all the tricks), the loser surrenders

to him all his discarded cards and pays him 130 game points.

8.10 Donare (Piedmont. c. 1750 to c. 1850)

This is a game with five players, each of whom plays for himself. The dealer

gives fifteen cards to each player, taking the last three for himself and discarding

three, which may not include honours. Play is as usual. According to PE, the

cards are sometimes counted in threes, sometimes in twos, and sometimes singly;

in the last case, the counling cards have their standard values and empty cards

count I point each, so that there are 130 points ahogether. There is no

information about the method of scoring. RI mentions acc/lsaziolli (declarations),

presumably as in Mitigati; bUI PE seems not to envisage them. So far as appears.

there is no bonus for Bagatto ultimo.

8.11 Consiglio (Piedmollt, c. 1750 to c. 1850)

There are four players, divided into two fixed partnerships; but, unusually

partners sit side by side, preferably on one side of II rectangular table, and (11&1;

show each other their cards and freely consult with one anOlhcr in a low VOl
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The dealer gives nineteen cards to each player in four rounds, the first or the last

of four cards and the others of five cards each. He takes the last two cards for

himself. discarding two. which may not be honours nor, according to RI, trumps.

According to PE, the cards are counted in twos, giving 91 points altogether. A

rubber consists of four hands. There are no bonuses; each side records its points

for each hand, whether it WOI1 or lost, and keeps a running total: that side wins

which has made the most points by the end of the rubber. RI, which waxes lyrical

about the merits of the game, describes it differently. According to it, the cards

arc counted in fours, two cards left over being counted as if they were four, so

that there are 72 points altogether. Each hand is then scored for separately; the

winning side receives as many game points as it has points above 36. Though

there arc no declarations, there is a bonus of 30 game points for winning the last

Irick with the Bagauo (and presumably a penalty of 30 game points for losing it in

the last trick, and perhaps of 5 game points for losing it in any other trick). (A

bonus of 30 game points seems excessive when payment for winning the hand is

so low; a basic score of 10 game points for winning would even it tip.) Clearly,

PE and RI are concerned with very different fonns of the game.

The next game is played with the shortened 54-eard pack. This does not

appear to have been known 10 the author of PE, but figures in RJ; we should

therefore put its introduction into Piedmont at around 1800.

8.12 Consiglio eastrato (Piedmont, first half of XIX century)

This game, mentioncd only in RI, is identicnllo game 8. I I save for being played

with 54·card pack. Each player receives thirteen cards, the dcaler giving himself

lhe last two and discarding two. The cards arc counted in fours. two cards left

OVer being treated as if they were four, so that there are 66 points altogelher.

Each hand is scored for separately; the winning side receives as many game
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points as it has points above 33. There is a bonus of 30 game points for winning

the laSI trick wilh the Bagauo. (The same remark applies as under game 8.\1.)

The next set of games to be described, the Pennessi, are the Piedmontese

equivalents of the games known in Lombardy as Tarocc'Ombre. Their derivation

from Ombre is atlested by the use of the teml 'ombrll' for the declarer who will

pia)' alone against the other two; the expression 'StIllS prendre' for one of the bids

is taken from French Ombre tcnninology. The Pennesso games probably

originated in about 1750; we know from a travel book published in 1768 Ihal they

were practised at that date.4 The bidding procedure, like the bids themselves, was

borrowed from Ombre. It, rather than the method of simple escalation used in

Bridge, is very frequent in Tarot games with bidding.

8.13 Three-handed Penncsso (Piedmont, c. 1750 to c. 1850)

The dealer gives twenty-five cards to each player, in any manner he chooses; but

he must announce before dealing how he is going to do it, and is penalised for

failing 10 do so. He takes the last three cards and discards three; they may not

include honours nor, according to Rl, trumps. After he has said'Ho scarlalO', Ihe

bidding begins.

There arc four positive bids: In ascending order, perll/eno ('May I?), a

dlle, ad IIlIa and smls prendre. No player is obliged to make a positive bid; to

pass before any positive bid has been made, one says '/0 passo', and after a

positive bid has been made 'Andale'. Once having passed, one may not re-cnter

the bidding. One may bid only at the lowest legal level. When two players ha\c

made positive bids without passing, they continue 10 make bids until one of Ihem

passes, before a later player may speak. For the player latcr in the bidding order,

the only legal bid is Ihat at one higher level than Ihe bid made by the earlier

~ See Chapter 6, footnolc I. B:lreni wrote of one game for four 'which is played by one against
three, much after the ruling principle of ombre'.
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player; for the earlier player, it is one at the same level as that made by the later

player. Thus if the first player 10 bid says' Permes.m', the next player must either

say 'A due· or pass; irhe says 'A due', the first player now speaks again before

the third player can speak, and must either pass or say 'A due anch'io'. The

second player must now say 'Ad ww' if he wants to stay in the bidding. Only

when one of these two has passed may the third player speak; he now engages in

the same way in a compctition with thc survivor of the bout between the first

s
IWO.

There are four possible levels of play, in ascending order: a Ire, a due, ad

/Ilia and sans prendre. The declarer must choose a level at least as high as that to

which his last bid corresponded (permesso of course corresponding to a Ire), but

may choose a higher one. At a 're, a due and ad una, the declarer respectively

selects three cards, two cards or only one from his hand and places them or it face

down on the table; he then calls for the samc number of particular cards that he

does not have in his hand (and has not discarded), which the holders of those

cards must give him, taking in exchange as many cards from among those the

declarer has placed face down as they have surrendered. It is not said what

, Th·IS type of bidding procedure, which we shall encounler many examples in part III, is known
in this book as 'bidding wilh immediate hold'. It and various other bidding procedures are
explained in detail in Appendix B. The following two conceivable, ifuntikely, bidding sequences
may help 10 make lhe process clear;

A' Pennesso B, A due

A, A due anch'io B' Ad una

A, Andale C, Sans prendre

B: Sans prendre anch'io

B now becomes declarer wilh a sam prel/dre bid. The nther sequence goes:

A: Pemlesso B: A due

B: AndaleA: A due anch'io

A: Ad una anch'io

A: Andale

Ihis lime C becomes declarer with a salis prelldre bid.

C: Ad una

C: Sans prendre
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happens if the declarer calls for a card the dealer has discarded, but if he calls

only for honours the problem will not arise. Since PE mentions the possibility of

calling for a Queen or even Cavallo in four-handed Pennesso, it could arise in

thai case: presumably the dealer would have to give it from his discard,

substituting for it one of cards declarer has placed face down; another possibility

is that the declarer would nOI be given the card in Ihis case, and would have 10

lake back one of the cards offered in exchange. A player wishing to play sons

prendre announces Ihe fact if he did not bid salis prendre; he of course calls for

no cards.

The lead to the first trick is made as usual by the player 10 the dealer's

right, whoever is declarer, and play is under the usual rules. The two opponents

of the declarer behave in every respect as partners during lhe play of the hand,

keeping together the cards they win in tricks; the Fool must be surrendered only if

neither opponent wins a trick. At the end of the hand, the cards arc counted in

twos, making 91 points in all; an odd empty card counts haifa point. It appears

from PE that if the declarer makes 45 points and a half, there is a draw and

declarer neither pays nor receives a payment. If the declarer makes 46 points or

more, he has won; ifhe makes 45 or fewer, he has losl. He is paid by or pays to

each opponent an 0l10rallZa according as he has won or lost. According to RE,

the 01l0rallZa is 2 game points if declarer was playing a Ire, 3 game points if a

dlle, 4 ad 1I11l1, and 5 SOliS prendre. In addition, the declarer's card points are

rounded up or down to the nearest multiple of 5: 52 and a half is rounded down to

50, 53 is rounded up to 55, and similarly. The declarer is then paid by each

opponent I game point for every 5 points he has above 45, or pays 10 each

opponenl I game point for every 5 points he has below 45. Rl states inslead lhst

there is no onorallza when the game was Q Ire, and Ihat the 0l10rallZQ is of I game

point when the hand was played a due and 2 when played ad l/11a; the book does

not seem to envisage playing salis prendre. It can hardly be, however, lhat a
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player making 47 points a Ire is awarded nothing at all: so perhaps he should be

given I game point for every 5 points or pa'" of5 poinls he has above 45.

To eSlimate \\'helher, and how high, to bid. a player must reckon the

points he will make on his hand, augmented by the cards he calls for. A void in a

suit may be wonh up to 9 points. Length in trumps is not so imponant in the

three-handed game; what matter most are the court cards, suitably guarded.

8.14 Four-handed Pennesso (Piedmont, c. 175010 c. 1850)

The dealer gives nineteen cards 10 each player and takes the last two for himself.

discarding two. The cards arc counted in twos, as in the three-handed game, but

each side will have an even number of cards, so that no draw is possible. All else

is as in game 8.13. In this game, length in trumps is a much more important

consideration in deciding whether to bid.

8.1S Quintilio (Piedmont. c. 1750 to c. 1850)

This is Pcnnesso for five players. The dealer gives fiftecn cards to each player,

taking the lasl three cards for himself and discarding three. All else is as in game

8.13.

8.16 SeSlilio (Piedmont. second halfof XVIII century)

This is six-handed Pennesso. It is not menlioned in RI, and is said in PE 10 be

uncommon. The dealer gives thirteen cards to each player, taking no extra ones

for himself. The bidding is as in game 8.13, but it is unlikely thai anyone will bid

higher than 'Permesso· or play al a level higher Ihan a fre. One who plays a Ire

and wins is paid 2 game points by each of the olher five, plus I game point for

every 5 points he makes above 45, as al three-handed Pemlesso. Presumably he

payS similarly if he loses. If all pass in the bidding. the hands are nol thrown in;
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instead, a gil/OCD sciolro is played. In this, each plays for himself, and the one

making the greatest number of points is paid I game point by each of the others.

A card is given in exchange for the Fool as soon as possible, for fear of forgetting

who won the trick to which it was played.

8.17 Senilio (Piedmont. second halfof XVIII century)

This is seven-handed Penncsso, also unmentioned by RI and called a bizarre

game in RE. Each player receives cleven cards; Ihe dealer takes Ihe last card and

discards one. All else is as in game 8.16.

8.18 PerrnessQ castrato (Piedmont, first halfof XIX century)

This game is mentioned only in RI. It differs from ordinary Pennesso only by

being played with the 54-card pack. h seems that it may be played with eilher

three or four players; Jacopo Gelli, in the Ellciclopedia italiano, lists a five

handed version, bUI this seems unlikely; if it existed, Ihe dealer would take the

last four cards and discard fOllf, having given ten cards 10 each player, and this

would give him a great advanlage. When there are three players, each receives

sevcnteen cards; the dealer takes the last three and discards three. When there are

four, each receives thirteen cards; the dealer takes the last two and discards tWO.

If we assume that the cards are counted in twos, Ihere will be 79 points altogether,

and 40 will be nceded to win.

8.19 Permesso with Bagano ultimo (Piedmont. first halfof XIX century)

This form of Permesso is mentioned only in RJ. Apart from the additional fealdlC

of the Bagatlo ultimo, it is exaclly like ordinary Pemlcsso. Since RI treats of

ordinary Permesso (Permesso semplice), whether three-. four- or five-handed.

under a single head, the Bagatto ultimo feature can presumably be added 10 any of
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these. It is possible to announce an intention 10 Win the last trick with Ihe

Bagano; unfortunately, it is nOI possible to deduce more Ihan this from the

penalties listed in RI. Thus we cannot say whether there was a bonus for winning

the last trick with the Bagatto unannounced, whether any player, or only the

declarer. could announce Bagano ultimo or what was the bonus for making, or

Ihe penally for losing. an announced Bagano ultimo. (A pure conjecture would

be as follows. Any player may announce Bagatlo ultimo. If the declarer wins the

last trick with Ihe Bagallo, unannounced, he is paid a bonus of 6 game points by

each opponent; if he loses the Bagauo in the last trick, he pays 6 game points to

each opponent, and if he loses it in any Olher trick, he pays I game point to each

opponent, irrcspective of whether he won or lost the hand. If one of the

opponents wins the last trick with the Bagatto, unannounced, each opponent is

paid 6 game points by the declarer; if one of them loses the Bagatto to the

declarer in a trick before the last, each of them pays him I game point. If an

Opponent loses the Bagsno in the last trick, whether to the declarer or his partner,

each opponent pays the declarer 6 gamc points. The bonus or pcnalty for an

announced Bagalto ultimo is 12 game points; in cach case, all opponents payor

are paid, regardless of whethcr the declarer or an opponent made the

announcement. To repeat, all this is mere conjccture.)

R.20 Chiamare il Re (Piedmont. c. 1750 to c. 1850)

This is a special form of four-handed Permesso. of which PE and Rl give

markedly different versions. The dealer gives nineteen cards to each player, takes

the last Iwo for himself and discards two. According to PE, he may then either

Call (name) a particular King that he does not hold or lay face down on the table

an empty card from his hand. If he calls a King, the player who holds it becomes
h>

IS panner for that hand but does not announce the fact. If the dealer has all four

Kings, but only then. he may call a Queen; in the unlikely case thai he also has all
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fOUf Queens, he may call a Cavallo (and if all fOUf Cavalli as well, a Jack). When

the dealer has called a King, there is no further bidding, and play begins; each

player keeps the cards he wins in tricks beside him until the called King is plaYed,

when partners' cards may be united. At the end of the hand, the cards are COunted

in twos; the dealer and his partner have won if Ihey have 46 points or more, and

have lost if they have 45 points or fewer. If instead the dealer has placed a card

face down on the table, he has thereby indicated a wish to play alone ad /Ina

against the other three. In this case each of the other three players in tum must

either pass by saying 'Andale' or claim a prior right to play alone ad Will by

saying 'Ad "na vada ;0', If any player does this, each player after him in the

bidding sequence, including the dealer, must either overbid him by saying '10

I'odo a salis prendre' or pass. If all pass, the dealer will ask for a card in

exchange for the one he laid face down; otherwise he will return thai card to his

hand. All then proceeds as in an ordinary I)ermesso game, with one player

against three.

The procedure 10 RI is quite different. In this, when the dealer has

announced that he has discarded, there is an ordinary round of bidding, in which

the lowesl positive bid is 'A due'. (Both sources agree that a bid of 'A Ire' is not

allowed in this game, but while RJ expressly allows a bid of·A due', PE expressly

forbids it. PE expressly allows a bid of 'SailS prendre', while Rl does nOI seem

10 envisage such a bid in any Pernlesso game.) Only ifall the other three players

have passed does the dealer have the right to call a King for a partner. Both

sources agree that only the dealer has Ihe right to do this.

According to Rl, declarer will be paid by or will pay to eaeh opponent I

game point if he played a due, and 2 game points if he played ad I/l1a, plus in

either case I game point for every 5 points above or below 45. When the deater

calls a King, each opponent will payor be paid by one of the two partners: we

may conjecture that Ihe basic score will then be 1 game point.



169TarOf ill Piedmont al1d Savoy

PE docs not givc thc scoring systcm. If it is the samc as given in that

bOOk for Permesso gamcs in general, a declarer will be paid by or will pay to each

opponcnt 4 game points ifhe played ad 11I10 or 5 ifhe played sam prendre, plus I

game point for every 5 points above or below 45. It would seem reasonable to sci

the basic score. whcn the dcaler has called a King. at 2 game points.

8.21 Giuoco del meno (Piedmont. second half of XVIII century)

This is a reverse game, mentioned only in PE. lt may be played by two players

with twenty-five cards each, by three players with twenty·five cards each, by four

players with nineteen cards each, by five with fifteen cards each, by six with

thirteen cards each or by seven with cleven each. The dealer does nol take any

extra cards. so there is no discard. Each plays for himself; there are no

declarations, score for Bagatto ultimo or bidding. At the end of each hand, the

cards are counted in twos, and the player with the lowest point-total has won.

The next three games are of quite a different kind from usual Tarot games.

In bolh PE and RI they arc the first games to bc treated.

8.22 Sedici (Piedmont, c, 1750 to c. 1850)

Thcre are four players, to whom the dealer gives four cards each in any manner he

chooses (in one round of four each, in four rounds of one each, in two rounds of

two each. or in a round of three each and a round of one each. in either order); but

he must announce in advance how he is going to deal, and is penalised for failure

to do so. The cards are counted singly. the counting cards having their standard

values, save thai the Fool is worth only I point. It is unclear from Ihe texis

whcther the empty cards count I point each or count nothing; most probably the

former (see game 8.27). The Fool does not servc as Excuse, but functions as the

lOWest trump, being beaten even by the Bagano. Apart from this, play is as usual;

each plays for himself, and kecps in mind how many points he has gained. As
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soon as a player believes he has 16 points, he announces'Fliora' ("QuI') and play

SlOpS. Ifhe does have 16 points or more, he is paid 1 game points by each of the

other players who has 8 points or more, and 2 game points by those who do not.

If the player who said' FUOI"a' does nOI have 16 points, he pays I game point 10

each of the olher players (or 2 if he did not even have 8 poinls). It is not staled

whether, if nQ player goes out, lhe points gained by each player are carried Over to

the next hand or not; the probability is that they are, and lhal there is a new deal

by the same dealer, the cards already played nol being put back in the pack (see

game 8.27).

8.23 Trentuno (Piedmont, c. 1750 to c. 1850)

This is just like Sedici, save that each player receives eight cards, and a point

total of 31 is needed to go out. With four players, there are only enough eards in

the pack for t\vo complete deals if the played cards are not reused. II is unclear

what happens if no one has gone out by the end of Ihe second hand; it could be

that either the game is a draw, or thai the played cards are then put back into the

pack for another deal.

8.24 Trentuno al meno (Piedmont, c. 1750 to c. 18S0)

This is a reverse game; deal, play and point-values arc as in Trentuoo. No one

claims' Fuora'. The hand finishes after eight tricks, and the winner is the player

with the lowesl point-lOla!. PE mentions a similar reverse fonn of Sedici.

RI mentions one other game, called Sessanlatre (Sixty-three), which does

nOI figure in PE, but it is impossible to deduce anything about it, save that a vert

small number of cards was given out in each deal. Jacopo Gelli, who contributed

most of the article on games (0 Ihe Endclopedia iWIi(ma (Vol. XVIl, Milan.

1933, s.v. GiuQco) had evidently seen a later edition ofRJ but not PE or any olher
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actual description of the games. His section on Tarocchi in the encyclopaedia

article consists almost wholly of the laws abollt misdeals, revokes and the like,

while his entry on Tarocehi in his own book, Picco/a Etlciclopedia di Gil/oclli e

P05sotempi (4th edition, Milan, 1929, 6th edition, Milan. 1965) contains almost

word for word the laws given in Rl for three-handed Ventieinque and for Partit3,

together with the same gcneral 'eodice piemontesc' of laws for all Tarocchi

games given in the Ellciclopedia italiano, with the b..'1.rest description of the

composition of the pack and the rank and values of the cards, with the XX

superior to the XXI. but with no explanation of the role of the Fool. Both the

Ellciciopedio article and the Gil/ochi e Passatempi give a list of Piedmontese

Tarocchi games, without explaining how they are played. 111is list comprises all

the games treated of in RI, together with two others, Undici e mezzo (Eleven and

a half) and Quindici (Fifteen). l1lese. together with the 'Piedmontese code'. may

have becn taken from /I Giuocatore di Tameehi (furin, 1846), which wc have nOl

seen. Delli's list seems 10 exercise a strong fascination: it reappears in Giochi di

Carte, Vol. II. Milan. 1969, s.v. Tarocchi. again with no explanation of the games

save for three-handed Venticinque and Partita, and a cursory mention of Mitigati.

The Duchy of Savoy was a bilingual state: it included Piedmont, which

was Italian-speaking. while Savoy proper was French-speaking. A document of

the lale XVIII century from the city or Annccy. which was then in the Duchy of

Savoy, though it is now in France, is entitlcd •Regles til/jell de Tames, comme 011

Ie joue l'ulgaircmclII it A1/l1cc.y'; it of course describes the manner of playing

Tarot in Annecy al the time at which it was composed.1i TIlese games strongly

resemble certain of those we know from the Piedmontcsc sources. They also give

strong corroboration of the influence of Bolognese Tarocchi upon the game

played in Piedmont/Savoy because or a feature not mentioned in those sources: in

~:-::--------
N~e Tarol, jell el lIIagie. calaloguc ed. by Thierry Dcpaulis oflhe exhibition allhe Bibliolhcque

allonale. Paris. 1984. no. 118. pp. 122-4.
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all of them the (rumps from 2 (0 5 rank as equals, and are called by a name clearly

derived from the Bolognese lenn 'Papi'.

General (ermina/ogy and rules/or Annecy Tames

Trumps arc called either foraes or atOILY (also spelled athoux or QUOILr); mOl/Is is

the ordinary tcnn used in France for '!mmps', They are numbered with Arabic

numerals. The Angel (range), numbered 20, is the highest (rump and is worth 5

points; it beats the World (Ie mom/e), numbered 21, which is not a counting card.

The Fool (Ie JOlt) is worth 4 points in games for Ihree or four players. Other

values are standard. The 1 is called Ie Baga. The 20, 1 and Fool are called

collectively bonnellrs (honours). In games for three or four players, the Fool

serves as Excuse, without exchange. The 2, 3, 4 and 5 are called PapOls; Ihey

are equal in rank. and, if more than one is played to a trick, the last played bealS

the others. With the exceptions noted, play is under the usual rules. The suit

cards conform to the original ranking. The Q is called dame and the C cheval

(horse).

8.25 L'tkorchc (Annecy.late XVIII century)

This is a game for three players, and is a version of three-handed Ventieinque

(game 8.1). Players cut 10 delemline the dealer for the tirst hand: the one cUlting

the highest card is dealer. The dealer gives twenty-five cards to each and takes

the last three for himself, discarding three: he may discard neither honours nor

trumps. At the end of the hand, the cards arc counted in threes: the Fool is

counted separately, and two cards left over count as if there were three of them.

(This is the equivalent of giving a card in exchange for the Fool, and scoring 5

points for it.) Each player keeps as his score the difference, positive or negative.

between his point-lotal and 26; he maintains a cumulative running IOtal frol1l
. . of

hand to hand. A rubber (partie) consists of three hands. If, at the begmmng

the third hand. or in the course of it, a player exceeds a cumulative positive total

of26 points, he is para, and can immediately claim to have won the rubber. (It is
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not said what happens if his point-total is found not to be above 26; perhaps he

pays a penalty to eaeh opponent, and play continues.) This is the analogue of

beingfilora in Venticinque: the winner is the player who first establishes thai he

will have a positive cumulative score at the end of the rubber. When one player

has announced pilla, play continues: the player who is p6ta must now always play

the highest card he legally can, and, whenever he gets the lead, lead out his

highest remaining trump, and, when his trumps arc exhausted. his highest suit

cards. The scoring system is not made clear; perhaps. as in Venticinquc, each of

the opponents pays the winner if their final scores are both negative, and one of

them pays him double ifhe has a negative score and the other's score is positive..

8.26 Le jeu de Tarocs it guatre CAnnecy, late XVIII century)

This is the Savoyard version of Partita (game 8.3). There are four players, who

cut to detemline partners: those who cut the two highest cards are partners, as are

those who cut the 1\\'0 lowest. Presumably partners sit facing each other across

the table. The player who cut the highest card may give the first deal either to the

player on his right or to the one on his left. The dealer gives nineteen cards to

each player, and takes the last two for himself, discarding two. Players must be

silent during play. The cards are counted in fours at the end of each hand: the

Fool is counted separately, and one, two or three cards left over count as if there

were four ofthcm. Each side scores the difference. positive or negative, between

its POint-total and 36, and keeps a cumulative nmning total from hand to hand. A

rubber (partie) consists of four hands. The winning side is that which has a

POsitive point-total at the end of the rubber. (Some details may be missing from

Ihis account, since the last eight lines of the document are illegible.)
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8.27 Lc jell aFora (Annecy. late XVIII century)

This is a two-handed version of Trentuno (game 8.23). The Fool docs nOI serVe

as Excuse, but is an ordinary trump, lower than the Baga; it is worth only I poin!.

Players cut for deal to the firsl hand, the one cuning the lower card becoming

dealer. He gives eight cards to his opponent and himself, four by four. His

opponent opens the pia)', which is under the usual rules, save for the Fool. The

cards are counted one by one; the Fool and each empty card count 1 point, Ihe rest

have their standard values. A player who, in the course ofpluy, has allained 31

points announces: Fora' and wins the game. If, after a hand of eight tricks,

neither player has obtained 31 points, each keeps the cards he has won and relains

the points he has gained from them; there is then a new deal of eight cards each

by the same dealer from the remainder of the pack, and again the winner is lhe

first to attain 31 points and say ;Fora'.

In 1860 Cavour found himself compelled, in order to gain the support of

Napoleon III, to cede the city of Nice and the whole province of Savoy to France.

In 1902thcre was published in Chambery, which, with Turin, had once been one

of the two principal cities of Savoy~Piedmont, a booklet entitled Le Tarol

fi'anfais; it accompanied a charming French-suiled 78-card pack in which all the

trumps carried images of flowers and are numbered with Arabic numerals.

Despite its title, the games described in the booklet bore no resemblance to Tarot

games played elsewhere in France; they are in the Piedmontese tradition, the

principal ones being in effect Permesso games. The favourite fomI is for jh'c

players.

General rilles and lerminalogylor Chambery games

Trumps are called lal'ols, tnlmp I is called Ie Baga, and the Fool is called Ie Fou.

The trumps, which are numbered with Arabic numerals, rank in the standard

order, the 21 beating the 20; the 21, not lhe 20, is a counling card. The ranking of

the cards in the plain suits is unusual: in every suit it is, in descending order: tCr
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Q. C, J, A, 10,9, 8. 7, 6, 5,4,3,2. A shortened 62·card pack is used in some

games, fonned by omitting the 2 to 5 from every suit; the suit cards then rank, in

descending order: K, Q. C. J, A. 10.9, 8. 7. 6. The Fool serves as Excuse,

without exchange. The original method of counting points is used; the cards have

their original standard values.

8.28 Five·handcd Ch3mbCry Tarot {Savov, early XX century)

The dealer gives fifteen cards to each of the five players in three rounds of five

each; he takes the last three cards and discards three. He may not discard Kings,

lrump 21 or the Fool. He may discard trumps other than the 21. including the

Baga, but only on condition that he has no tmlllps remaining in his hand; if he

discards the Baga, he must say 'Baga a['ecar". Bidding takes place before play

begins. There are three possible posilive bids, which are, in ascending order: '.Ie

marche seul a deux cartes', 'Je marche selll a line carle' and ',Ie marche a
poill1'. No player is obliged 10 make a positive bid, but. if they choose to bid,

each must make a bid higher than any yel made; no player has a prior right to play

at the level bid by a player later in the bidding order. When the bidding is over,

the declarer, if he bid '6 deux cartes', asks for two cards. other than the Fool,

which he does not have; the holders of those cards must give them to him, and he

gives them cards, other than the Fool. in exchange. If he bid 'il IIl1e carle', he

likewise asks for one card, other than the Fool. which he does not have, and gives

a card, other than the Fool, in exchange. If he bid '0 poill1', he does nOI ask for a

card. In all these cases, the declarer will play alone against the olher four in

temporary partnership. If all five players pass in the bidding. the dealer calls a

Specific King Ihat he does nol have. and the holder of that King becomes his

partner: he at once announces the fact (conlrary to the practice in almost atl other

Tarot games). tfthe dealer has all four Kings, he may can a Queen.

Play lakes place according to the usual rules. At the end or Ihe hand, the

Iwo sides (1 against 4, or 2 against 3) count their points according to the original
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method; Ihe dealer's discard counts as a trick, as of course docs the trick of four

cards to which the Fool was played, bUI nOI the Fool by itself. There are therefore

68 points altogether. If both sides have made 34 points, neither side pays the

olher. Olhcn.visc. the payment for losing when the declarer called a King or bid

'a deux carles' is as many game points as the losing side has points below 34, Or

twice that if it has less than 17. When he bid 'iI lme carre', the payment is

doubled, and when he bid 'Q pOil/l', it is quadrupled. This payment is made by

each loser, and shared between the winners when there is more than one ofthem.7

(Nothing is said about how (0 avoid fractional scores. The simplest method

would be for each loser to round up his payment to Ihe next highest multiple of

the number of winners.)

There are also games for three or four players, including some without

bidding and some with the 62-card pack.

8.29 Four·handed Chamber\' Tarot (Savoy. early XX century)

All is as in game 8.28, with Ihe following exceptions. The dealer gives nineteen

cards to each player, in a round of four followed by three rounds of five each, and

takes the last two for himself, discarding two. In the count of points at the end of

the hand, the dealer's discard counts as a trick, so that there are 72 points

altogether. To win, a side must have more than 36 points; payment is calcuiatc:d

by the number of points by which the losers fall short of 36, and is doubled if the>'

have less than 18.

• •1 Thus if a prayer bid 'Ii line car/e' and wins by making 36 poinls. each opponent pays hifll
game points; but if he lost by nmking only 32 points. he pays only 4 game poinls, each o~~
lhus receiving 1 game point If the dealer calls a King. and he and his partner make 38 pom.IS•
three opponents each pay -l game points. the dealer and his partner receiving 6 apiece. Bul l(
lose by making only 31 poinlS. each of them pays 3 game points. and each opponent receiveS 2.
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8.30 Tarot croise (Savoy. early XX century}

There are four players, in two fixed partnerships, partners facing each other across

the lable. There is no bidding; othen-visc all is as in game 8.29, payment being as

in that game when bid '0 deux carles' was bid.

8.31 Three-handed ChambcQ' Tarot (Savoy, early XX centurY)

Each of the three players plays for himself, and there is no bidding. The dealer

gives twenty-five cards to each player in five rounds of five each, and takes the

last three for himself, discarding three. At the end of the hand the points arc

reckoned, with the dealer's discard counting as a trick; there arc thus 78 points

altogether.s Each player with less than 26 points pays, in all, as many game

points as his score falls short of 26, and each player with more than 26 points

receives, in all. as many game points as his score exceeds 26. Jf any player makes

less than 13 points, his payment is doubled; if both his opponents have made over

26 points, each rcceivcs twice as many game points as the amounl by which his

point-total exceeds 26.9

8.32 Three-handed Tarot simplifie (Savoy, early XX century)

This is like game 8.31, with the following exceptions. The 62-card pack is used.

The dealer gives twenly cards to each player, in four rounds of five each, and

takes the last two for himself, discarding two. When the points are reckoned, the

dealer's discard does flOI count as a trick, so that there are 72 points altogether.

•
d. ln Le TaroljrO/lfoiJ. Ihe general account says Ihat in the lhree·handed game with 78 cards, the

ISCard counts I point and there are 78 poinlS altogether. In Ihe later section on the three-handed
&arne With 78 cards. it is said that the discard does nol count as a trick and thatlhc base score for
~h player is 24 points. We have assumed that this is a mistaken transference from the lhree
anded game with 62 cards, to be described next.

•
26Thus if A makes 12l'loinlS, B 32 and C 34. A will pay 28 game points. B has 6 points more than

and C has 8 points more, so 13 takes 12 game points and C 16.
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Paymenl is reckoned according 10 the difference of each player's point-tolal from

24; a player with less Ihan 12 points pays double.

8.33 Four-handed Tarot simplific (Savoy, early XX century)

This is like game 8.29, with the following exceptions. The 62-card pack is used.

The dealer gives fifteen cards to each player, in three rounds of five each, laking

the last IWO for himself and discarding Iwo. Bidding is as in the five-handed

game (game 8.28), save that the dealer is nOI allowed to bid '0 dellx canes',

When Ihe points are reckoned, the dealer's discard of Iwo cards does count as a

trick, so lhal there arc 68 points altogether, as in game 8.28. Payments are

therefore calculated JUS! as in that game.

8.34 Tarot cruise simplifie (Savoy, early XX century)

All is as in game 8.33, with the following exceptions. The 62-card pack is used.

The four players play in fixed pannerships, panners facing each other across the

table. There is no bidding. Points arc reckoned in the same way, the dealer's

discard counting as a trick. There arc thus 68 points in atl, and the payments

depend on the difference between each side's poinl-lotal and 34 points; a side

with fewer than 17 points pays double.

Piedmont remains one of the two regions of mainland Italy where the

game of Tarot continues to flourish (the other being Bologna and its environs);

but published infonnation about the modem Piedmontesc mode of play is hard fO

come by. The article on Tarocchi in the two-volume anonymous compilation

Giochi di Carte (Edi7joni Librcx, Milan, 1969) describes the game according 10

the Piedmontese tradition. It recognises three forms; the simple three-handed

Venticinque; four-handed Panita with two fixed pannerships; and three-handed

Mitigati, which is cursorily described without mentioning the declarations
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winning the last trick with the Bagatto. From direct contact with players we have

learned that the simple three-handed game is called Scarto in Pinerolo, to

distinguish it from Mitigati, which is very popular there, but simply Tarocchi in

Turin. In Turin the simple four-handed game, also called Tarocchi, is more often

played than the three-handed one; it is not much played in Pinerolo. The name

Partita seems to be no longer in use for it. These games are usually played for

small stakes. There are slight differences in the mode of play in these two cities.

8.35 Scarlo (Pinerolo and Turin, late XX century)

There are three players; each plays for himself. Trumps are called farocchi. the

20 l'A/Ige/o. the 21 iI Mondo and the Fool iI Maltn: the 20 is worth 5 points and

beats the 21, which is not a counting card. The Fool is worth 4 points; other

values are standard. The dealer gives twenty-five cards to each of the other

players and twenty-eight to himself, of which he discards three. In Turin the

dealer gives each player in tum his whole hand at a time; in Pinerolo he deals

them in five rounds of five each, taking the last three for himsel f. The dealer may

not discard a King, Ihe 20 or the Fool; he may discard the Bagauo only if it is his

only trump. The Fool serves as Excuse, without exchange. It may be led to a

trick, in which case the next player may play any card, which counts for the third

player as if it had been led to the trick. At Pinerolo, a player retains the Fool even

if he wins no tricks. and the dealer relains his discard even if he wins none; it is

probable that in Turin in such a case the Fool is surrendered to the winner of the

trick to which it was played. and the dealer's discard to the winner of the last

trick. At the end of the hand, the cards are counled in threes; the Fool is counted

separately, and the player with two cards left ovcr counts thcm as if they wcre

three. Thcre arc thcrefore 78 points altogether. Each player scores the difference,

pOsitive or negalive. between his point-Iotal and 26. A nlbber consists of three

hands; each keeps a cumulative score from hand to hand, and the player with the
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lowest total score pays a small stake to each of the other two, usually bUying them

a drink.

Possible mrialll.

According to E. Fantini and C. B. Sanlelia, I Giochi di Carle (Milan
•

1985), pp. 351-4, the Mano serves as Excuse, but wilh exchange from

cards won in tricks. A player may not play the Mana until he has won a

trick, with the result that one who has the Mauo bUI wins no tricks m\1Sl

play it to the last Irick, when he loses it. (It is clear that he loses it because

he has won no tricks, nOI because he played it to the last trick; nothing is

said about a player who has won the penultimate Irick bUI no other.) A

player who is emitled 10 play the Matto may lead ii, in which case the

olher players must playa trump if Ihey can (il is nOI said what happens if

neither of them has one).IO

8.36 Four-handed Tarocchi (Pinerolo and Turin. late XX cenlUry)

There are Iwo fixed partnerships, partners facing each other across the table. The

values of the cards and rules of play are as in Scarto. The dealer gives nineteen

10 The aniele on Tarocchi in lhis book is highly unreliable. The authors are evidently not
themselves familiar with the game. They refer to the game they describe as a variant of
Piedmonlese Tarocco called 'il Tre e Venticinque'. (The word 'Tarocco' in the singular is usually
applied to a Iypt: of Tarot pack, Ihe game being caned 'Tan)Cchi' in Ihe plural. The TarOCCO
piemontese is the only type of 78-card Tarot pack now made in haly.) The authors state thai die
Angelo (20) beats the Mondo (21). But when Ihey explain the assignment of poinls 10 the canh.
they give the Mondo (21) as wonh 5 points, and do not treat the Angelo (20) as a counling card.
It is thus left unclear "hetller they are describing a game from Piedmont or from LombardY',.fOl'
them, the deal is clockwise, in fives, but play is anti-clockwise; the deafer may not discard K~
or lrumps, Their account of card points is bizarre: they make no Inelllion of counting the ca~
threes. but leave a reader to understand them as counted singly; they assign 5 points to Ihe M IllI
(21) and the Bagano (I), 4 to the MallO (Fool), 4 to each Donna (Queen), 3 to each Ca'~
(Knight) and 2 points to each King and each Fante (Jack); all other cards are wonh 1/3 poiJIL
They remark correctly lhat the total of points in the pack is 78; on their method, il would come let
1/3 point less than 78. A TarOi game in "'hich Ihe second highest trump, but not the highest. \\'15'
counting card, and in which Kings were wonh only 2 points, would be unusual i~
Nevenheless, it is conceivable thai the nIles they give conceming lhe MallO represent the a
variant pnlCtice of some players.
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cards to each player in a single batch, and takes the last two for himself,

discarding two under the same restrictions as in Scano. In Turin, the cards are

counted in fours, the Fool being counted separately, the three cards of the trick to

which it was played being treated as if they were four, and the dealer's two

discarded cards also being treated as if they were four; there are therefore 72

points altogether. It seems, however, that at Pinerolo the cards are counted in

threes, making 78 points altogether. II [n Turin, the Fool must be surrendered to

the opponents if the side that had it makes no tricks, and the dealer's discard

surrendered to the opponents if the dealer's side makes no tricks; but at Pinerolo

the Fool and the discard are retained in these circumstances. At the end of each

hand, each side scores the difference, positive or negative, between its point-total

and 36 (39 in Pinerolo). A rubber consists of four hands; each side keeps a

cumulative score from hand to hand, and the side with the lower total score pays a

small stake to the other two players, usually buying them a drink.

Mitigati is still played enthusiastically both in Turin and at Pinerolo,

usually for high stakes.

8.37 Three-handed Mitigati (pinerolo. late XX century)

The rank and point-values of the cards are as in Scarto. However, the cards are

COunted singly, counting I point for each empty card and 4 for the Fool; this

makes 129 points altogether. The honours (onori) are the trump 20, the trump I

(Bagalto), the Fool and the four Kings. The rules of play are as in Scarto; the

Fool belongs to whoever played it, even if he makes no tricks; likewise the

dealer's discard belongs to him, even if he makes no tricks. The three players

each keep a running score, which may be positive or negative, from hand to hand;

" If lh . . ..
C d IS IS really so. It Will make for an awkwardness when both sides have just one odd empty
t~ s.len ov~r when the c3.rds have ~een counled in threes. and the Fool scpa~tely. In such a case,
tard Ide whtch won the tnck 10 whIch the Fool was played should count I P0lnl for its odd empty

, and Ihe opposing side should coun! nothing for its odd empty card.
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these scores must add up to :zero. The dealer gives twenty-five cards to each of

the three players, in five rounds of five cards each, laking the last three cards for

himself and discarding three, under the same restrictions as in Scarto. After the

second, third and fourth rounds of the deal there is a bargaining session. Each

player in (urn may do one of four things: he may pass, indicating that he is not

seeking to obtain any points or wishing to give any; he may say 'Chiedo ...'.

naming a number, indicating Ihat he is willing (0 abandon the deal ifhe receives

that number of points; he may say 'Offero .. .', naming a number, indicating that

he is willing to give that number or points (0 abandon the deal; or he may say

'Vedo'. meaning that he wishes the deal 10 continue. As soon as any player says

'Veda', the bargaining session temlinates and Ihe deal is resumed. If no one says

that, the bargaining continues in rotation until the total amounts offered equal the

lotal amounts asked for. When this happens, Ihe hands are thrown in and the

players' scores nrc adjusted accordingly; there is then a new deal by the next

dealer. In anyone bargaining session, no player may modify a proposal he has

already made in a direction favourable to himself: he may increase an afTer or

reduce a demand, but not conversely; if he previously passed, he may make an

offer, but cannot make a demand. Any player may say' Vedo' at any time. If

agreement is not reached by the third bargaining session, the deal is completed,

the dealer discards and play begins.

Each player, just before playing to the first trick, may make any of the

following declarations:

Ten or more Tarocchi 10+ I points
Reale (four Kings) 20 + 5 points
Mitigati (20, 1 and Fool) 15 + 5 points
Onori 10 + 5 points

In a declamlion of Tarocchi, the Fool may be counted as one of the ten or more:

"+ 1" meaJlS that 10 points arc awarded for ten trumps, II for eleven, and so on.

The len or more trumps declared must be shown to the Dlher players. In the othel'

three declarations, the cards arc IlOf shown. A declaration of Onori requires four
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of the seven honours. Further honours can be added to any of the three last

declarations: lhe notation "+ 5" indicates an additional 5 points for each honour

beyond those needed for the declaration; for exam pic four Kings with thc trump

20 will be worth 25 points. The same cards may not be used in more than one of

the last three declarations, but any cards used for them can also be used in a

declaration of Tarocchi. A player making a declaration is paid its value by each

of the opponcnts: he therefore adds twice its value to his running total, while each

opponent subtracts its valuc from his.

At the end of the hand. each player adds to his running total the diffcrence

between his point-total and 43 ifhe has more than 43 points, and subtracts it ifhe

has less.

Thc game is played under slightly different rules 111 Turin; we are

uncertain or the accuracy of the following account.

8.38 Three-handcd Mitigati (Turin. late XX century)

All is as in game 8.37, with the following c;'(ceptions. If the player who held the

Fool makes no trick. he surrenders it to the player who won the trick to which he

played it, and, if the dealer makes no trick. he surrenders his discard to whoever

won the lasl trick. It is uncertain whether Ihe bargaining sessions take place. The

allowable declarations are:

Tarocchi 10 points
Mitigati 20 points
Reale 10 points
Onori 10 points

Only eight trumps are needed for a declaration of Tarocchi, and there is no

additional Score for having more. An honour cannot be added to any of the last

three declarations. The score for Onori is uncertain. It is probable thai a

declaration of Reale cannot be combined with one of Onori, but that otherwise

any card may be used in different declarations.



184 Tarof ;/1 Piedmont and Sa\'oy

There is also a form for four players; we arc agam uncertain of lhe

accuracy of the following account.

8.39 Four·handcd Miligali CPinerolo and Turin. lale XX century)

Each of the four players plays for himself. All is in three-handed Mitigali, with

the following exceptions. The dealer gives nineteen cards 10 each player and

takes the laS! two for himself, discarding two. At Pincrolo, the allowable

declarations are:

Tarocchi
Mitigali
Reale
Onori

Only eight trumps are needed

5 points
to points
15 points
5 points

for a declaration of Tarocchi, and there is no

additional score for having more. If a player declaring Tarocchi holds the

Sagano, he must show it together with his seven highest trumps; if he does nol

hold ii, he must show his eight highest trumps. An honour cannot be added to

any of the last Ihree declaralions; only three honours are needed for a declaration

ofOnori. The payments again indicate the payment due from each opponent.

In Turin, the allowable declarations are:

Tarocchi 10 points
Mitigati 20 points
Reale 10 poinls
Onori 10 points

Only three honours are needed for a declaration of Onori, and only seven tnJmps

for a declaration ofTarocchi.

At the end of each hand, the dealer scores the difference, positive or

negative, between his point-Iotal and 33, while each other player scores the

difference, positive or negative, between his point-total and 32.
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There follow three games currently played in the neighbourhood of Asti.

The players observed playing these games came from Moncucco Torinese, but

throughout this districi players use only the shortened 54·cnrd pack, nOI the full

pack of 78 cards. They also observe the rule which makes these games a further

corroboration of the Bolognese influence on Piedmonlcse Tarot piny, namely that

trumps 2. 3, 4 and 5 are treated as of equal rank. We may suppose that the game

of Tarot came to Piedmont from Bologna, when Bologna was still using the full

78-card pack instead of the shortened 62-card one that became characteristic of it.

We may suppose, too, that the game was first played in Piedmont/Savoy, perhaps

using a pack in which the trumps were unnumbered, as they remained in Bologna

until the later XVIII cenlury, with Ihe Angelo ranking highest and with the 'Papi'

- the four lrumps immedialely superior 10 the Bagauo, namely the Pope,

Emperor, Popess and Empress - ranking equal. When, in the XVIII century, a

pack with numerals on the trumps, copied from the Tarot de Marseille, came into

use, all Piedmont remained faithful to thc first of these Iwo features, despite the

numbering; butmosl players were influenccd by the numbering of the four Papal

and Imperial trumps. and only certain regions, such as Annecy and Asti,

continued 10 observe the second of the two Bolognese features.

8."0 Four·handed Partila (district of Asti, present dav)

The 54..-eard pack is used. A trump is called, in Piedmonlese dialect, loroeh, as is

any Tarot game in general. Trumps 20, 21, 19, 18, 17, 16, 15 and I are known by

Iheir names: Angelo, Mondo, Sole, Luna. Stelle. Torre, Diavolo and Bagatto; the

Fool is called Mauo. The Angelo ranks as the highest trump, and is a counting

card, beating the Mondo, which is an empty card. The cards have their standard

values. Trumps 2 to 5 rank as equal: the one of these played last to any trick

beats any of them played previously to it. Suit cards have their original ranking.

There are four players in fixed partnerships, partners facing each other across the

table. A rubber consists of four hands; the dealer for Ihe first hand of the nexl
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rubber, if there is 10 be one, is the partner of the last dealer. The dealer gives

thirteen cards to each player, and fifteen to himself, discarding two; he may not

discard a King Of the Angelo, Bagana or Fool. He may discard trumps only ifhe

has la, and must then place them face up. Play begins after the dealer has

discarded. The Fool serves as Excuse, without exchange. AI the end of each

hand, the cards are cQunled in twos. The Fool is counted separately, for 5 poinls,

and an odd empty card is worth 1 point. There arc thus 80 points altogether.

Each side reckons its points as the difference, positive or negative ('up' or

'down'), between ils point-total and 40; a cumulative score is kept from hand 10

hand. At the end of the mbbcr, the side with a positive cumulative score wins a

fixed stake; if both cumulative scores are 0, there is no payment.

In the course of the play, any player may pass infonnation about his hand

to his partner by means of a conventional set of signals. The infonnation must be

true, and the signals must be apparent to the opponents; anyone may ask for

clarification of a signal, and must be answered. The signals in usc vary from

village 10 village; those used at Moncucco are as follows:

Action

When Icading to a trick:

(I) stroke table from left to righl with
the card before playing it to the centre of
the table.

(2) describe a vertical arc with the card,
rising into the air and falling 10 the
centre of the table.

Meaning

The player is leading from a long
suit (6 or more trumps or 4 or
more ofa plain suit for the first
trick in that suit, or more than an
average number of those
remaining for a later trick).

There is only onc card of this suit
still in play, apart from those in lbe
player's hand.

When leading a trump or a plain suit for partner to trump:

(1) describe a horizontal arc with the Asks partner to play the smallest
card, moving out to the right and then in trump needed to beal the second
10 the centre of the table. player's card.
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(2) stroke table with card, starting near
centre of table and withdrawing it
towards yoursel f.

(3) rap table with fingers.

When playing a card;

(I) strike table with card just before
playing it.

(2) jerk card downwards just before
playing it.

187

Warns partner not to playa large
trump.

Wams partner not to play his
largest lnllnp.

There is just one card of this suit
(or trumps) in player's hand.

Asks partner, whcn he next obtains
the lead, to lead a different suit
from the one that he led before.

When playing a trump:

(I) shake eard demonstratively.

(2) shake card with trembling motion.

This is the player's last trump.

The player's Bagano is in danger of
being captured (Bagallo fi·cddo).

Having played a trump or the last card of a plain suit, at any time before the lead
to the next trick:

(1) knock table with closed fist.

(2) knock table twice with closed fist.

(3) rotate card about ils long axis before
playing ii, or describc small circlcs in
the air with finger.

(4) jerk eard upwards before playing it,
or make the same gesture with the hand.

(5) press table with the tip of middle
finger.

(6) announce possession of Stelle, Torre
or Diavolo.

When playing a suit card:

(I) press the table. or press the card on
to Ihe table, with the tip of the thumb.

(2) knock table with closed fist.

The player holds the highest
outstanding trump.

The player holds the highest two
outstanding trumps.

The player has the Mondo.

The player has the Sole.

The player has the Luna.

The player has the eard in
question.

This is the player's last card in this
suit.

The player holds the highest
outstanding card of this suit.
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(J) rolate the card about its long axis
before playing it, or describe small
circles in the air with finger.
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The player holds the Queen afthis
suit.

Tells partner to lead a trump,
perhaps specified as small or large.

When following suit to another player's lead:

stroke table with card from centre of Warns partner not to lead this suit.
table towards yourscJr.

When partner is about 10 lead:

rap table with fingers, saying, ifyou
wish, 'piccolo' or "grande'.

At any time:

slide finger from side 10 side on Ihe
table, as ifwriting.

Asks partner to provide
infom13lion.

8.41 Chiamare iJ Re (district of Asli. present day)

There are four players; partners vary from hand to hand. Players senle between

themselves at the end of each hand. The general niles are as in game 8.40, save

lhat the Mallo is wonh only 4 poilUS; there are therefore only 79 points altogether.

the cards again being counted in twos. The deal and discard are as in game 8.40.

After discarding the dealer asks who WOOlS 10 play Solo by saying 'Chi I'll?'.

Each in tum must answer whether he will play Solo or not; the first who wishes

to do so is then entitled to ask for any card not in his hand, and the player \\00

holds it must give it to him in exchange for another card, given face down. H

may choose not to ask for a card; if he does not, payments are doubled. The other

three players then foml a temporary pannership against the Solo player. The

dealer may choose to play Solo if none of the others does. If no one wishes to

play Solo. the dealer calls a panicular King; if he has all four Kings, he calls for a

Queen, and so on. The holder of the card he has called becomes his partner for

the hand; he must announce the fact as he plays 10 the first trick. Play then

begins; signals are as in game 8.40. At the end of the hand. a Solo player is paid

I game point by each of his three opponents if he has from 40 to 59 points, and 2
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game points if he has 60 or more. If the opponents have from 40 to 59 points, the

Solo player pays each I game point. and 2 if they have 60 or more. All these

payments are doubled if the Solo player did not ask for a card. If the dealer ealled

for a card. the side having 40 points or more wins: each loser pays 1 game point

to one of the winners if they have from 40 to 59 points. and 2 if they have 60 or

more.

8.42 Three-handed Partita (district of ASli, present dav}

Each of the three players plays for himself; there is no bidding. The dealer gives

seventeen cards to each of the olher IWO, all at once, and twenty to himself; he

discards three, under the same rcstrictions as in game 8.40. The general rules of

game 8.40 apply, and the cards have their standard values, save that the Fool is

worth only 4 poims; they are counted singly, and each empty card is worth I

point. There are thus 105 points altogether. At !he end of each hand, each player

reckons as his score !he difference, positive or negative, between his point-lotal

and 35. and keeps a cumulative score from hand to hand. A rubber consists of

three hands, and at the end of the rubber the player with the lowest cumulative

SCore pays a fixed stake to each of the other Iwo. If at the beginning, or in the

course, of the third hand. a player's cumulative score reaches a positive total of

35. he cannol lose, and must declare himself 'out" (' Fuora'); in reckoning his

SCore, he may count points for the Angelo or the Matta. if he has either or both in

his hand, but 110t for the two cards he will win from the opponents when he plays

lhe Angelo. After going out, he continues to play, but must, whenever he has the

lead. lead his highest tmmp, or, if he has no Immp, onc of his highest suit cards.

When playing to a trick led by anolhcr, he must play the highesl card he can ifhc

can beat all the cards so far played; if he cannot, he must play the lowest possible

card. If he has the Fool, he must keep it to the last Irick.

In three cases. a player with the lead is obliged to make a signal:
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(i) when leading from a plain suil of four or more cards, he must make the long

suit signal (the firs! in the list under game 8.40);

(ii) when leading a card Dlher than Ihe King in a suit in which he still holds the

King, he must say that he has the King;

(iii) when leading a suit which he is certain thai Ihe third player will trump. he

must warn the second player by knocking on the table.

We may finish with two games played in Nice, and described in the

journal Armmlllc Nissa,." 16th year, 1930, in an unsigned article by Fr. Cason,

'Les JCllX de Cartes it Nice' (pp. 277 cl seq.) The article describes two Tarol

games as being the most popular, though it says tbat others arc also played.

Tcnns used in play are given in Nil;:ois dialect. It mentions a cardmaker in Nice,

Antoine Beranger, who had been producing Tarot packs from before the date,

1860, when Viuorio Emmanuele II ceded Nice and Savoy to France; since his

death in 1890, no Tarot cards have been made in Nice, the amhor says. The

games described are clearly in the Piedmontese tradition, and must go back to

well before the French annexation.

8.43 four-handed Mitigani (Nice, 1840 or earlier until 1930s)

Cnrds and lerminology

The cards as a whole and the games played with them are called Iii IaTOcche.

which ternl also applies specifically to the trumps. The cards fomlerly used were

Italian-suited ones with Italian inscriptions on the trumps other than the XrJI and

on the court cards. The inscriptions on the trumps are given in the article and are

standard save that trump I is labdled if Bagallc, the VII /a Carrozza and the XIV

fa Tempere"za. The Fool is called III Flfo/e, and the XX, labelled i/ Giudizio. is

called I'Ange (the Angel). As throughout Piedmont, the XX is the highest tnilllP.

beating the XXI, and is one of the three honours (Onor), the other two being the

Bagaltc and the Fllo/e. Trumps II to V are called popofe, and are equal in
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the last played to a trick beating the others; of course, they all beat the I (Bagatfe).

It appears that by 1930 players were using French-suited cards, with the black

suits corresponding to Swords and Batons and the red ones to Cups and Coins.

The Italian suits were called hi del/od (Coins), Ii clfpa (Cups), Ii spada (Swords)

and Iii basfon (Batons), and the courl cards, from the King downwards, rei, dama,

covou,fanlin. The rank-order in Cups and Coins is the original one, with the Ace

immediately below the Jack (Fanrin), followed by the 2 and so on down to the 10

as the lowest card. That in Swords and Batons is eccentric: the Ace ranks

immediately below the Jack, followed by the 10 and then the 9 and so on down to

the 2 as the lowest card. The Fool serves as Excuse, withollt exchange. The

point-total of a player or side, in the four-handed as in the thrce·ltanded game, is

reckoned by the original method: I point for each trick, 4 points for each King or

Honour, 3 for each Queen, 2 for each Knight (Col/au) and I for each Jack

(Pontin). This makes a total of 72 points in the four-handed game, since the two

cards discarded by the dealer are counted as a trick. The term for a declaration is

occ/I.sassion. A game point, represented by a counter, is called a marca.

Deal and play

The players cui for deat, the one cutting the highest card becoming first dealer.

Deal and play are counter-clockwise. The dealer first gives nine cards apiece to

each player. The players look at their cards, and anyone may suggest that they

should al7ar a mOllie or all miigiu (go to the mountain, i.e. abandon the deal). If

all agree, the hands are thrown in, and there is a new deal by the same dealer. If

anyone wishes to continue, the dealer gives ten more cards to each player, taking

the last two for himself without showing them. Starling with the player to the

dealer's right, each says whether he wishes to go to the mountain or to play: if all

say the former, the cards are thrown in as before. The dealer now discards two

cards, which count to him at the end of play. He may not discard Kings or

Honours; he may discard other trumps, but must infoml the other players if he

does so. The dealer then asks, "Cii va solere?" ("Who wants to go solo?"). If
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anyone does, he will play alone against the other three in temporary partnerShip.

He has the right, if he wishes, to ask for any card other than the Fool that is not in

his hand; the player who has that card mUSI surrender ii, and is given a card, face

down, from the declarer's hand. If the declarer chooses 10 forgo this right and to

play with his hand as he finds it, he is said to go suns prendre. If by mistake he

asks for a card he has in his hand, he has a choice between playing sailS prendre

and abandoning the hand and paying one game point to each of the other three•
together with the bonus for any declaration they could have made (sec below).

If the solo player has tcn or morc trumps, he declares tarocche and

exposes ten for the other players to see; the Fool counts for this purpose as a

trump. TIle declaration will earn him I game point from each of the other three,

or 2 if the ten trumps include all three honours. He then leads to the first trick.

Each of the other players, if he is able, may declare /arocche just before he plays

his first card. Play is under the usual rules. If any player had all three trump

honours in his hand at the start of play, he declares mi/igafli as he plays the last of

the three; this eams him I game point from each of the other players when the

hand is completed. The same holds good for a player who had all four Kings in

his hand at the start of play; he declares them as he plays the last of them, and

obtains I game point from each of the others at end of play. Note that the

bonuses for declarations of larocche, mifigal1i and fOllr Kings are personal and

not shared with partners, if any. At the end of the hand, the declarer receives I

game point from each of his three opponents if he has won the parlida by having

a poinHotal of 37 points or more, or 2 if he has 54 or more; he pays each I game

point ifhe has from 19 to 36 points, or 2 ifhe has 18 or fewer.

A player who makes the Bagaue II/Iimll (wins the last trick with it) gains 2

game points from each of the other three players; conversely, he pays 2 game

points to each if he loses if in the last Irick (makes pefar Bagauc). Again, this

bonus and penalty are personal, and not shared with partners. If the solo player
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has gone sans prendre, the payments for winning or losing the game (partida)

and Bagalle ulrimu are doubled.

If none of the players wishes to go solo, the dealer calls (ciama) a King

nol in his hand; if he has all four Kings, he calls the Angel (XX). The player

holding the called card becomes his panner for that hand, but does not announce

the facl. Ifby mistake he calls a card he has in his hand, he has the same choice

as before between going salIS prendre and abandoning the hand for a payment of

1 game point to each of the other three, together with payments for any

declarations they could have made. Play is under the usual rules, and declarations

may be made as before: larocche before playing to the first trick, mitigalli and

four Kings when playing the last of the cards in question. Bonuses for

declarations are personal: all three other players pay the one making them.

Bonuses and penalties for Bagalle IIltimu arc likewise personal. A player

intending to win the last trick with the Bagalle must continue, whenever he

obtains the lead. to lead the same suil as he led when he first obtained the lead, as

long as he can do so: if he fails to do this he forfeits the bonus for the Bagarte

/lilimu ifhc makes il. At the end of the hand, the dealer's side wins if the partners

have a combined total of 37 points or more; their opponents win if they have 36

points or Illore. Each member of the losing side pays one member of the winning

side: payment is doubled if the losing side has 18 points or less.

8.44 Three-handed Mitigatti lliice, 1840 or earlier until 1930s)

All is as in game 8.43 with Ihe following exceptions. There are Ihree players, and

the cards arc dealt in batches of 9, 6 and 10, the dealer giving himself 13 cards

Instead of 10 in the last round of the deal. It is not explicitly stated, but

Presumably there is a pause after each of the three rounds of the deal, when Ihe

players may agree to go 10 the mountain. There is no possibility to play solo or to

call for a card, and there arc no partnerships; each player plays for himself.
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Because of the greater number of tricks in lhe three-player game, there ate 78

points in total instead of 72. Any player who takes at least 13 but fewer than 26

points must pay 1 game point (0 the player wilh most points; a player with fewer

than 13 points must pay 2 game points. II is not said what happens if two players

lie for most points; presumably they divide Ihe payment between lhem.

Declarations and pnymcnts for rarocche, mitigalli, four Kings and Baga(te IIlrimll

arc the same as in the four-player game.

It is (0 be hoped that someone will discover a pre-XVIII century Tarot

pack from the Duchy of Savoy, and so help 10 confinn the conjectures made in

Ihis chapler.



CHAPTER 9

Modern French Tarot

From its first introduction in the XVI century and for at least the first half of the

XVII century, Ihe game arTarol was extremely popular throughout France, as is

attested by a very great many literary references. BUI, while its popularity

remained undiminished in the eastern part of the country - Alsace (French from

1648 (0 1870 and from 1918 onwards), Franche-Comte (French from 1679

onwards). Burgundy and Provence - it had been by 1700 completely forgollen in

allihe rest of France. l Thierry Depaulis dates ils decline in popularity outside the

east or the country from the middle or the xvn century.' Since 1945. however,

the game has been enjoying revived find steadily increasing popularity in all parts

of the COUniry. A popular explanation of this revival is that, during the war in

Algeria, French soldiers received parcels containing, among much else, Tarot

packs with rules of the game; whether this story has any basis we do not know. A

I As noted in Chapter 3, editions of La Maison aC{j(iIlmiqllc from 1659 to 1702 carried a
description of Tarot; but when the series was resumed in 1718 under the tille Academic
ullivcrsclle de.J jeu:c. Tarot had been dropped. and was not subsequeruly reinstated. A pamphlet
pLlblished in 1725 by the master cardmakers of Paris (Bib. Nat., Imp., Fm 12384), directed against
~he master stationers. mentions 'Tarot cards, which are a peculiar kind of playing cards whose use
IS unkncl\ln in Paris loday·. An edilion of 1726 of Les !aciric/lses llllirs, a translation by Jean
louveau and Pierre de larivey Chami>Cnois of a book of riddles by the Italian aUlhor Giovanni
Francesco Straparnla, glossed the answer 'lhe game of Tarot' to one of Ihe riddles by explaining
10 the readers thll1 it was 'n kind of card game nowadays obsolete'. Much laler, Antoine Court de
G~be[in referred to Tarot, in Vol. VIII of his MOlldc primitif(Paris. 1781), p. 365, as '3 game
unknown, it is true, in P3ris, but well known in 113ly, in Germany and e\"l,:n in Provence'.,

He appeals to a remark in Ihe Memaires oflhe abbe Miche[ de Marolles, published in Paris in
[656, 10 the effecl Iha1 Tarots are "a type of cards lhe use of which was formerly more common
lhan il is aT presenl". See his 'Qualld I'abbe de Marolles jouail au tarot'. Le "ieux Papier, lu[y
2002, pp. 313-26.
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FedCralion Franyaise de Tarot was founded in 1973 with headquarters 31

Boulogne; it publishes official rules and organises local and nationalloumamcnls.

The modern fonn of the game is descended from that played in Franchc·Comte

and Burgundy. France long resisted the Gennan innovation of Tarot packs with

French suit-signs, bUI finally succumbed completely 10 the new fashion, with

Arabic numerals on the trumps, around '900. The shortened 54-card pack has

never been used in France. In 1930 the cardmaking finn of Grimaud, 31 the

instigation of Paul Marteau, ils head until 1963, issued for use in fortune-telling a

pack confonning to the lraditionaillalian-suitcd slandard pattern whose name, the

Tarot de Marseille, is now universally used and was promoted by Marteau.

General rules and terminologyfor modem French Tarot games

The full 78-card J)<1ck is used. Play is preceded by bidding, so that there are

always two sides. Trumps arc called ar()lI1.~ - the ordinary French word for

'trump', in Bridge and other games. The Fool is called /'Excuse and serves as

Excuse, with exchange; but if it is played 10 the last trick, it belongs to the side

that wins that trick. However, in all fonns of the game, if a player (with his

partner, if any) has won all the preceding tricks. he may play the Excuse to the

last trick, which it automatically wins (as if it were Ihe highest trump); he or his

side thus makes a dlelem (slam). If the Excuse is played before the one playing it

has won a trick, it is placed face up beside that player if the trick is won by the

opposing side, and a card given in exchange for it as soon as he wins a trick; ifhe

never wins one, the Excuse is surrendered to the opponents. If the Excuse is led

to a trick, the second player is free to play any card he chooses: that card

determines in what suit the trick is played, as if it had been led to the trick. It

player may sometimes wish to surrender the lead to a partner by this means. The

trump I ,vas formerly called Ie Poguel and is now known as Ie Petit. The cards

have their standard values, and arc counted in twos, so that there arc 91 points in

all; an odd empty card is worth ~ point. The 21. Petit and Excuse (the slllndard

trump honours) were formerly known by French players as o1/dlers (a word wi
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no other meaning) and nowadays as bOl/ls (ends). TIley have an importance

difTerent from that in any other type of Tarot game, in that the required poinHotal

for the declarer's side to win the hand depends on how many of the three trump

honours (ol/ellers or bOllls) it has in its tricks. If it has none, it must have made 56

points or more 10 win; ifit has one, it must have made 51 points or more to win;

if it has two, it needs only 41 points or more 10 win; and if it has all three, it

requires only 36 points or more to win. When each side has an even number of

cards in its tricks, as in a four-handed game, these will also be the totals required

by the opponents to defeat the declarer's side; but the declarer (with his partner, if

any) will have lost if they have a point-total even YJ: point below that which they

require. Since the 21 cannot be lost, and lhe Excuse hardly ever, bringing the

Petit home, or capturing it from the opposing side, becomes of the highest

importance. During the course of the deal. a stock is formed, which was fonnerly

called the lalrm and is now called the chien (dog), a word also applied to a

discard. In addition to the usual constraints on playing to a trick, it is obligatory,

whcne\'er one has to playa trump, to play one higher than any yet played to the

trick if one can; if one cannot, one may play any tmmp if one has one. This rule

applies whether a trump or a suit card was led. The rule facilitates the capture of

the Petit - 10 chasse all Pelit (the hunt for the Petit) - by the opponenlS of lhe

player or side that has it. A player with a large number of trumps in his hand may

declare them just before he plays to the !irst trick, but is not required to do so: this

is called a poiglllJe. Trumps must be shown to the other players up to the number

de<:lared. The Excuse may be counted as a trump for this purpose; but if the

Excuse is shown, it constitutes a guarantee that the player has no other lrumps

lhan those he has shown; in other cases he is not required to say whether he has

additional trumps. A poignee gains a bonus if the side of the player declaring it

wins the hand; but if that side loses the hand, it Ilommlly incurs an equivalent

penalty. The Ilumber of trumps needed for a poigllee, and the f1mounl of the

bonus Or penalty, will be specified for each different game. There is also a bonus
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for winning the last trick with the Petit, or capturing it in the last trick; this used

to be called Ie Poguet a fajill and is now known as Ie Petit ou boul; if the Excuse

is played to the last trick in a chelem, the bonus is awarded for winning the

penultimate trick with the Petit.

Beres or mouches

It was formerly the general custom to supplement the regular scores for winning

or losing a hand by one or more pots; this is no longer usual, however. The

simplest method is to have a single pot, to which each player contributes 5 game

points whenever it is empty, and the dealer contributes 5 game points whenever it

is not. If in any hand the declarer wins, he takes the contents of the pot, sharing

them with his partner if he has one; if he loses, he doubles the pot. This method

may lead to a very large pot if several rash bids are made successively, so that the

game takes on much of the aspect of a gambling game. To avoid this, it was

common to divide the single pot into distinct pots, formerly called heles, now

known as mouclles. At the beginning, or whenever no bele is on the table, the

dealer contributes 20 game points, and each of the other players 10, to form the

first bele or a new one. Ifin any hand the declarer loses, he doubles the hete ifit

has not yet been doubled, or fomls a new bete by giving as much as the largest

existing one. If he wins, he takes the largest bele on the table. Before each deal.

the dealer adds 5 game points to the largest bete if there is one. Thus, suppose

there are three players. The first hete consists of 40 game points. If in the first

hand the declarer wins, he takes that and a new bite of 40 game points is formed.

Say the next declarer loses: he doubles the bele to 80 game points, to which the

dealer adds 5. Now if in the third hand the declarer loses, he will pay to form a

new bete of 85 game points, to which the next dealer will add 5. If the next

declarer wins, he will take the larger of the two biles, with 90 game points.

leaving the smaller, with 85 game points, on the table. In this way. the beltS

grow only very slowly.
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The earliest account known to us of the ancestors of the present-day game

is an anonymous little booklet, Regfes du jell de Tarots (RJT), published In

Besanlj:on III 1862. The next work on the subject was published, again at

Besanyon, In 1880 as 7i'aife dujeu de Tarms (TJD by M,A., a member of the

Cercle Oranvelte of Besanyon; also published at Besanyon, a third edition, with

only lhe most minor typographic changes, was issued in 1902. This was followed

in 1927 by Lejell de Tarols: methode tlu!oriqlle el pratique (ln, by M.L.A. and

the members of the Academie de Tarots of Dijon; it is subtitled Regles generales

adoplees par 10US les cercles et cafes de fa Bow'gogne, de fa Fronche-COI1lIt.i el

de f"Esl de 10 France, The author was evidently familiar with TJT, since he

repeats several turns of phrase from it. This booklet was published by

Bomemann of Paris, and repeatedly reissued by them, at least up to 1967. TJT

does not repeat, and is not based on, RJT, but bOlh works describe the same two

games, a four-handed and a three-handed one, RJT mentions a two-handed form,

but says dismissively that it is played in too many different ways for it to be

worthwhile to give its rules. The two later accounts do not differ greatly, Both

RJT and TJT envisage the use of an Italian-suited pack, but do not make clear

whether the Pope and Popess or Jupiter and JUIlO figure as trumps V and II; the

Coins suit is called either Deniers or Roses. RJT and TJT were written, the suit

cards still maintained their original ranking, the Ace following the Jack in Cups

and Coins; but by the time of JT the French-suited pack was being used, and in all

four suits the lOs immediately followed the Jacks. This is interesting, in that it

s.hows that France did not depart from tradition in this respect until the early XX

century, far later than lhe only other land to have done so, Sicily, which must

have adopted the same rank-order in all four suits by the mid-XVIII century.

Both the three- and four~handed games described in the Besancon

booklels subsequently underwent extensive evolution. It is best to start with the

oldest recorded fonn of the four-handed game, stated by TJT to be the only way

of playing Tarol with four players, and so presented by RJT; this foml is given by
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JT as the old method of doing so, and there called larot d'appeJ. Our guess is

that it was linle played in just Ihis foml aBer the 19305.

9.1 Tarot d'appcl (1850 or earlier to c.1932)

Dcal

There are four players. Both RJT and TJT use the word of01/1 (the ordinary

French word for 'trump') as applying 10 the Excuse. In RJT and TJT Ihe trump 1

is called the Poguet. JT also mentions Ihis name, but prefers to call it the Pelil.

In all three sources, the trump 21 and I and the Excuse are collectively called

oudlers. The dealer gives 18 cards to each player in six rounds of three each.

RJT says vaguely that the dealer may give 3, 4, 5 or 6 cards to each in a round;

TJT allows him, as an alternative to giving out the cards in threes, 10 deal in four

rounds only, in any of the following ways: 3-4-5-6; 6-5-4-3; 4-5-4-5; 5-4-5-4.

The six remaining cards fonn the talon; having counted them, the dealer takes

them into his hand withoUl showing (hem to the others. He then discards six

cards, which count to him al the end of the hand, and may not include Kings.

According to RJT and TJT, he may discard the Paguet if he has no other trump

(save the Excuse, which for this purpose docs not count as a trump); in no other

case may he discard an olldler. RJT allows him to discard trumps other than

olldlers; TJT does not. According to JT, the Petit may never be discarded.

although there is no general prohibition on discarding trumps. Having discarded,

the dealer says" VOIl.t pO/l\'er jOller".

Bids

There are three positive bids, which are, in ascending order: appe/ (call); ache'l

(purchase) or solo; and solissimo or jOllerie. If all pass, the next dealer redeals.

In an oppel contract. once the bidding, which may take more than one round, is

over, the declarer calls any card of his choosing thai he does not have; the pI3)'d

who holds this card becomes his partner withoul announcing the fact. RJT does

not allow him 10 call a trump or the Excuse: TJT and JT impose no restriction.
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TJT and JT clearly state that if the called card is in the dealer's discard, the dealer

becomes lhe declarer's partner, which will become apparent only when the hand

is over. If the declarer inadvertently calls a card in his own hand or in his discard,

he is forced to play solissimo according to RJT or solo according to TJT and JT.

For RJT these appear to represent the rates at which in this case the game is

scored, whereas, according 10 1'J1' and JT, the game is scored at the rate at which

it was bid. Presumably, on the lalter rule, the declarer will be able to make a

purchase (acha/) if he notices his mistake in time, but this is not stated. In an

achar contract, Ihe declarer plays alone against the other three. When lhe bidding

is over and before play begins, however, he names a suit card that he does not

have (not a trump or the Excuse); the holder oftha! card mUSI surrender it to him

in exchange for another card given face down, for a payment to the seller of 10

game points. TJT recommends instead a payment eqllalto one fifth of the largest

here, as observed in the Cercle Granvelle; JT remarks thai in some places the

price equals the largest be/e, which seems exorbitant. If the card asked for is in

the dealer's discard, the dealer gives it to him in exchange for a card to be

substituted for it in the discard. If the declarer asks for a card he himself already

has, he must play al the solissimo level; but again, according to TJT and JT, the

game is scored only as a solo. In a solissimo conlract, the declarer again plays

alone against the other three, but without the benefit of being able to buy a card.

Unusually, the bidding is opened by the dealer. Each playcr must pass or make a

POsitive bid higher than any yet made (not neccssarily the lowest such bid); but

RJT and TJT allow a player earlier in the bidding order to bid at the same level as

the previous highest bidder (to 'hold' a subsequent bid). This is done by saying

".Ie garde"; if either is content to surrender to the olher, he says "A VailS". One

wh~ has already bid may bid again; it is stated by JT, but nOi cxplicitly by RJT or

Tn, that a player who has once passed may nOI re-enter the bidding, but the

earlier manuals probably intend this. RJT and TJ1' allow a fourth, highest, bid of
eh /.

e eme or cJIe/em (slam), won by taking all the tricks. The contract thus
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undertaken may be played under any of the three conditions: with a panner,
selected by means of a called card; solo, but with a card bought from the

opponents; or solissmo without purchasing a card. According 10 TJT, whatever

bid he made, a successful declarer may announce his intention of making chelem

and then has the right to puchase a card from whichever other player has il. The

rule thai the Excuse wins the last Irick if all earlier tricks have been won applies:

see Basic rules. JT recognises a special bonus for making dIe/em, but docs not

allow it to be used as a bid in the four-handed game.

Declarations

A player may declare ten trumps just before he plays to the first trick, showing

any tcn to the other players; the Excuse counls for this purpose as a trump, though

RJT and TJT do not require that showing the Excuse implies that there are no

other trumps (see Basic rules), TJT also allows a declaration of 13 trumps; RJT

and JT do not. In the unlikely event that two players each have ten trumps, both

may declare them. None of the three manuals uses the word poigmje, Ifit is the

declarer (player undertaking the contract) who declares 10 trumps, then, if he

fulfils his contract, he is paid 10 game points (20 if he had 13 trumps when this

declaration is recognised) at the end of the hand by each of the other players.

including his partner if he had one; but if he loses, he pays each of them the same

amount. If a player other than the declarer shows 10 or 13 trumps, he is paid

immediately by each of the other three players.

Scoring

In the usual way, the player to the dealer"s right leads 10 the first trick. The

required rolal of points for a player or side to win (fulfil the contract) depends on

Ihe number of ouellers (trump honours) in his or its tricks, as explained in the

Basic rules. RJT employs the tcnn 'bele' only in the phrase eIre iJ 10 bilt

(equivalently €Ire a 10 remise), applying 10 one who has failed to make his

controct and so has to double the last bile; for the original stake it uses the ,"'"



Modern French Tarot 203

ely·eu or mise. For T.IT to double the mise is/aire la remise; TIT and JT use the

word hete as explained under the General rules. For RJT and TJT, each dealer

puts 20 game points as his mise or passe, for JT only 10; in the Cercle Granvelle

it is as high as 100. None of the manuals gives a clear account of the procedure,

but it is certain that an enjeu can only be doubled once before a new one is

created. In an appel, the declarer and his partner divide the largest bete between

them if they win. For TJT and IT, each is also paid by one of the opponents as

many game points as they have points above the required total, so that, if they

have exactly the required total, there is no such payment. For RIT, each is paid 1

game point more than this amount, so that the opponents pay I game point if they

have exactly the required total. If they lose, the declarer alone doubles the bete or

creates a new one (see section on Betes under General rules); each of them pays

one opponent as many game points as they fell short of the required total. In

these and the following cases, the payments are often rounded up or down to the

nearest multiple of 5. When the declarer plays alone, he takes or doubles the

largest bete, and is paid by or pays to each opponent the difference between his

the required point-tolal and that which he achieved, plus 10 game points if he bid

solo (achal) or 20 if he bid solissimo. RlT and TJT lay down as the preferred

procedure that mentioned but strongly deprecated by .IT called'compter Ie Paguet

(Petil) en dedcl11s'. According to this, if the declarer or his partner wins the last

trick with the Paguet (Petit) or captures it in the last trick, the required total is

reduced by 10 points; if the opponents do so, the required total is increased by 10

POints. RJT and TJT recognise, and JT advocates the alternative practice:
,
campier Ie Paguet (Petit) en dehors'. According to this, payments for the game

are made in the usual way, but 10 game points are added to, or subtracted from,

t~e payment received, or made by, each member of a side that has won the last

trick with the Petit or captured it in the last trick. According to RJT and JT the

bonus for making a chele,ne is 200 game points, paid whether the cheliwle was

bid or not; if two players make the chelimle together, each is paid the bonus by
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one of the two opponents; if it was bid and 10SI, each pays 200 game points 10 one

opponent; for TJT the bonus for dIe/em is 250 game points. If a chelem is made

by the declarer on his own, he is paid the bonus by each of the three others; if a

chelem is bid and lost by the declarer on his own, he pays each of them.

According to H, the bonus for chelem is 200 game points (there is no cJle/em bid

in In. When there is payment for chelem, points on the cards and consequent

payments are disregarded. TJT and JT say nothing either about winning the last

or the penultimate trick wilh the Petit or about the bi,es in this casc.

VariallfS

RJT mentions Ihal in the four·handed game, some schools allow a

declaration of any number of trumps from 10 upwards, worth as many

game points as there are trumps (11 gamc points for 11 trumps, and so

on).

RJT also mentions that somc players allow a declaration of carles

blallches, madc just before playing to the first trick, by a player who has

no Olldler and no court card in his hand. This is worth 10 game points

from each of the other players. RJT does not state whether the player

must expose his whole hand to verify his claim.

Finally, RJT observes that, while it is usual for a successful declarer to

take the largest remise, some take the earliest.

There was considerable evolution in the three·hnnded game, especially in

respect of the bidding. We may start wilh the version described in RJT and TH.

9.2 Three-handed Tarot (Franche-Colnte, 18.50 or earlier to c. 1900)

Deal

The full 78-card Italian-suited pack is used, the dealer giving 24 cards to each of

the three players in eight rounds of three each, the last six cards are placed face

down on the table to foml the taloll.
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Bidding

The player to the right of the dealer opens the bidding (but in the Ccrcle

Gronvelle. the dealer does). There arc four positive bids, which are, in ascending

order: simple game or prise; S(lIIS achal; and salis ccarf and chclem. In each case

the declarer plays alone against the other two. In a simplc gamc, the declarer first

turns the t310n face up for all 10 sec, takes it into his hand and discards six cards:

he may not discard a King, a trump or the Excuse. He then asks for a suit card

not in his hand or in the discard; he may not ask for a tnlmp or the Excuse. The

player holding the card surrenders it in exchange for another card given face

down, for a payment of 10 game points or, under a different convenlion, for a

fifth of the value of the largest bete; the payment is shared between the declarer's

two opponents. In sailS ecarl {called also solissimo in RJn, the declarer exposes

the talon, takes it and discards as before, but docs not ask for a card. In salis

ecart, he docs nOI ask for a card and leaves Ihe talon face down: its cards belong

to him al the end of the hand, but no one sees il unlil then. RJT has cheleme as

the highest bid. the declarer leaving the lalon aside as in a sans ecarf; but TJT has

the more sensible rule that a declarer may announce chelem, after the bidding and

after he has discarded. if he was the dealer; if he does so. he acquires the right to

purchase a card, even if he had bid salis achat or salIS ceort. A player who has

passed may not re-enter the bidding. To bid a simple game, a player says, '.Ie

pre/uk' ('I lake"); if the ficsi player to make a positive bid wishes 10 make one at

a higher level, he says ·.Ie prcllds sails ae/ulI' or 'Jc p,.ellds sans econ'. If one

player has said ·.Ie prends', and a subsequent player wishes to bid sam ae/wl, he

says 'Je poI/sse' ('1 push'). The previous bidder may then, ifhe wishes, claim a

prior right to become declarer al the sa/1S aclJm level; to do so, he says ·.Ie g{lrdc'

("' ho.ld) If he does not wish to claim that righi, he says '.4 VOIIS'CYOUrs'). In

reply to 'le garde', the laler player may surrender by saying "A \'OIIS'; or he may

choose 10 make the highest bid by saying "SUIIS &'arl'; in this case, the earlier

player again has the choice of saying either '.Ic ga,.de' or 'A 1I01lS'. If the sans
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eca,., level has been reached, of course the bidding is over; if the third player has

nol yet spoken, his chance 10 do so comes only after one of the first two has

surrendered 10 the other. There is thus only onc round of bidding.

Play and scoring

The player to the dealer's righlleads to the first trick, as usual; the suit cards rank

in their original order. There are no declarations of trump holdings. It is usual 10

reckon the Paguet ell dedalls; that is, if the declarer wins the last trick with the

Paguet, or captures it in the last trick, his required total is reduced by 10 points,

while it is increased by 10 points if an opponent wins the last trick with the

Paguet, or captures it in the last trick from the declarer. If the declarer wins, he

takes the largest be/e; ifhe loses, he doubles it. Each opponent pays a successful

declarer a number of game points equal to the difference between his actual

point-total and that which he required, or I less than his required tolal according

to RJT, plus 10 game points at sans achal and 20 at sans ecarl. If the declarer

fails, he pays each opponent as many game points as he fell short of the required

101al, plus 10 at saliS aella' and 20 al saliS ecar,. (An odd Y2 point gained by the

declarer, equivalent to one odd empty card, is ignored.) Whatever the bid, the

declarer receives 500 game points from each opponenl if he makes chelem,

announced or unannounced, according to TJT, but only 200 according to RJT; if

he announced chelem, but failed 10 make it, or ifhe wins no tricks at all, he pays

each opponent the same amount, whatever Ihe contract Point-tolals are ignored

in any of these cases, but presumably one who makes chelem can lake the largest

here, and one who announccs it but fails to make it doubles the largest here,

The principal change in the game as described in JT lies in the manner of

bidding. The practice whcrcby a player earlier in the bidding order is able to

'hold' a bid made by one later in the order is very common in games played

within the fomler Habsburg Empire: but by 1927 the original meaning of '.It

garde' had evidenlly becn forgotten, and, wilh it, the practice itself. The author
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of JT was evidently familiar with TJT, whose phraseology he often echoes;

divergences may therefore be assumed to be deliberate. Although JT wellt on

being published until 1967, it is likely that the game it describes did not outlast

Ihe Second World War.

9.3 Three-handed Tarot (Burgundy, 1927 or earlier to c.1945)

All is as in game 9.2, with the following exceptions. A French-suited pack is

used, and in every suit the lOs immediately follow the Js. 24 cards arc dealt to

each player in three rounds of four at a time, the last six cards fanning the talon.

Each dealer contributes 10 game points to the elljell (the mechanism of this

system is not explained). The player to the dealer's right opens the bidding.

Che/em figures as the fourth and highest bid. A bid to play at the salLf achat

level; is always expressed by saying 'Jc POIlSSC'. In a pollsse (salis achal), the

declarer pays 10 game points to the player who sells him the card he asks for; the

payment is not divided between the two opponents. A previous bidder is no

longer entitled to 'hold' (claim a prior right to become declarer at the level bid by

a later player); instead, the bidding proceeds ill strict rotation, each player who

has not already passed being able either to make a higher bid than any yet made

or to pass. Presumably a player who bids che/em mm01lce neither seeks to

purchase a card nor takes the talon, though this is not made clear. Clw/em is

worth 250 game points from each of the other two players, the ordinary score for

game being ignored; presumably if a chelem wmOllllcC fails, the declarer pays 250

game points 10 each of his two opponents. It is slill possible to make an

unannounced dIe/em. Some circles have suppressed the bid of 'Je prends' and,

\\~th ii, the practice of the (lchm. A declarer who has said 'Je prends' or ·.Ie

pO//,fse' lllay not discard Kings or muliers. but may discard other trumps if he

wishes. If he is on the dealer's right, he leads to the first Irick as soon as he has

discarded; otherwise, having discarded, he says 'VO/IS pou\'ezjouer' ('You may

play') to Ihe player on {he dealer's right. A player with fifteen or more trumps
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may announce fifteen just before he plays to the first trick, and shows any fifteen

10 the other players: the Excuse counts for this purpose as a trump. If he is not

the declarer, he is immediately paid 10 game points by each of the other two

players; if he is the declarer, 10 game points are added to the payment made by

each opponent ifhe has won, and to the p<'ymenl he makes 10 each of them ifhe

has lost. If the declarer wins the lasl trick with the Petit, or captures it in the last

trick, he is paid 10 game points by each opponent al the end of the hand; if he

loses it in the last trick, he pays each opponent 10 game points. These paymcnls

are independent of whether or not he fulfilled his contract. As in game 9.2, the

declarer is paid by or pays to each opponent the difference between his required

and his actual poinHotal, plus 10 game points aI pous.te and 20 at sans ecaT/.

Game 9.1 reappears. in a slightly altered fonn. in Regles du jell de Tarol

(RT) by Pierre Berloquin (Paris, 1973) as a traditional method still practised,

though on the wane. The dates given below are conjectural.

9.4 Later Tarot d'aRnel (c.1940-1975l

All as in game 9.1, with the following exceptions. As in TH, the dealer may

discard the Petit if he has no other trump (the Excuse not counting as a trump); in

no other case may he discard a trump. Any player, including the dealer, who has

the Petit but nOI the Excuse nor any olher trump may annul the deal ifhe chooses.

If, in an oppel contract, the called card is in the dealer's discard. the declarer must

play without a partner (he will not know at lirst Ihat he is doing so), but still at the

value ofan appel. Likewise, if the card askcd for by one who declared aehal is in

the dealer's discard, the declnrer must play without buying a card, but still at the

value of an aellal. A bid of oppel must mention thc card to be called, and onc of

aellar must mention the card to be asked for. There are distinct bids of ellele'"

avee appel, the called card named as part of Ihe bid, and ehe/em solo; as a varionl.

a bid of chelem Q\'ee achor may be allowed as ranking bet"ween these. A round of
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declarations. beginning with the player to the dealer's right, takes place before

play begins, The declarations allowed are: 13 tmmps (for 20 game points), 18

tTlllnpS (for 30 game points), 'No trumps' (the Excuse 1I0f this time counting as a

1n101p) and 'Miscre' (no counting cards), both for 10 game points. A declarer

who bids solo adds 10 game points to the largest btfe before play begins, and 20

ifhe bid solissimo. At the end of tile hand, the payment to or by each opponent is

the difference from the required total, plus 10 game points in a solo and 20 in a

solissimo.J There is an award of 250 game points for chelem, but only if it was

bid. In RT Berloquill is neutral between counting the Petit ell dedans and

counting it en deimrs. He mentions a variation on the fom1er. If either side wins

the last trick with the Petit, or captures it in the last trick, its required total

becomes 3 J points if it has both other oudlers, 36 if it has one other and 41 if it

has no other; nole Ihat, since there will be no half-points in the point-totals, Ihe

required totals for winning arc the same for both sides. The Mfes are left

untouched when there is a c/lelem payment.

Variam

The dealer does not take Ihe lalon al the end of Ihe deal: it remains face

down on the table during the bidding. Bids of appel or aehal do not

specify the card to be called or asked for. At the end of the bidding, the

declarer takes the talon inlo his hand, wilhout showing it to the others; if

he bid appel, he then calls a card, and if he bid achal, he then asks for one.

JT also mentions what it describes as a vel)' recent method of playing

four.handed Tarot. This is simply an adaptation of the three·handed game for

fOur players; the present-day four·llanded game is similarly an adaptation of a

,
Btrloquin's lexl Sttms 10 suggeSl Ihal, in a solo or solissilllo, the dtdarer is paid by or pays 10

tach opPOnem only the difference from the required 101al; but this calU\()( be correcl sinct il
;'ould destroy all incenl;\'e for bidding solissilllo. II is possible lhat lhe detail about adding 10 or
: ~me points 10 the largest bele before play is an error on Berloquin's pan; in any case., the

Ol"lng syslem of game 9.1 seems prcftrable.
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later three-handed fonn. JT remarks, quite truly, that it leads 10 many hands

being passed out - all four players passing.

9.5 Four·handcd Tarot (Burgundy, 1925·c. 1950)

All is as in game 9.3, with the following exceptions. The dealer gives each of the

fOUf players 18 cards in six rounds of three each, placing the last six cards face

down on the table to fonn the talon. A declaration of 10 trumps replaces that of

15. CJlelem is \Vonh 200 game points. In all cases the declarer plays alone

against the other three.

lllC first account of a third stage of the three-handed game, as it had

evolved after the Second World War, was given in Victor Momieux's Meihode

modeme du jell de Tarots (MMn, published al OulJins, just oUlside Lyons, in

1952; this probably indicates that the game was still popular in the Lyons area as

well. Several French playing-card manufacturers then included with their Tarot

packs leaflets giving rules of the game basically agreeing with Momieux's

account. Catel's lea net (Cat.) was anonymous; Heron's (Her.) was by R.A.C.,

stated to be a founder member of various Tarot clubs; that issued in 1962 by La

Ducale, and later by Grimaud (Grim.). was by P.B.V.. President of the Grand

Cercle Fran~ais de Tarots. Further sources are PieTTe Berloquin's RT of 1973 and

his Le livre des jellx (Paris, 1970) (LJ). In this version of the game, the bids

remain largely the same, the principal change lying in the declarations. Until the

mid-1970s, it was usual in France to think or Tarot as primarily a game for either

three or five players; it was only when the new Federation Fran~aise de Tarol

(F.F.T.) started 10 promote the four-handed game, and to hold tournaments in this

form, that this came 10 be the standard foml of game, and the popularity of the

three-handed version - but not of the five-handed one - began to dwindle. There

are numerous variations in the niles, which will be set out after each section..
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9.6 Three-handed French Tarot (c. 1950-1970)
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Deal

The dealer gives 24 cards to each of the three players in eight rounds of three

each. In the course of the deal, he puts six cards face down on the table to form

the talon; in the middle or at the end of each round of the deal, he may put from

one 10 three cards into the talon, but never more than three; he may not put any of

the firsl three or the last three cards into the talon. If any player has the Petit but

not the Excuse nor any other tnunp, the deal is annulled and there is a new deal

by the next dealer.

Variams

(I) The deal rotates, from hand to hand, in a clockwise direction (RT).

(2) The deal is in six rounds of four cards each, one card being put into

the talon at the end ofeach round (MMn.

(3) A player with the Petit but no other trump or the Excuse does not

annul the deal immediately. As soon as a positive bid is made, that player

declares the Petit imprellable, meaning that when he plays it, he will take

it back and give another card in exchange for it. The player who made the

bid has then the option of either withdrawing iI, in which case the deal is

annulled, or sustaining his bid (invariable rule - MMT, optional rule 

RT).

Bidding

There arc three ordinary positive bids, which arc, in ascending order: :ie pre"ds'

(or 'ie prise' RAC), :ie po"sse' and ".ie garde' (or 'SOIlS eClIrt' U or je garde

sans eCarl' RT). The only difference between the first two lies in the scoring; the

declarer exposes the talon, takes il into his hand and discards six cards, none of

lhem a King or a tmmp honour. If the declarer has said 'je garde', the talon is

left unseen until the end of the hand, when it belongs to the declarer. Cite/em

bids are discussed in a separate seclion. Each player must either pass or make a
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positive bid higher than any yel made; having passed, he may nOI fe-enter the

bidding. If all pass, there is a new deal by the next dealer. The declarer mUSt

play at the level of his laSI bid.

Varialffs

(I) The prise is not admitted: only the pO/lsse and the garde. The latter

may nol be used as the opening bid, but only as overbidding a pausse.

(MMT).

(2) If the declarer bid a prise. he may ask for any card of a plain suil nOI

in his hand; the player who holds it surrenders it to him in exchange for a

card from Ihe declarer's hand and the payment of 10 game poinls (U and

RT, which agree thai the practice is falling into disuse).

(3) A bid of 'je gorde Q\'cc ceor" (Grim.) or simply 'ie garde' (RT) is

admitted by some players as intennediate between jf! pollSSC' and 'je

garde (sails eca,.t)'; it is distinguished from prise and pollsse solely by the

scoring.

(4) RT mentions with disapproval the practice of allowing the declarer to

announce that he will play at a higher level than that which he bid, and

also IImt of allowing the player on the dealer's right to make a positive bid

after all have passed.

Che/em

Two bids, pelit che/em and grand che/em, mnk higher than all others. (letil

chelem is a contract to take all the tricks but two, and grand dIe/em to take all of

them, in both cases aftcr taking the talon and discarding. Only in grond dIe/em

does the Excuse, played by the declarer. have its privilege oftnking the last trick.

There is no special bonus for an unannounced che/em.

Variallfs

(I) Only U, RT and Grim. recognise the die/em bids; RT observCS that

some players do nOI do so. and Ihal some recognise only the grand

dIe/em.
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10 gamc points
20 game points
30 game points
10 gamc points
10 game points

(2) MMT docs not allow ehe/em bids, but admits a special score for an

unannounced grand ehe/em, by the declarer or his opponents. It also

allows a che/emallnOllce by the declarer before play begins by saying 'Je

demallde /e gra"d dIe/em' as soon as he has discarded. lie then exposes

his hand on the table; if the opponents do not concede, he leads to the first

trick. The Excuse can always win the last trick if its holder has won the

previous twenty-three.

Declarations

A player may, if he chooses, make any of the following declarations just before

he plays to the first trick:

faignce (13 tnnnps)
Double poigmic (15 trumps)
Triple poigf/ce (all 22 Ifumps, including the Excuse)
Pas d'a/(Jl/I.~ (no trumps, nor the Excusc, in band)
Pas de poinls (no counting cards in hand)

A player making a poignee declaration must show to the othcrs trumps to the

number he is declaring; if he has more. he may choose which. lie may declare

fewer trumps than he has., but may not make more than onc poignee declaration;

otherwise. any two declarations may be combined. For the purpose of a poigllee

declaration, the Excuse counts as a trump; but it may be shown only ifthcre is no

other trump in the hand. A declarer who makes a poignee dcelarotion is paid its

value by each opponent at the end of the hand if he makes his contract, but pays

the same to each of them if he fails to make it. If an opponent of the declarer

makes a poignce declaration, he is paid its value by each of the other two players

immediately.

Variallfs

(I) RT requires a round of declarations before play begins.

(2) According 10 RT and to MMT one who holds the Excuse but no

actual lrump may make a pas d'alouls declaration (called by MMT sans

mOllls).
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(3) Her. and Cat. award 40 game points for a triple poigllee. which MMT

does not recognise at all. Note that both opponents will be able to declare

pas (i'atours. so 30 game points may be a net payment. MMT calls a

double poigmie a fJoignee d·a'OIlf.~ or grande poignee. MMT and RT call

the pas de PO;/1/S declaration misere. and misere donie when it is

accompanied by a poig1l{!c.

Play

The traditional rule is that the player to the dealer's right normally leads to the

first trick, as slated by MMT, RT and Her. Only MMT lays down that one who

bids or announces dIe/em leads 10 the first Irick, but Ihis is probably the usual

practice. (Otherwise the ellelem might be defeated by one opponent's leading

from a long suit which the other opponent trumps.) What were formerly called

bi,es are now called mouche.... The declarer takes the largest mOl/che if he wins,

even in a che/cm, and, if he loses, doubles it if it has not already been doubled, or

creates a new lIIollche of the same amount if it has. The dealer adds 5 game

points to the largest mOllche before dealing. Independently of the score for

making the contract or failing to make it, there is a personal bonus of 10 game

points for winning the last trick with the Petit, and a penalty of 10 game points for

losing it ;n the last trick to an opponent. The bonus is paid to the player who

played the Petit au b01l1 by each of the other players, including his partner if he

was one of the declarer's opponents; the penalty is paid by one who lost the Pelit

in the lasl nick to each of the olher two players, including his partner if he was an

opponellt and lost the Petit to the declarer. It is unclear what happens if one

opponent plays the Petit to the last trick and the other opponent wins it; probablY

there is no payment for Petit a/l how in this casco

Vorimlls

(I) According to Cat., Ihe declarer always leads to the first trick:

according to W (but not Rl), the dealer does.
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(2) A ncw //louche is fomlcd whenever the declarer loses, and the dealer

adds 10 game points to the largest one before dealing (MMT).

(3) MMT describes a clumsy allemative method by which the declarer

always receives a fixed mouche of 80 gamc points; ifhe wins, and there is

less than this on the table, the dealer contributes 40 game points and the

other IwO 20 each. On other occasions, the dcaler contributes 20 game

points.

(4) RT and MMT recognise the practice of counting the Petit en dedans

as a variation. Under this, if the declarer wins Ihe last trick with the Petit,

or caplures it in the last trick, rhe poinHolal required for him to fulfil his

contract is reduced by 10 points; conversely, if he loses it in Ihe lasltrick,

or onc of his opponcnts wins the last trick with it, his required point-total

is increased by 10 points. This has the advantage of making the two

opponents unqualified allies.

Scoring

Apart from the mOllches, payments are made between the players as follows. If

rhe declarer has won, he is paid by eaeh opponent as many game points as he has

in excess of his required total, togcther with a basic payment of to gome points

for a pOllsse, 15 for garde awc tcart and 20 for garde SailS ecaN; there is no

basic payment for a prise. If he lost, he pays to each opponenl as many game

points as he fell short of his required total, together with the basic paymenl. lfhe

bid a chelem, card points are ignored: he receives from or pays to each opponent

100 game points for peril dlelem and 250 for grand chelem. If the declarer makes

no tricks at all, he pays the value of grand chelem to each opponent. When there

IS a payment for chelem, all other payments are ignored, save for the declarations

ane:t for the Petit all bolll when it is counted en dehors. When the Pelit all bolll is

COunted en dedalls, it, too, is ignored. When chelem bids are lldmilted, there is a

payment for chelem only if it has been bid.
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Variams

(1) MMT does not recognise the prise; payment for a pousse is the same

as above. If a garde was bid (for MMT this is always SaliS ecart), all

payments arc doubled. so thallhe declarer receives or pays 20 game points

plus twice the difference from his required tOlal; payments for the Petit a/l

bout and declarations are also doubled.

(2) RT (but not U) allows only 200 game points for grand cI,clem,

though mentioning 250 and 500 as alternatives. If cludcm bids are not

admitted. a declarer who makes cI,e/em (wins all the tricks) is paid 250

game points by each opponent (or 350 Her.); bUI for MMT. which doc,,>

not admit them, Ihe payment for unannounced (grand) dIe/em is 200

game points if there aTC variable lIIouches. but 400 if the alternative

system of fixed mOllches is used; in either case, the payment for

announced cite/em is twice that for one unannounced.4

As before, all the sources describe a four-handed game closely analogous

10 the three·handed one, although the author of Grim. states fimdy thai 'Tarot

was invented 10 be played by three people'.

9.7 Four-handed French Tarot (c. 1950·1970.1

All is as in game 9.6, with the variants there mentioned, save for the following.

The dealer gives 18 cards 10 each player in six rounds of three each; the talon is

constituted as before (and as before in MMT's varianl). A simple poigllee

consislS of 10 trumps, a double one of 13 and a triple one of 18, which is worth

• According to RT, the p3)menu betwttn the players are always just the difference between the
decl:lrer's point,tolal and his required toml; but. if lhe declarer's bid was higher lhan prise, the~
before play begins. he adds 10, 15 or 20 game points 10 the largest mOl/che according as h~ bl
pol/sse, garde m"e" ecort or garde SO/IS ecarl. The effecl of Ihis surprising rule is that there IS nO
ince11live to bid more lhan prise. e.~cepl to outbid an opponenl. Higher bids gain nothing ex(l'll
(Ihe declarer merely wins back the e)(lra game points he was obliged to add 10 the mOl/che). bul
inClJr greater losses if unsuccessful. II is hard to believe that Ihis rule has ever actually been
observed in any circle of players.
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30 game points. If che/em bids are admitted, a gralld die/em is worth only 200

game points; likewise, when they are not admitted, the bonus for an

(unannounced) dIe/em is only 200 game points. A petil che/em now requires the

winning of all the tricks but one (Grim.).

Variallls

(I) As before, Her. and Cat. award 40 game points for a triple poiglll?e.

(2) The value ofa mOl/cite on MMT's alternmive system of fixed mouches

is now 100 game points. As before, according to MMT the payment for

unannounced (grand) dIe/em is 200 game points if there are variable

mOllches, but 400 if the allernative system of lixed lIIollche.~ is used; in

either case, the payment for announced dIe/em is l\vice that for onc

unannounced.

(3) A pefir che/em requires the winning only of all the tricks but two, as

in the three-handed game (U and Rn.
(4) As before, U and RT (and they alone) allow the declarer ofa prise to

ask for a suit card and buy it for 10 game points. LJ, but not RT, also

allows the declarer of a prise, instead of buying a card, to call for a partner

by saying './'appelle ... ' and naming any card, whose holder becomes his

partner. At the end of the hand, each partner is paid by or pays one of the

two opponents. This is the only version in which the declarer does nOI

alw3)'s play alone.

RT mcmions a four-handed fonn as being occasionally practised, and as

having the advamagc that deals arc not frequently passed oul, in which the

declarcr always has the right to eall a card for a partncr.

9.8 Four-handed Partnership Tarot (c. 1970-80)

All is as in game 9.7, save lhat the declarer, having madc his discard, if any, in

every case calls a suit card \0 obtain a partner, who, as usual, does not reveal his
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identity. Onc who bid a prise does 1101 have the right (0 purchase a card. It is

legal for the player who opens the bidding 10 pass, but he will seldom have a

motive for doing so. If. in a garde SOIlS ecarl. the declarer calls a card in the

talon, he perforce plays without a partner.

In this period, a five-handed foml became popular; although MMT

scarcely bothers 10 describe ii, saying that it destroys all the subtlety of tile game.

it remains so. In Ihis, the declarer always has a partner and plays with him against

the other three.

9.9 Fjve·handed French Tarot (c. 1950-1970)

All is as in game 9.8, with the following exceptions. l1le dealer gives 15 cards to

each player, in live rounds of three each, and, in the course of tile deal, constitutes

a talon of three cards only. The nonnal positivc bids arc prise, pOI/sse and garde

(saIlS tieart). The declarer, having made his discard, if any. calls a King that he

does not have, or, if he has all four, a Queen; the player with the called card

becomcs his partner, but does not announce the fact. If the declarer in a garde

salis ticarl calls a card in thc talon, he perforce plays alone against the other four.

A simple poigntie consists of 8 trumps, a double one of 10 and a triple onc of 15.

which is worth 30 game points. The rules goveming chefcm are as in game 9.6; a

perif chclem, if admitted, requircs winning every trick but onc. At the cnd of the

hand, declarer and his partner, if successful, divide the largest mOllche between

them; the three opponents each pay as in game 9.6. and the two partners divide

these payments between them. If dedarer and his partner lose. they share in

paying 10 each opponent the amount given under game 9.6, and also in doubling

the mOllche.

Variall1s

(I) U and RT allow the declarer in a prise to purchase a card.

(2) As beforc, Her. and Cal. award 40 game points for a Iriple poigJlec.
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{3} According 10 RT, if declarer and his partner lose, only Ihe declarer

doubles the mOllche.

(4) The value of a mO/lche on MMT's alternalive syslem of fixed

mOllches is here 120 game points.

The game of Tarot is still played, or was played until recently, wilh a 78

card French-suited pack and in a manner very similar 10 the French game, in SOme

French-speaking canlons of Swilzerland, nOlably in certain villages in the Jura; it

may have been introduced in Ihis fornl from France, perhaps no earlier than the

beginning of the XX century. A Jeanci in French issued by Ihe card-making finn

of A.G. Muller gives Ihe three-handed game as the principal fonn. Another

leanel in French, kindly shown us by Mr, Jim Simons, is entitled Regles dlljeude

Tarot (AGM) and describes the same game, which is similar to game 9.6 but

differs in a few respects, notably Ihe more severe restriClion on the discard.

9,10 French-Swiss three-handed Tarol (c.1970-1990l

All is as in game 9.6, with the following exceptions. The positive bids are: 'je

prends" jf pollsse', je garde', 'pelit dlelem' and 'grand chelem'. When

discarding, Ihe declarer may discard no counting card - neither out/fers nor any

court card. A pelil chelem requires Ihe willlling of all Ihe tricks but two: the

Excuse has the privilege of willlling the last trick in eilher a pelit or a grand

chelem, If any player holds the Petit hUI neither the Excuse nor any other trump,

the deal is automatically annulled. The declarations, made before playing to the

first Irick, are as in game 9.6, a triple poigl1ee being worth 30 game points. A

player with the Excuse may not declare pas t/'mollls. If the declarer has shown a

poignee, he is paid for it by each opponent at the end of the hand if he wins, but

pays each of them if he loses. The player 10 the left of lhe declarer leads to the

first trick, although deal and play are counter-clockwise as usual. A player who

Wins the last trick with the Petit is p:lid 10 game points by each of the olher two
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players, regardless of which side he is on; one who loses the Petit in the last trick

pays 10 game points to each of the other two, regardless of which side he is on.

Scoring is as in game 9.6; if a dIe/em was bid, card points are ignored: the value

is 100 game points for a petil dIe/em and 250 for a gtand dIe/em. There is no

special bonus for an unbid cite/em.

Varial1lS

These all derive from the AGM leaflet.

(1) There is no prohibition on putting the first or lastlhrce cards into the

talon.

(2) A bid of 'je gartle mice eea!",' is recognised, intcmledialc between

pousse and garde saliS eeart; its basic value is 15 game points.

(3) The contribution of the dealer to the original mOllehe, or when there is

no mOl/che on the table, is only 10 game points, the samc as thc othcr

players.

(4) The contribution of 5 game points by the dealer to nn existing mOllche

is suppressed.

(5) The size of a mOllche, gained or paid by the declarer, is invariable.

The game is also played by four.

9.11 French-Swiss four-handed Tarot (c. 1970-1990)

All is as in game 9.10, with the following exceptions. The dealer gives 18 cards.

three at a time, to each of tlte four players. The poignees are as in game 9.7. A

grand che/em is worth 200 game points; a pelit die/em, gained by winning all the

tricks but one, with the Excuse relaining its privilege of winning the last trick. is

worth 100. The declarer plays alone against the other three in all contracts.

The AGM leanel also recognises a live-handed fonn.
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9.12 french-Swiss five-handed Tarot (c. I970·1990)

All is as in game 9.10, with the following exceptions. The dealer gives 15 cards,

three at a time, to each of the five players; the talon is of three cards only. The

poigm}es are as in game 9.9. A gmlld die/em is worth 200 game points; a pelit

ehe/em, gained by winning all the tricks but one, with the Excuse retaining its

privilege of winning the last trick, is worth 100. As in game 9.9, the declarer,

having made his discard, if any, calls a King that he does not have, or, if he has

all four. a Queen; the player with the called card becomes his partner, but does

not announce the faci. The declarer and his partner share all gains or losses.

After the composition of the leaflels mentioned above, the game has

cominued to grow in popularity in France; indeed, France is probably the only

country ;n which the game of Tarot has greally grown in popularity in modem

times. It underwent further modification; we may take as the criterion for the

fourth stage of its evolulion the admission of a bid of garde eOll/re Ie chie", the

talon (now called the chien) being unseen until the end of play and then belonging

to the declarer's opponents. Since the mid-1970s the popularity of the four

handed game. with there being in each hand one declarer playing alone against

Ihe other three, has grown steadily, promoted by the f.F.T. for Ihe local and

national tournaments it organises, often in duplicate fonn. Since so numy hands

are passed out, it is advisable, in infonnal play, 10 use two packs alternately. The

F.F.T. rules forbid the use of mOl/clles, whereas in 1973 Pierre Bcrloquin

remarked indignantly (in RT) that Illany players, principally in the West and far

from the traditional home of Tarot. 'denatured' the game by suppressing the

mOllches. A slight change in the rule governing the Petit is noteworthy. In all

Tarot games played outside France in which there is a score for the trump I in the

last trick, the bonus is for winning the laSI trick wilh the trump I, with a penalty

for losing it in the last trick to Ihe opponents; in some games losing it in the laSI

trick 10 a Jh1r1ner is also penalised, on the ground Ihat it was a failed allempt 10
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win the last trick with it In French Tarot. too, the bonus has historically been for

either winning the last trick w;lh the Petit Of capturing it in the last Irick from an

opponent, although, as we have seen, this was sometimes treated as a bonus for

the individual player who achieved this feat, and nOI for him and his partners

collectively. The rule is almost always Slated very carelessly in French manuals

and leaflets, and it has come 10 be understood in a manner different from that in

any game played outside France. Namely, although the bonus is collective, it is

awarded for winning the lasl trick whenever Ihat trick cOl/wills 'he Petit, That is

to say, if one of the opponents of the declarer plays the Petit 10 the last trick, and

one of the other opponents wins the trick with a higher trump, those opponents

obtain the bonus for the Petit au bout. The rule in this fonn is incorporated in the

official rules promulgated by the F.F.T., and must be considered as now standard;

but we believe that it arose from a misinterpretation of the original rule. We shall

first sel out the official F.F.T. rules for the four-handed game.

9.13 Contemporary French four-handed]arotjE:.F.T. rules)

Deal

Players cut for deal; the one drnwing the lowest card deals 18 cards to each of the

four players three at a time. He constitutes the lalon (now called the chie,,) of six

cards in the course of the deal, one card at a time, as he chooses. save that he may

not put any of the first three or last three cards into it. Ifany player finds himself

with the Petit but no other trump or the Excuse, the deal is annulled and passes to

the next dealer.

Biddillg

There are four possible positive bids: Prise (also called Petite or POllsse); Garde;

Garde saliS; and Garde contre. There is only one round of bidding, opened by

the player to the dealer's right. Ifall pass, the deal passes to the next dealer. In

Prise or Garde, the declarer shows the chien (lalon) to the other players. takes it

into his hand and discards six cards f.'lce down, which count for him at the end of
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thc hand: he may not discard Kings or bouts, and may discard trumps only if he

has to. in which case he shows them to the OIher players. In Garde sailS and

Garde COII/re, the chien remains unseen 10 the end of the hand, then belonging to

the declarer in the fonner case and 10 the opponents in the latter. The declarer,

after making his discard if there is one, may announce Che/em, thereby

contracting 10 win all the tricks.

Play

The player to the right of the dealer leads to the first trick, save that if the declarer

has announced die/em, he leads to it. The player sitting opposite to the declarer

keeps beside him in a single pile the cards won by all the opponents. If the

declarer announced cI,e/em, and has the Excuse, he may not play it before the last

trick ifhe wins all the preceding ones; in this case the Excuse wins the last trick,

and, if he has won the last trick but one with the Petit, this counts as winning the

Petit all bout. Iflhe declarer loses a trick before the last, the Excuse reverts to its

usual role. If one of the opponents has the Excuse, he plays it before the last Irick

and takes it back in the usual way; it is not surrendered to the declarer ifhe makes

the che/em, but still counts as one of the three trump honours (now called bOlltS),

and has a value of4 points.

Declarations

These are made immediately before playing to the first trick. A simple poignee is

of 10 trumps and is worth 20 game points; a double poigllee is of 13 trumps and

is worth 30 game points; and a triple poigllee is of 15 trumps (no longer of 18)

and is worth 40 game points. Trumps must be shown to the required number.

The Excuse counts as a trump for this purpose, bUI call be shown only if the

player has 110 other trumps.

&oring

Each player keeps a running total of his score, positive or negative, so thai at any

time the four scores must sum to O. If at the end of a hand the declarer has
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reached his required lotal (fulfilled his contract), the payment he receives from

each orhis three opponents is calculated as follows. The basic score for the game

is 25 game points. To this are added as many game points as the declarer has

points in excess of his required total. If the Pelit was played in the last trick, 10

game points are added if the declarer won the last trick, or 10 game points are

subtracted jfthe opponents won it The lotal so arrived is then multiplied by 2 if

a Garde was bid, by 4 if a Garde sans was bid, and by 6 ira Garde c011tre was

bid: if a Prise was bid, it is not multiplied. Finally, 10 the result is added the

value ofany poigmie, whether shown by the declarer or an opponent.

Example. Suppose the declarer bid Garde and has the 21 and the Excuse

among his cards, but one of his opponents played the Petit to the last trick.

which was won by another of the opponents; one of the opponenls

declared a simple poigl/{!c. The declarer made 45 points; his required total

was 41, so he has fulfilled his contract. He thus obtained 4 points more

than his required total. This gives 25 + 4 "" 29, from which 10 game

points must be subtracted for the Petit, making 19. This total is to be

multiplied by 2 for the Garde, making 38 game points, to which 10 are to

be added for the poigmfe, making 48. TIle declarer adds 3 )( 48 = 144

game points to his running total, while his opponents each subtract 48

game points from theirs.

Conversely, if the declarer's point-total falls short of that required (he fails 10

fulfil his contract), the payment he must make to each of his three opponents is

reckoned in the same way. To the basic score of 25 game points are added as

many game points as the declarer has points below his required tOlal; if the Petit

was played to the last trick, 10 game points are added if the opponents won lhe

trick, or are subtracted if the declarer won it. (TIle bonus or penalty for the Petit

all bour is thus independent of whether the declarer made his contract or not.)

The tOlal so arrived is then multiplied by 2 if a Garde was bid. by 4 if a Garde

salis was bid, and by 6 if a Garde cOllll"e was bid; if a Prise was bid, it is not
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multiplied. Finally, to the result is added the value of any poigt/ee, whether

shown by the declarer or an opponent.

Example. Suppose Ihe declarer bid Garde saIlS and has the 21 but neither

of the other trump honours (boil's) among his cards, and declared a simple

poigt/ee. He won the last trick with the Pelit; his required tolal was 41

points, but he made only 36, falling short by 5 points. 25 + 5 = 30, from

which must be subtracted 10 for the Petit, making 20 game points; this

must be multiplied by 4 for the Garde smlS, making 80 game points. With

10 game poims for the poigmie. he owes each of the opponents 90 game

points: he subtracts 3 )( 90 - 270 game poims from his running total,

while they each add 90 to theirs.

In a chelem, payments are calculated in the usual way, according to the declllrer's

bid and how mllny of the three bolllS he has. If the declarer made chelem (won all

the tricks) unannounced, each opponent pays him 200 game points in addition. If

he made an announced dlelem, each pays him in addition 400 game points. If the

declarer announced chelem but failed to make it, payments are again on thc usual

basis, but, in addition, the declarer pays a penalty of 200 game points to each

Opponent.

Signals

Certain conventional signals have come into use for opponents of the declarer to

indicate 10 one another the composition of their hands. A comprehensive guide to

these is given by Daniel Daynes and Emmanuel Jeannin-Naltet in their Le Tarot

moderne: fa sigllalisalioll (Paris, 1990).

The lead of a card from Ace to 5 of a suit not previously opened by the

opponetlls promiscs possession of the King or Qucen of that suit. TIle lead ofone

from 61010 denics possession ofthc King or Queen.

The lead of an odd-numbered trump indicates that the player has at least

seven trumps, or six with two higher than the 15. It is thus a sign thai he has a

strong hand, and asks partners to continue leading trumps. The lead of an even-
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numbered trump has no special significance, but asks partners whether they think

it a good idea to lead trumps.

The lead of a King also indicates that the player has a strong hand. The

lead of a Cavalier promises possession of the Queen; if made by the player on the

declarer's left, it also indicates a strong hand. The lead of a Jack (Valet) denies

possession of the King or Queen, but is frequently used to indicate possession of

the Cavalier; it suggests a weak hand.

Playing cards in descending order to the first Iwo tricks in a suit

('petering' - not a tcon used by Tarot players) indicates a doubleton in thai suit, if

the suit was opened by a partner; it asks partners to continue with the suit. But to

peter in a suit first led by the declarer - presumably his long suit - indicatcs

possession of fivc or more cards in that suit (or four with the Excuse) headed by

the King or Queen, with the likelihood that another partner will be able to trump

il. To peter in trumps indicates that the Petit is in danger, and demands thai

trumps should not be led.

To play the Excuse to the first trick in trumps to which one's partner led

also warns that the player has thc Petit and that it is in danger; it requires his

partners not to lead trumps any more.

h is usual for the partncrs of a playcr who led to the first trick to continue

leading that suit, unless he led an even-numbered trump. To fail to do this by

leading a different suit. especially when the first player indicated strcngth by

leading a King, usually indicates posscssion ofa strong hand and asks partnelS to

continue in the new suit. (Sometimes the player has no cards in the suit led 10 the

first trick, in which case his 'disobedience' is unavoidably misleading.) When an

odd-numbered trump was led to the first trick, a failure to lead trumps indicates

that the player has the Petit and that it is in danger, and asks partners not 10 lead

trumps.

Thcre are thus several ways in which an opponent ofthc declarer who has

the Petit can notifY his partners. (i) By playing the Excuse to the first trick in
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trumps led by one of his partners; (ii) by 'petering' in trumps; (iii) by leading a

suit when an odd-numbered trump was led to the first trick; and (iv) by playing an

unnecessarily high trump to a trump trick. This last is also strategically

advantageous, above all when done by the last of the opponents to play to the

trick. The player with the Petit wants to divest himselfof his high trumps so as 10

put the Petit under a high trump of one of his partners; but it is dangerous to play

a high trump when a partner has yet to play to Ihe trick, because it may force him

to play just that higher trump by which the Petit might have been saved. It is in

any case nonnal for one playing in trumps just before the declarer to 'uppercut'

him by playing a high trump, in order to force out his 21; in this case playing

unnecessarily high will not reveal possession of the Petit. If the player who led to

the first trick showed by his lead of a King that he had a strong hand, another

opponent's failure to lead the same suit may indicate possession oCthe Petit; the

suit he leads may then show the best chance of saving the Petit.

Variall1s

The earlier versIon of the F.r.T. rules differed III certain respects, as

follows.

(I) Grand chelem figured as a separate bid, higher than garde conire.

The declarer of a chelem took the chien, discarded and led to the first

trick. In a chelem, (he ordinary score for card points was ignored; the

score was 600 game points, whether won or lost. An unannounced grand

chelem was worth 300 game points.

(2) Anyone of the three opponents of the declarer who showed a poigllee

received pa)'ment for it from each of the other three players, regardless of

whether the contract was made or losl. Declarations of pas d'alollis (no

trump, the Excuse 1101 counting as a trump) and of pas d'hollflellrs (no

coun card and none of the bOIlI.f), each worth 10 game points, were

admined.
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The F.F.T. rules also provide for the game with three players.

9.14 Contemporary FrenctUhrcc-handed Tarot (F.F.T. rules)

All is as in game 9.13, with the variants there noted. save for the following

exceptions. The dealer gives 24 cards to each of tile three players in six rounds of

four each, constituting the chicl1 of six cards in the process. The poignees require

13 trumps for a simple one, 15 for a double and 18 for a triple. The point-Iotals

may include half·poinls; if the declarer is below his required total even by just ~

point, he has unequivocally lost. Point-totals arc rounded to the nearest integer,

in the declarer's favour ifhe has won, in the opponents' favour ifhc has lost.

In the informal game there are many variations observed by players in

different circles. Those given below arc derived from various sources, including

our own experiences when playing in France before 1980. A large number of

books on French Tarot have been published in recent years; among these arc:

Am.: Patrick Arnett, Le Tarot: regles. lechnique, cOllseil.f. Paris, 1977, being an

extract from his Troisjeux, Iroisjoll".~ (Paris, 1975).

Lau.: Claude·Marcei Laurent, Lejelf de Tarots: regJes el pralique, Paris, 1975.

which has replaced JT as the Bomemann booklet on the game;

AT: Michel Debost, Jean Berthier and Paul Dumas, L 'Art d/l Tarot, Grenoble,

1977, a large book comprehensively discussing strategy;

Mar.: Benjamin Hannuna.le jell de larOI, Marabout series. Verviers, 1979:

TM: Emmanuel .Ieannin·Naltet and Martine Garrivet, Lt! Tarof moderne.

Monaco, 1983;

BT: Daniel Daynes and Thierry Bonnion, Les ba.~es dll Tarot, Paris, 1997;

TRV: Daniel Daynes and Frederic Sarian, Le TarOI: ses regles el tOlltes st'S

varioflles, Paris, 2000.

To these may be added a leaflet (Sim.) by Paul Simpkins called The Game of

Tarol: I'IIles, issued in 1975 by an organisation based in Huddersficld called Brain
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Games, derived from the author's expeflcnce playing in Douai, and a lcaflct

(Four.) issued at about the same time by the Spanish cardmaking finn of Foumier

whose English-language version is oddly entitled The /lew game of Tarock.

claiming to present the 'official rules of thc game according to the European

Federations', but in fact describing French Tarot.

9.15 Contemporary popular four-handed French Tarot

Mouches are used. The standard method - often varied - is that explained in the

Basic rules: at the start of play. or whenever there is no mOllche, the dealcr

contributes 20 game points to fonn a l/Iollche. Before each deal. if there are

mOl/ches, the dealer adds 5 game points to the largest one. A successful declarer

takes the largest mOllche for himself. An unsuccessful one doubles the mOllche if

there is only one and it has not yet been doubled; otherwise he pays as much as

there is in the largest mOllche to form a new one. Apart from the mOllches. Ihe

rules are as in game 9.13. but subject to the many variations listed below.

Variaflls

{I} TRV gives several optional variations, which may be combined, for

Ihe popular version offour-handed Tarot.

(i) TarOf force. This has two forms. The first simply requires the

dealer to bid if allihe other three players have passed.

Under the second form, Ihe cards arc dealt out inlo four hands, with the

chien, but no one looks at them except the player to the dealer's right, who

is always the declarer. He examines all four hands and chooses one to

keep as his own. He then shuffies the three remaining hands and the chien

together, gives them to the original dealer to cut, and deals them out to the

his three opponents, constituting a new chien as he does so; he then

chooses the contract, takes the chie" and discards if appropriate, and as

the player to the right of the original dealer, he leads to the first trick. The

deal rotates in the usual way, each of the first round of four hands being
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played in this malU1cr. Then anOlhcr round is played in which the player

to the dealer's right is still the declarer and chooses among the four hands.

but the player sitting opposite 10 the original dealer leads 10 the first trick-,
then a round in which the player to dealer's left leads, and finally a round

in which the original dealer leads.

(ii) Pefil ell dedam. There are no scores for the Pelit 0/1 bolit.

However, if the declarer wins the last Irick with the Petit, his required

10lal becomes 41 ifhe has the Petit as his only bOUf, 36 if he has two boUls

and 31 ifhc has all three. Conversely, if the opponents win (he last Irick

with the Petit or capture it from the declarer in the last trick, the declarer's

required total becomes 61 ifhe has no boiIlS. 56 ifhe has one and 51 ifhe

has two.

(iii) Contre. An opponent of the declarer may say 'coll/re' (i.e.

'double') to the declarer's bid; by so doing he doubles the payment

belween him and the declarer. whether the declarer wins or loses. He also

calls upon his partners 10 lead trumps. Each partner is free 10 join the

contre or nol as he chooses. The declarer is then free to announce a

SlIrcomre (redouble) ifhe wishes, in which case the payment between him

and the player who said cOl/Ire and any who joined the co1lfre is

quadrupled.

(2) Lau. also allows a cOl/Ire as a regular feature of Ihe game; for him the

effect of this is not individual. bUI doubles the score for all the players.

He also allows a surcontre. quadrupling the score. but surprisingly alloWS

this to be said by a second opponent rather than by the declarer (an

example shows that this is his genuine intention). This is contrary to the

practice in all other card games, including Tarot games. in which doubling

is allowed.

(3) Sim. is the only source to require deal and play to be clockwise: for

him cards are dealt to the chien thrce at a time. Four. requires them to be
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dealt to the chien two at a time. Am. allows the dealer, if he wishes, to

deal in nine rounds of two each, and gives it as the usual way of

constituting the chien to put two cards into it at the end of the first three

rounds of the deal. For ATone card is dealt to the chien at the end of

each of the six rounds of the deal.

(4) AT allows a player with a singleton Petit to choose whether to arulUl

the deal or nOi. Those with whom we played allowed such a player to

declare the Petit imprenab/e (see variant (3) to game 9.6). For Mar., one

with a singleton Petit may either, at his choice, annul the deal or declare

the Petit ill1prcf/ah!ejust before he plays it to a trick.

(5) Lau., Am., Mar. and Sim., in company with both groups of players

with whom we played before 1980, admit a bid of pOI/sse intermediate

between prise and (simple) garde; AT admits pOi/sse but not simple

garde. One of the two groups with whom we played would not admit

garde S(IIIS. Lau. allows a bid of chelem, higher than garde COnlre, but

with the lead still made by the player to the right of tile dealer. AT, Am.

and Sim. admit no chelem bids, but allow the declarer to announce grand

che/em; for AT and Am. he must do so just before he leads to the first

trick, for Sim. any time before the tenth trick. 5 AT and Sim. also allow

him to announce pc/it die/em, which Am. does not; in a pe/i/ che/em the

Excuse does not haw the privilege of winning the last trick. For Sim. a

player with the Excuse will make a peti/ clle/em if he wins all but /11'0

tricks. As do the F.F.T. rules, Lau. allows Il bonus for unllnnounced

ehelem, but none of the other sources does so. According to AT, a side

thaI makes no lricks forfeits the Excuse, but the declarer does not forfeit

his discard if he makes no tricks.

1 This rule is stated for the five-handed game; the announcement mighl perhaps be allowed up to
the twelfth trick in the four-handed one.
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(6) Sim. specifies a round -of declarations before the lead to the first trick.

Lau. agrees with the F.F.T. scores for poiglU?es. Am., AT, and Sim.

award 10 game points for a simple poigllee, 20 for a double one and 30

for a triple. Mar. makes these scores 10, 20 and 40 respectively, but,

unlike all other sources, has the score for a simple poigll/ie, but not for a

double or triple one, multiplied by 2, 4, 8 or 12 Recording to the contract if

it is higher Ihan prise. Sim. demands 18 trumps for a triple poigllee; and

one group with whom we played required 11 trumps for a simple poignee.

AT admits a triple poignee of 15 trumps, with an additional one of 18

trumps, wonh 40 game points. For Lau. and Arn., if the declarer shows a

poignee, he is paid for il by each of the thrce opponents if he makes his

contracl, and pays each of them if he fails; blll if one of the Ihree

opponents shows one, he is paid for it by each of the other three players,

regardless of whether the contract is won or lost. This is the traditional

rule; but, for 5il11., the declarer, too, is paid for a poig1l(!e by each of the

other three irrespectively of whether he makes the contract or noL For AT

the payment for a poigl1ee is 110t personal; the principle of sol idarity holds.

Hence, if one of the three opponents shows a poignee, each of them pays

the declarer if he makes his contract, and is paid by him if he loses.

Declarations of pas d'alollts (110 trump) and of pas d'hollllellrS (no court

card and none of the bOlllS), each worth 10 game points, are allowed by

Lau.. Am. and Sim. AT replaces the lasl of these by the less demanding

pas de cartes "abillties (no COllrt cards), as did those with whom we

played, These negative declarations are known collectively as misere

declarations. and, for AT, lllay be made by simply saying 'misere'.

withoul specifying no trumps or no court cards, Misere declarations are

always valued at 10 game points each. According to AT possession orlhe

Excuse debars a declaration of pas de cartes habiltees; Lau. agrees wilh

Ihe older F.F.T, rules Ihat it does nOI debar a declaration ofpas d'ofOUIS
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while AT, Am. and Sim. agree thai it does. AT remarks that many players

suppress the misere declarations. When they are admitted, payment for

them is personal: each of the olher three players pays the one making Ihe

declaration.

(7) Sim. lays down the unusual rule that the lead to the first trick is made

by the player who first made a positive bid; this will often be Ihe declarer.

For Four.. Ihe lead to Ihe first trick is made by the player to the right of the

declarer, even when a grand chelem has been bid.

(8) For Lau., the payment for the Pelit au b01i1 is personal: if any player

wins the laSI trick with the Petit, he is paid for il by each of Ihe other three

players; if he loses it in the last trick, he pays each of them. For AT, the

principle of solidarity holds: if one of the declarer's opponents wins the

last trick with the Petit, the declarer pays each of the three opponents, and

if the declarer captures it in the last trick, all three opponents pay him. It

appears that if one opponent captures the Petit in the last Irick from

another opponem, there is neilher bonus nor penalty. For Am., only the

declarer gains a bonus or pays a penalty for the Petit all bOll/; ifltis Petil is

captured in the last trick by an opponcnl, he pays a double penalty (20) to

each opponent.

(9) For Lau., the base score is 25 game points, as for F.F.T.; for Am., it is

only 10 game points. For both, the multipliers are: prise 1; polfsse 2;

garde 4; garde salis 8; garde CQ11Ire 12. AT and Sim. do not recognise

multipliers: Ihe difference between the declarer's required total and his

actual lotal is simply added, unmultiplied, to the base score. This was

also the practice of those with whom we played before 1980. These laner

had, in one case, base scores of 10, 20. 30 and 50 game poilUS for prise,

pousse, garde and garde COnlre respectively (these did not admit gllrde

sans); the Dlher group had base scores of 0, 20. 40, 80 and 160 game

points for prise, pO/lsse. garde, garde sa"... and garde cnl/lre respectively.
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These latter are also Sim.'s base scores, save that he awards a base SCOre

of 10 game points for prise. AT"5 base scores are O. 10, 50 and 100 game

points for prise, pou.'ise, garlle sam and garde cO/lire respectively. Lau.

awards 500 game points for grand dIe/em unannounced and 1000 game

points for it when announced. Save for the carlier version of the F.F.T.

rules and TM, which agrees with lhem. only Lau. recognises, optionally, a

bonus for unannounced che/em. For grand chelem, announced or bid,

Am., like Lau., awards 1000 game points; AT awards it 250 game points,

and Siro. 1600, or, on an allemalive system, 300. Only AT and Sim.

recognise a bonus for petit clle/em, and then only when announced; for AT

it is 150 game points and for Sim. 800, or, on the alternative system, 200.

In all these cases, payment for a clle/em supersedes the ordinary score for

card points and, when che/em is announced mther than bid, for the

contmcl.

(10) According to AT, when there is already a mOllche, the dealer adds 10

game points rather than only 5 to the largest one; but a mQllche is never

doubled, an unsuccessful declarer always beginning a new one. For Am.,

the contributions when there is mo mO/lche are only 10 game points from

the dealer and 5 from each of the other three, and 5 from the dealer when

there is one; but no new mOllches are created, the sole mOlfche being

doubled whenever the declarer fails to make his contract (and thus often

becoming very largc). For those with whom we played, the only

contribution when no mOllche exists is of 10 game points, from the dealer

alone: the dealer adds 10 game points to an existing mouche only when all

passed in the last round. and an unsuccessful declarer's payment fonns 3

new mOllehe whenever it is of 100 game points or more. Lall. gives

several variations. Some suppress the 5 game points added by the dealer

to the largest existing mOllche; for some, the contribution when there is nO

existing mouche if of 10 game points from each of the fOllT players; (or
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others, it is of 10 game points from the dealer alone. Some impose on an

unsuccessful declarer a fixed payment to the lable.

9.16 Popular French three-handed Tarot (contemporary)

MOl/ches arc used. Otherwise, all is as in game 9.14, with the variants given

under game 9.15, and the followingjill'lher variants.

(I) For Am., Lau. and Sim., the deal is in eight rounds of three each. For

AT, it is in six rounds of four each, as for F.F.T., but always with one card

put in the chien at the end ofeach round.

(2) Lau. admits a bid of pelit chelem, worth 100 game points, as a

contract to take all but two of the tricks, as well as one of grand dlelem,

worth 250 game points. These must be interpreted as bonuses in addition

to the regular score (say wilh a multiplier of 4), since otherwise it would

never be worth bidding a che/em. AT and Sim. allow announcements of

perit chelem, under Ihe same conditions as those for grand chelem.

(3) For Sill). a triple poigllee requires all 22 trumps and is worth 40 game

points. For AT, Am. and Sim., simple and double poigllees arc worth 10

and 20 game points respectively, and for the firSI two a triple poignee is

worth 30; but AT admits in addition a declaration of21 trumps, worth 40

game poinls. All sources allow misere declarations, worth 10 game

points; AT has the same variation as under game 9.15, variant (6).

(4) According to Lau., the score is often rounded to the nearest multiple

of 5, and according to Sim., to the nearest multiple of 10, again in the

declarer's favour ifhe won and to his disadvantage ifhc losl.

In infom1al play, the five-handed fonn is the most popular; the F.F.T. does

not lay down rules for it. The most popular form remains that in which two

players play against the other three, Ihe declarer calling a King for a panner. It is
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described by most of the sources, including TRV; Sim. devotes most of his

account to this (oml, while the notices ofil by Lau. and Am. are cursory.

9.17 Five·handed French Tarot d' Appel (contemporarv)

The dealer gives 15 cards 10 each of the live players, in five rounds of three cards

each, constituting a chien of three cards only in the process. O-le puts the three

cards into the chien one al a lime according 10 Laur., but all together according 10

Sim.; he must not put any of the first or lasl three into the chien according to

LauT. or Am.) The admissible bids aTC pri.fc or petite, polls,re, garde, garde .fans

and garde COlllre. The declarer, ifhe has made a bid below garde SaliS. takes the

chicn, showing it to the olhers, and discards three cards, under the usual

constraints, After he has discarded, he calls (names) a King that he does not

have, in order 10 obtain 3 partner; if he has all four Kings, he calls a Queen, The

holder of the called card becomcs his partner but does not reveal the fact (save by

playing the called card). Until the called card is played, each player keeps beside

him the cards he has won in tricks. It is allowable for the declarcr 10 call a King

that he does have, in which case he will be playing on his own against the other

four, though they will not at first realise this. According to Am.. but 10 no orner

source, the declarer may, aftcr discarding, announce a grand die/em; if he does

so, he leads to the first trick. The poigmJe declarations are for 8, 10 or 13 trumps,

worth 10, 20 and 30 game points respectively. If made by an opponent of the

declarer, he is paid its value at the end of the hand by each of the other four

players; if made by the declarer or his partner, its value is added to what each

opponent has to pay if the contract is made, and (0 what the two of them have to

pay each opponent if they lose, Declarations of pas d 'atOllts (no tnll11ps) and pa.f

d'hollllellrS (no counting cards) are admitted, cach worth 10 game points; these

are personal and their value is paid to the player making one of them by each of

the other four players. (For Lau., the Excuse does not count as a trump for a pas

d'afOuts declaration: for Am. and Sim.. il docs.) H: in a garde sam or gardt
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COIl/re, the called card is found to be in the chien, the declarer is deemed to have

played on his own against the other four; in such a case, the chien ought to be his

even if he bid garde COllin!. The total amount paid by or to each opponent is

calculated as follows: the base value of the contracts, which is always 10 game

points, is added 10 the difference between the required lotal and Ihe actual point

total of the declarer's side, and lhe result multiplied by 1,2,4,8 or 12 according

as the declarer's bid was prise, pousse, garde, gartJe sans or garde COll1re. To

this is fllrther added lhe value, unmultiplicd, of any pOignee shown by the

declarer or his partner. The declarer and his partner share equally in winnings

and losses. According to Lau., bonus and penalty for the Petit in the last trick are

individual: if any player wins the [asl trick with the Petit, each of the other four

players pays him 10 game points, multiplied by the multiplier applicable to the

contract; if he loses the Petit in the last trick to any other player, he pays a

corresponding number of game points to each of the other four.

Jlariall1S.

(I) TRY lists four variations, which may be combined. These are:

(i) The declarer calls a card before exposing the chien.

(ii) The declarer may call any card whatever (this variation is also

mentioned by Mar., which however prohibits calling the 21).

(iii) It is forbidden to lead 10 the first trick a card oCthe same suit as the

called card.

(iv) The declarer and his partner share equally in winnings and losses.

(In all the other sources, this is the general rule. See variant (8) below for

the rule considered slandard by TRY.)

(2) For Lau. and Four. the values of a single and a double poignee are 20

and 30 game points respectivcly. Four. recognises a triple po;gll(?e of 13

trumps, worth 40 game points, but Lall. and Sim. require 15 trumps for a

triple poiglU!e. again worth 40 game points.
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(3) For Lau. and Four., the base value of the contract is 25 game points,
with lhe same multipliers as above according to the bid. Sim. docs not

apply a multiplier to the difference between the actual point-total and lhe

required lotal. but allots a base score of 160 game points for a contract of

garde COl1fre, successful or unsuccessful. For Am. and Lauf., the SCore

for the difference between aClual and required tOlal is rounded to a

multiple of 5 before being added to the base score and subjected 10 the

multiplier; a difference of 2v.. is rounded to the disadvantage of the

declarer's side.

(4) For Sim., poig"ee declarations arc personal, their value. unmultiplicd,

being paid to the player making one of them by each of lhe other four

players regardless of the outcome of the hand.

(5) Sim. allows the declarer. but not his partner, to announce grand

cite/em or pc/it che/em before Ihe tenth trick; petit chelem requires

winning all the tricks but one, or all but two if the declarer has the Excuse.

Grand che/em then has a value of 1600 game points and petit dlelem of

800 (ahemalively of 300 and 200 respectively). Mar. allows an

announcement of gra"d chelem to be madc by either the declarer or his

partner, at any time before the twelfth trick; it is worth 1000 game points,

won or lost. The partner of one who announces dIe/em may decline to be

bound by it; in Ihis case, he does not pay if it fails, and. if it succeeds, is

not paid for it but only. in the nomlal way. for making the contract. Laur.

admits grand chelem as the highest bid, in which case declarer takes the

chien and discords. The declarer and his partner are then paid by or pay to

each opponent 200 game points each.

(6) Lau. allows a bid of grand chelem; the declarer takes the chien and

discards; but the player to the dealers right still leads to the first trick.

(7) For Sim., the lead 10 the first trick is made by the player who made the

first positive bid. He may not lead a card of the same suit as the called
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card unless he is the declarer. Mar. forbids the lead of a card of the same

suit as the called card unless it is the called card itself.

(8) According to TRV, the standard prnctice is that if the declarer had a

partner, they divide receipts or payments in the ratio 2: 1, the declarer

receiving or paying the greater amOllnt.

(9) According to Am., if the declarer or his partner wins the last trick

with the Petit in it. each of the three opponents pays 10 game points,

irrespective of the contrnct, which the declarer and his partner share

between them: if the declarer or his partner loses the Petit in the last trick

to one of their opponents., each of them pays a double penalty of30 game

points, which are divided between the opponents. It is unclear what

happens if the declarer captures the Petit from his partner in the last trick,

or cOllversely, or if one oflheir opponents plays the Petit to the last trick.

(10) According to Am., the deal is annulled if any player is dealt Ihe Pelit

but neither an}' other tmmp of the Excuse.

(11) There are mOllches, the largest of which declarer and his partner

share when lhey win, but which Ihe declarer alone doubles when Ihey

lose.

AT docs Ilot recognise the foregoing version, but only one, that is also

described by TRV, in which the declarer plays on his own against the other four

players. This de\'e1opment is in line with the general direction in which modem

French Tarot has evolved. First the old Tarot d' Appel was replaced by a four

handed fonn in which the declarer played alone. Then a five-handed version was

Introduced which employed the old idea of calling a card for a partner. I ow

SOme players have eliminated that in favour of a foml with live players in which

Ihe declarer plays alone.
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9.18 Five-handed Solo form of French Tarot (contemporary)

The dealer distributes 14 cards to each of the five players, in four rounds of three

cards each followed by one oflwo cards each (TRV), or in one of two cards each

followed by four of three each (AT); he constitutes a chien of eighr cards in the

process (AT requires him to do this by putting two cards into it after each round

of three cards each). A player who finds himself with the Pelit bUI no other trump

or the Excuse Illay annul the deaL and the next dealer gives Ihe cards in a new

deal. Possible positive bids are prise or pelire, pOIl.~se, garde sans and garde

comre; there is no clle/em bid. The declarer, if he has made a bid below garde

sans. takes the chien, showing it to Ihe olhers, and discards eight cards, under the

usual constraints; he may discard trumps only if he has to, and must then

announce how many. Poigllees of 8. 10 or 13 trumps. worth respectively 10, 20

and 30 game points, may be declared before playing to the first trick; therc arc no

II/isere declarations. Before he plays to the first trick, the declarer may announce

either grand die/em or pelil dIe/em; in a grolld die/em the Excuse has its

privilege of winning the last trick, in a pelit dIe/em, which requires winning every

trick but one, it does not. Whether the declarer wins or loses, an odd VI point is

rounded down. There is no multiplier: the declarer is paid by or pays to each

opponent the difference between his point-total and the required total, plus 10

game points in a pol/sse, 50 in a garde sans and 100 in a garde contre; there is

thus no payment either way if the declarer makes exactly his required total in a

prise. If a poigl1ce was declared. its value is added to the payment made to or by

the declarer, regardless of who declared it. If a die/em was announced. the

ordinary payments for the contract are disregarded, and the declarer is paid by or

pays to each opponent 150 game points for petit che/em and 250 for grand

che/emj payments for poignees and for the Petit all hOllt still apply. If the declarer

makes all the tricks without having rmnoullced dIe/em, payments are made on the

ordinary basis, but the opponents must surrender the Excuse; they do not

surrender the chien in a garde C01llre. Likcwise if the declarer makcs no tricks"
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he must surrender the Excuse if he had it, hut not the discard (or the chien in a

gorde saIlS), The Petit all bout is wonh 10 game points, Payment for it is

independent of whether the declarer fulfilled his contract or not: each opponent

pays the declarer if he won it in the last trick, and he pays each opponent if one of

them did so. Mouches are used, as in game 9.14.

TRY describes several fonns of Tarol played in France which go

unmentioned in other books. Among these is a version for six players.

9.19 Six-handed French Tarot (contemporary)

The six players form three fixed partnerships of two each, partners facing each

other across the table. The dealer gives 12 cards to each player in four rounds of

three each, in the process constituting a chien of 6 cards, which are put into it

only one at a time. Bids of petite (= prise), pOl/sse, garde, garde salis and garde

contre are admilled, as is also contre (double) said by a player not the partner of

the bidder who made the highest bid so far. The bidding may continue for more

than one round, and, unusually, a player who previously passed may re-enter the

bidding. BUI if the highest bid was petite or pal/sse, the hands are thrown in,

whether or not CQlIlre was said, without any score being marked, and there is a

new deal. A bid ofpetite or pousse, or a c01llre said to petite or pOI/sse, indicates

possession of at least one how (trump honour). (It is unclear from the text of

TRV whether this is merely a convention or an actual rule.) TIle declarer of a

garde shares the chien with his partner, each taking three cards and discarding

three under the usual constraints. II is not quite clear from TRY how this sharing

is done - perhaps all six cards arc turned face up, the declarer selects thrce and

his partner lakes the others. The other four players are in temporary alliance

against the declarer and his partner. The scoring system is as under game 9.13,

the declarer and his panner each being paid by or paying two of the players in

defence; the numbers of trumps needed for pOignees is not specified by TRY.
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Va,.iam

The declarer tllkes the whole chien. discarding six cards.

TRY also describes severnl games for two players. Tarot is not in fact a

very good game for two. but devotees may enjoy one of these fonns when there

are no more players.

9.20 La Decouverte (France, contcmporaryl

There are two players, each of whom is dealt a hand of 12 cards, plus 12 packets

of two cards arranged on the table in two rows of 6, Ihe top card of each packet

face up and the bouom card face down. The dealing process is as follows. The

dealer gives three cards for his opponent's hand, then three cards face down in a

row in front of himself. then three cards face down in a row in front of his

opponent, then one card into the chien, then three cards for his own hand. then

three morc cards face down to complete the first row in fronl of his opponent,

then three more cards face down to complete the first row in front of himself,

then one more card into the chiell. He then repeats this whole procedure, forming

a second row of cards face down in front of each player. He then repeats it twice

more, but now putting a card face lip on each of the concealed cards in fron! of

each player. At the end each player has a hand of 12 cards, and 24 more cards in

12 packets of two cards each in front of him, the top card exposed; there is also a

chien of 6 cards. The two players now bid. The highest bidder (unless he has bid

higher than simple gal'de) takes the chiell, shows it to his opponent, takes it into

his hand and discards six eards under the usual constraints: he may discard cards

only from his actual hand, not from among those exposed in front of him. The

opponent of the dealer leads to the first trick. In playing to a trick, each player

may use, and must treat as available \0 him, any of the cards remaining in his

hand, and any of those exposed in font of him. When any card is played from the

top of one of the' twelve packets, the card below it is turned face up and becomes
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available for play. NOlhing is said by TRV aoom poigm?e.f (they arc surely besl

suppressed in this game), or about scoring.

l'llri(JIl(s

(I) There are 9 packets of two cards each (one hidden, one face up) in

Ihree rows of three in front of each player; each player has a hand of 18

cards and Ihere is a chien of 6.

(2) There are 6 packets of two cards each (one hidden, one face up) in

front of each player; each player has a hand of 24 cards and thcre is a

chien of6.

9.21 La Tirellc (France, cOlltcmroraD')

There arc two players. The dcalcr givcs 24 cards, four at a lime, 10 his opponent

and himself, constilUling a chiclI of 6 cards in the process. The remaining 24

cards are placed face down between the (wo players (0 foml a slOck. The players

bid in the usual way, and, unless the declarer made a bid higher Ihan simple

garde. he lakes the chien, showing it to his opponenl, and discards six cards. The

dealer's opponent leads to the first trick While the stock lasts, the player who

won a Irick takes the first card of the slock into his hand withoul showing it, and

the other player takcs the seeond card. Again, TRV says nothing about poigllees

or about scoring.

Vorioms

(1) Each player drawing a card frOIll slock shows il 10 his opponent

before pUlling it inlo his hand.

(2) lllC card at the bollam of the stock is turned face Up beside the stock;

it will be taken by the player who does not win the 12th trick. (If il is a

valuable card, both players will strive 10 avoid winning lhatlrick.)
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9.22 Tarot with a Mort (France, contemporary)

There are two players. The dealer deals three hands of 24 cards. four al a time•
constituting a chien of 6 cards in the process. The hand to the dealer's right is his

opponent's; that 10 his len is the 'mort' or dead hand. The players bid while the

mort remains face down: unless the declarer made a bid higher than simple garde.

he lakes the chien, showing it 10 his opponent, and discards six cards. The lead to

the first trick is made by the player who did nol deal; after he has made it, the

opponent of the declarer exposes the mort and arranges it in suits on the table.

The hands are then played Ollt in tricks, one card being contributed 10 each Irick

by the mort; it is the declarer's opponent who decides which card shall be played

from the mort. The rules ofgame 9.16 are observed.

Varialll

The only bids allowed are garde saliS and garde comre.

Finally, along with a number of games played with the Tarot pack but not

belonging to thc Tarot family, TRV describes a reverse game.

9.23 Nullo (France, contemporary)

There are four players. each playing for himself. The dealer gives 18 cards to

each playcr, three a! a time, constituting a chien of 6 cards. There is no bidding,

and the lalon is left unseen to the end of the hand and then belongs 10 no one.

The player to the dealer's right leads to the first trick. Play is under the usual

rules, save that the Petit may not be lcd to any trick except the last, and that the

Excuse, ifpla)'ed to the lasl trick. s61l belongs 10 the one who played it. The hand

is ''''on by the player who has the lowest point-total.

Varianls

(I) With three playcrs: each has 24 cards and thcre is a chiell of 6 cardS.

(2) With five players; each has 15 cards and there is a cllien of 3 cards.
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PART II

CHAPTER 10

Ferrara

As \\ e saw in Chapter It there were three great original centres of the game of

Tarot: Milan, Ferrara and Bologna: the line of descent from each can be traced by

the different orders orthe trumps observed in each tradition. This crilerion shows

that the Ferrnrcsc fonn of the game spread northwards, to Venice and to Trent; in

neither of those two cities does it appear (0 I13VC become greatly popular. In

Ferrara itself. on Ihe other hand, it enjoyed n tremendous vogue, especially at the

court oCthe d'Estc rulers, from the carly XV century until the end oCtile XVI; it is

from the court account-books of 1442 that we have the first documentary

references 10 Tarol cards. In 1598, however, Lucrezia d'EsIC, duchess orUrbino,

renounced on behalf of her nephew Cesare his claim to the ducal throne of

Ferrara in favour of the Papacy. It was from the Pope Ihat Ihc Estensi held the

dukedom of Ferrara, and Pope Clement VIII refused, on the ground of his

illegitimacy, to recognise the righl of Cesare d'Este to succeed Duke Alfonso II.

Cesare removed himself to Modena, a dukedom that the Estensi held from the

Emperor, and Cardinal Aldobrandini entered Ferrara to govern it on behalf of the

Pope, who, with his successors henceforth became ils direct o\'erlord. There is no

sign that lhe popularity of the game of Tarot survived the move to Modena, either

in Mod.ena or in Ferrara itself. The Ferrarese fonn of the game may he said to

have died oul at the end of the XVI century, or "cry soon afterwards.

It appears to be in Ferrara Ihal the praclice of numbering the lrump cards

began. Two sheets from the hue XV century for a Tarot pack which can be
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assigned with almost complete certainty to Ferrara are 10 be found in several

collc=ctions; betwee:n them they show the Matta. all twenty-onc trumps and all

sixteen court cards.' On Ihese, all the trumps are numbered save the highest, the

World. There are also several Iilerary sources which list the trumps in the

Ferrarcse ordcr.2

1 Such sheels are held in Ihe Museum of Fine Ans (Szl!pmuveszeli Muzeum), Budapest. the
Metropolitan Museum, New York. and the private collection of Signor Silvio Berardi of Bologna.
Two scparale cards from Ihis pack, the Anger and the Queen of Batons, arc in Ihe private
collection of Mr. Theodore Donson of New York. Signor Berardi's holding is panicularly
imponant, because it demonstrates lhat two sheets of numeral cards of the suils in Ihe Budapest
Museum and one such sheet in the Cary collection at Yale (ITA 55) belong to the same pad,

1 There arc t!tree such /(1rocclli (1fJprQpriati pocnls, associating each of22 ladies with one of the
trumps: an anonymous one entilled 'Trionphi de Tarocchi appropriati' relaling to ladies of the
coun of Ferrara. conlained in a codcx in thc I3ibliOl:cca ESlense in Modena (Gaspari Sardi,
AdI'er,f(1ria, cod. lal. 228 - Q. W. 2.1 I) daled by Giulio Benoni 101520·1550 aoo published by
him ;n his Poesie leggende. castllmmue del medio n'o, Modena, 1917. pp. 220-1; one enlilled
'Triomphi composli sopnlli TCTTOCchi in Laude delle famOSC' Gentildonne di Vinegia' ('Vinegia'
being a varianl of 'Venezia') by Troilo Pomeran da Ciltadella. of which there is a copy in lhe
Bibliolcca Marciana in Venice (sec also S. R. Kaplan. £m:yclopedia ofTarOi. Vol. II. 1986. pp, 9
& 185. and F. Pratesi. ·ltalian Cards: New Disco\·~rics·. no, 7. The Playing Cord, Vol, XVII.
1988. pp. 5g-65): and 'JI Trionfo dei Tarocchi', wriuen at Trent in 1547 Leonardo Colombino, in
Ihe BibliOl:cca Comunale, Trenl (cat. no. T II g 499), published as 1/ trirmfo triden/ino by Pietro
Larcher, Trent, 1858 (see Albino Z~nal1i, Rappreselltaziolli S(1cre nel Trell/i/lO. Rome, 1883, 2nd
edn. Bologna 1978. pp. 16·22, and Pietro Marsili. 'Quando iI cosmo stavo nell~ cane', L"Adige.
10 August 1989, pp. 22-3). The tnlmps are listed in order in Ihe Rispos/a of Vinccnzo Impcriali
orabout 1550, memioned below. Prose sourees arc: a sennon 'De Ludo' contained in a volume of
sennons now in the U.S. Playing-Card Co. Museum in Cincinnati, fomlerly owned by Robcl1
Steele, the pages of which have watl'mJarks of about 1500: Alessandro Cilolini, La Tipocosmio,
Venice, 156!. pp. 482-3; an anonymous manuscript 'Discorso' of aboul 1570, with copies in the
Iliblioleca Unh'er5ilaria of Bologna (1072 XIII.F). the Biblioleca Nazionale Centrale of Florence
(G, Capponi 24) and the Bibliolhcque in Paris: Tomaso Garzoni. L(1 Pi(1zza lI11il'ersale, Venice,
1585. p. 574; and a manuscript: Lalin liS! by Ulisse AldoVT300i (1552-1605), Misc. A.21.11 in t~
Bibliolcca Universitaria of Bologna and published by L Frati in Lo TaI'oIo Metodica dei Oill«1"
di U. Aldol'rondi. Bologna, 1904.
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In detail, the Ferrarese order of the trumps was as follows:

247

the World X the Wheel
XX Justicc VIII[ Fortitude
XIX the Angcl VIII Love
XVIII the Sun VII the Chariot
XVII the Moon VI Temperance
XVI the Star V the Pope
XV the Fire (= the Tower) 1111 the Emperor
XIV the Devil JJI the Popess
XIII Death 11 the Empress
XII the Hanged Man I the Bagatto
XI lhe Old Man (= the Hermit)

Two incomplcte XVI-century packs confiml this order, so far as they go: four

tmmps, Love, the Hanged Man, fhe Slar and the Sun, numbered as above, are

among nine cards in the Museo delle Arti e Tradiz.ioni Popolari in Rome; and an

incompletc c1assicised pack in the Bibliotheque Municipale of Rouen has

equivalcnts of the Emperor, the Popc, Fortune (= the Wheel), Time (= the Old

Man or J-1ennit), the Devil and the Star, likewise numbered as above, The trump

order is also confimled by the lilerary sources, with two main variations: Garzoni,

the semlOn 'De ludo' and the Ferrarese tarocchi approprimi poem reverse the

order of the Popess and Emperor; much more importantly, the sermon reverses

that of Love and the Chariot.}

At the carly date, there appears to have been, not a Ferraresc standard

panem, but a dislinctive Fcrrarcse type, varying in delail from one example to

another. There are sheets for three other packs of this type, none of which we

J This reversal may possibly be attribuled 10 Imperiali also. lie nms Ihrough the tnlmps in
descending order, bUT his inlcniion is of course nOI 10 give infQmlalioll bUI 10 make amusing verses
for lhose already filmiliar wIlh the cards. BUI he probably look Love 10 mnk higher than lhe
ChariOi. Th.e relevant lines of lhe RisposlQ are:

Qm;sl'altr' Amor col suo carro in fracasso
A terra gella; et da spa\'enlo e horrore
Aquella, c'M due uasi, un'allo, e un basso,

(Love Willi his claltering chariol Ihrows lhis OTher jSlrcnglhllo lhe ground; and gives fear alld
horror 10 her who has IWO vases. one high. one low [i.e. Temperancej.)
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have any reason [0 suppose to have been a Tarot pack.4 In these, the Swords are

curved, but do not intersect on the numeral cards; the Batons also do not intersect,
but the numeral cards bear scrolls with their numbers wollen out as words. The

coun cards arc often bizarre. In the Tarot pack. the lowest coun figure of Coins

is female (a Fantina rather than a Faille). In the other pack of which Mr. Danson

has some separate cards, the suit of Cups has a Queen instead of a King, and a

Famina instead of a Fame, all the other court figures being male. In the

incomplete XVI-<:entury pack in the Rome Museum, however, the five numeral

cards have quite difierent and far more conventional designs.

It is not possible to make any accurate reconstruction of the Ferrarcse

game. A Latin treatise of 1456 by the Fcrrarese jurist Ugo Trotti 'Tractatus de

multipliciti ludo' mentions the game of Tarot (I/"il/mplll) for four players, but does

nOI tell us the rules. One source from which we might have hoped to receive help

proves to have none to give. The Ferrarese poct Mattco Maria Boiardo (1441

1494) was the author of the verse epic Orlando IlIIwmomlo to which Ariosto's

more famous Orlando Furioso was a sequel. He also designed a special Tarot

pack, with suits of Whips, Eyes, Arrows and Vases and non·standard {rump

subjects, and composed 78 tereets, each to be inscribed on one of the cards.

together with two sonnets, each to be inscribed separately on a special card.

These verses were printed separately, as two sonncts and fivc capiroli, in a

volume of poems by different hands published in Vcnice in 1523.5 The eards

• or one. five separate cards are in lhe privale colleClion of Mr. Theodore Donson. IwO sheets are
in the Budapest Museum and one sheet in the Cary collection at Yale (ITA sheet IS); of a second
JKIck. twO .sheets are in the Cary col1e<:tion (ITA sheets 65 and 25). with some fragments in .th~
Budapesl Museum; and orlhe lhird, five fragments lTom two sheets are in the Museo "Fournier
de Naipes de Alava in Vitoria, and several rragmenlary sheets reported in Kartojilcn (SlOd:holm).
00. 3-4. December 1993. pp. 23-4, and sold al auction al Sotheby's, London. in the same ycar.
The Budapesl Museum has a sheet consisting or sill" copies orthe lOs ofeach suit. intended ror the

second or perhaps the first or these.

, Amore di Hicranima Deniueni Fiorentino ... Et 111I0 Caccia tli Amore bel/issima & ci"q_~
Capituli..fOpro cf Timarc. Zc/osia. Speranza. Amore. & "I/O Triollpho del MOlldo. Compost; fler .'
Conte MOlleo Maria Doiartlo ef al"e core di,·erse. The volume WlIS reprinted five more limes fII

lhe years up 10 1537 and again in t808.
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were actually printed, with a tercet on each, as Boiardo had intended; two or three

incomplete examples are known.6 Boiardo's verses were reprinted, under the title

'I Tarocchi', in Angelo Solerti's collected edition of his poetry, together with a

hitherto unpublished commentary by Pier Antonio Viti da Urbino (1470·1500),

and again in the collected edition by A. Zouoli.7 Viti's commentary is addressed

to a lady at the court of Urbino,1 and describes the symbolism of the cards and

how to play with them; he, like Boiardo, uses the word tr;onji, notlaroccM, for

Ihe trumps and sometimes for Ihe whole pack. BUI, although he confimls the

necessity of following suit and of playing a lrump when unable 10 follow, and the

different orders of the numeral cards in di (ferenl pairs of suits, he merely remarks

that one may use the pack to play all the ordinary games, and describes a special

game in which Ihe tereets are read out at various slages. He gives no help about

how ordinary Tarot games were played.

in 1550 the Ferrarese poet Flavia Alberto Lollio (1508?·1568) published

his mock-diatribe in verse against Ihe game of Tarot, entitled Invelnva di M.

Alberto LolUo academico plli/orelo cOlllra i/ giuoco del Tarocco;9 a friend of

his, Vicenzo 1mpcriali, wrote a reply, Risposla di M. Vicellzo Imperiali

oll'lm'ettiva di M. Alberlo Lollio cOlI/ra i/ giuoco del Taroceo, which remains in

(, One was mentioned by Carlo lozzi, 'le Antichc Cane da Giuoco', La B;b/iofilia, Vol. i, 1900,
pp. 37-46 and 181-6, and another by Romain Merlin, L 'Origine des Carles d Jouer, Paris, 1869,
pp. 94·6 and plale 28. This Jaller may be idenlical wilh that sold at auction in London in 1971.
See M. Durnmett, 'NOles on a Iifteenlh-century pack of cards from haly', Journal ofthe PlO)lil/g
Card Society, Vol. t, no. 3, 1973, pp. 1-6., .

A. Soler1l, Le POdi Volgori e Larine (Ii M. /If. Boiardo, Bologna, 1894, pp. 313-38; A. ZOlloli,
n/lle Ie opere di Malleo Maria Boiardo, Milan, 1936-7, vol. 2, pp. 702.16.

I Jn his 'Tarocchi di M. M. Boiardo', in N. Cllll1pllnini (ed.) Studi $11 Mmleo Maria 80iardo,
Bologna, 1894, Rodolfo Renier suggests lhal this was lhe lady Emilia Pia, famous from
Castiglione's The COl/rlier and friend of Elisabetla Gonzaga, Duchess of Urbino and sislcr of
Francesco Gonz.1ga, lhe Marquis of Mantua and husband of isabella d'Este.

, Published separalely as Im'eu;\'a di Flavio A/beno Lo/lio comra i/ gil/oco dellarocco, Venice,
1550, lind simuhaneously in Rime piacevoli, Venice, 1550, pp. 272-82. Republished in Ferrara in
1590. See the catalogue I Tarocchi, ed. G. Berti lind A. Vitali of the e:-.hibition 'Le Cane di
Cone; Gioco e Magia alia Cone degli Estensi' held in Fermra in 1987-8, no. 44 and p. 113.
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manuscript. 'O Since Lottio, in particular. at one point in his poem describes Ihe

feelings of a player in the course of a game. one might expect to glean much from

these works about Ihe rules of play in Ferrara; but it is difficult to do so. because

neither writer explains the game. bUI takes for granted lhat his reader will know

how it is played. Imperiali eonfinns that. in the Ferrarese order, the highest trump

is the Mondo (World), followed by Juslice and Ihe Angel, in thai order, saying:

II primo e il Mondo, ehe di se il gouerno The first is the World, which has

1·1a dalo alia Giustizia: e incontinente

L'Angel del Ciella segue, e slale. e

uerno.

gIven its governmcnt to Justice,

followed unswevingly by the Angel

of Heaven in summer and winter.

He also infomls us ofother versions of the game, with special names ("alia

Thoscana" and "alla Villolta'"). already in existence at that date.

Spesso u'odo enntar gli alii trofei

Del Giuoco alia Thoseana e alia

Villotta,

Come gran beneficio delli Dei.

Often do I hear sung the high trophies

of the game aI/a TO.feal/o and aI/a

Jlillolla, as a great blessing of the

gods.

The relevant part of Lollio's poem, as given III the manuscript

(presumably the mosl truslwonhy source) is as follows:

Ecco ehe s'incomincia a dar Ie cane: See, the cards arc beginning to be

La prima man ti fa una bella uisla, dealt. The firsl hand looks good to

Tal. che tu tien !'inuilo, ClIo nfai: you, so Ihat you hold Ihe invilation.

Quelle che ucngon diclro, altra faccnda and make il again. Those thai come

MOSlrano hauer; nc pill de' cas! tuoi next show a different state of affairs:

'0 A manuscript in lhe Biblioteca Arioslea. Ferrara, ms. 257. Ct;. 30. apparently in Lollio's

handwriting. contains LoUio's 1,">('I1i,'o followed by Impcnali's Ruposla. See 1 Tarrxdri, no. 45
and p. 113.
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Tengono alcuna cura: onde tu stai

Sospeso alquanlo: et di uada:

qucll'altro

IIqual par che il fauor lor si promettla,

Ingrossern 10 posta: allhor trafiuo

Do \'ergogna, dolor, d'inuidia, e d'ira.

Ten uai it monte, co'l viso abbassato.

Non hit si gran cordoglio un Capitano,

Quando si crcde hauer la pugna uinta,

E menIre ei grida uiuoria, uinoria,

Da llUOUO assalto sopragiunto, uede

Andar la gente sua rona e dispersa:

Quanto hi! COSIU1. Uengon dapoi

quell'altre

Due man di Carte. hor liete, hor triste: et

quando

Hauendola inuitala gia del resto,

L'uhime aspcni che ti dian soccorso,

Ti ti uedi arriuare (oh dolor grande)

Cane gagliofTe da farti morire,

Totalmente contrarie al tuo bisogno:

Onde di stizza auarnpi, et rutlo picno

Di maltalento, rimbrouando pigli

L'auanzo delle Corte, che son uenti.

25\

they no longer have your chances in

mind. You therefore remalll III

suspense; and it goes on. The other

man, who seems to expecl their

favour, will increase the stake; then,

wounded by shame, pain, envy and

anger, you go a monre, with face

downcast.

A Captain who thinks he has won the

baltle, and, while he cries, "Victory!

ViCIOry!", sees his people crushed Dr

dispersed by an unexpected new

attack, does not feel anguish so great

as Ihis man.

There then come two olher

hands of cards, first fortunate, then

miserable: and when you are

expecting the last ones to give you

some help, having invited them from

the remainder, you see arrive (oh,

bitter pain) hideous cards to make

you die, quite the opposite of what

you need. YOli are therefore

inOamed with vexation, and, full of

ill will, you begin scolding the

remainder of your cards, which are

twenty.
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The game Lallio is describing is plainly for three players. Each receives 25 cards

from the dealer. in five rounds of fi\'c each: presumably the dealer takes the three

cards left over at the end of the deal, and discards three. although this is not

stated. I I A draw and discard is the practice in almost every Tarot game. It may

possibly not have been a feature of the game as played when first invented. A

game known as Scartino was highly popular in Italian court circles in the 14905,
particularly in Ferrara; we do not know how it was played, but it is likely to have

laken its name from the practice ofdrawing and discarding, which may have been

novel ....'ilh it and the source of the same practice in Tarol games. 12 Even if so, the

practice must have been well established in Tarot by 1550: one reference to

Scartillo is dated to 1509, and another to 1517; all the many others are from the

1490s.

As described by Lollio. there is. after each round of the deal except the

last, a pause during which the stake each player has to pUI up is either accepted at

its existing level or increased by the proposal of anyone of the players. 13 During

any of these pauses. any player may propose going a m01l1e, that is, thro""ing in

the hands for a new deal; this will be done. {Q judge from many other sources.

only if it is agreed by allthc players, Before play begins. we learn from Imperiali

that payments are made for three holdings players have in their hands.

II It is juSt ~ible thatlhe dealer discards eight cards. and the oilleT two five each: bullhis seems
unlikely.

12 Scartino was played by Alfonso I. Ercole I. Beatrice. Isabella and Ippolilo d'Este and by
Lodovico il Moro: it may have bttn a three·handed game. For references. see the Diari?
ferrarese of 1499 in MUr3tori, Rerum lIaliearum Scripfares. \'01. 24. p. 376: F. Malaguzzi·Valen,
La ("orle di Ladolrico il Mol"O. vol. I, Milan, 1913, p, 515; A. Venturi, 'Relazioni artistiche tm Ie
eorti di Milano e Ferrara ncl sceolo XV" Al"ehMo S/orieo Lombardo. anno XlJ, [885, p. 254; A.
Luzio and R. Renier. Man/ol'o e Urbina. Turin and Rome, 1893. pp. 63-5, and 'Delle relzioni di
Isabella d'Este Gon7.aga can Lodovico e Beatrice Sforza.'. Archil'io Slorica Lombardo. anna
XVII. 1890. pp. 368 aOO 379-80: A. Luzio. I precellori d'lsabella d'U,e. Ancona. 1881. p. 22:
aOO G. Benoni. Ponie. legge/1de, COSlumall=e del mediQ CI·O. Modena. 1917. p. 219.

II From tonio's texl one would assume lhe stake 10 be for Io\oinning the hand: but [mperiaJi makes
clear that it is for the rOIl/a alone (S«' bela").
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The invitation during the deal of the

insieme,

Riman uincente dell'inuito fatto.

eha maggior Ronfa, coi trionfi

Unfortunately, it is nm easy to decide exactly what these are. The relevant lines

of Imperiali 's Risposra run as follows:

La inuito in dar Ie Carte fa it prim'au

cards makes the first action: he who

has the greatest Ronfa, together with

the trumps, remains the winner of the

invitation that was made.

Chi perdc il primo, nel secondo ha He who loses this first action, has

speme, hope of having his losses somewhat

O'h:lUcr suoi danni alquamo ristorati, restored in the second. But it olten

Ma spesso auien che questa anchor 10 happens Ihat Ihis again crushes him:

Ihese arc Ihe combined honours, to

which are allotted a certain award,

preme.

Et questi son gli honori accoppiali,

A' quai si rende una certa honoranza,

Secondo i pani da prima fem13li. according to the agreements

concluded al the beginning.

II terzo segue, secondo l'usanza The third action follows, according to

II ualorde' Tarocchi, et Ie figure custom - the value of the Tarocchi

Chi riman con pili punti, tanto auanza. and the court cards; he who remains

with the most points gains by so

much.

The first holding, also referred to by Lollio, is the ron/a; its value is whatever was

eventually decided as the Slake in the pause after the fourth round of the deal.

This is the only known use of the teml rOil/a in a Tarot game. It (or its cognates

in other languages, such as French rOllfle '::ll1d, fannedy, English ruff) nomlully

refers to having Ihe greatest number of cards in anyone suit, as ill Piquet, where it

Was later supplanled by the word poillt. Lollio speaks of having a ron/a of four or

five cards; but Imperiali uses the phrdse '"the greatest ron/a, together with the
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trumps". II is obscure what part the trumps play in determining the winner of the

ronla. But even a holding, of five cards in some suil. let alone four. could hardly

represent the longest holding even in that suit: there would be nine other cards in

the suit to be divided between the other Iwo players. Since the player in Lollio's

poem goes on 10 express a fear thai he will lose "the King. with the court cards".

it seems likely thai the ronfa. in this game. was won by the player with the

highest total point-value in allY one sui I. The second type of holding is called by

Irnperiali the "combined honours"; perhaps the 'honours' were the Kings and

trumps of the same point-value as the Kings (presumably the World, the Bagauo

and the Fool), and this was a score for having the greatest number of these.

Acording to Impcriali. it had to be agreed at the outset what this score should be.

Finally, Imperiali states, there was a score for points on "the Tarocchi and the

coun cards". Since the ordinary word for 'trumps' seems to have been triot/fl. it

is possible that the word rarocchi has the same meaning as it does in the

Bolognese game, namcly as applying to trumps (and the Fool) with a high point

value: in other words, this last score was for having the highest total ofpoinls on

counting cards in the hand. All we can really tell is that, before play began,

players could obtain various scores for cards held in hand.

Lollio has the King of the suit in his rOil/a, and is anxious lest it should

'dic': from the use of this teml in other games. this means its being captured bya

trump. His poem continues as follows from the passage quoted above:

Queste t"empion Ie mani. ct buona prev..a

Ti dan briga e trauaglio. in rassettare.

Dinar; Coppe; Baston; Spade; e Trionfi.

Per6 ti eonuiene ad una, ad una,

Mellerle in ordinan7..a; ct far di loro.

Come farebbe un boun pastor, che

hauesse

These fill your hands. and for 3.

long time Ihey give you trouble and

worry to arrange Coins, Cups.

Batons, Swords and trumps,

because it is useful to put them in

order one by one; to do with them

as 3. good shepherd would do. if he
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Oi molti armenti, apparecchiando mandre had many flocks, prepanng

Oiuerse pcrciascun. Quindi, s'hai different folds for each. Then, if

quauro

o cinque Cane di Ronfa; IU temi

Che non ti muoia il Re, can Ie figure;

Ondc 10 mente di spasmo si strug£e,

Stando in bilancia fra"1 dubbio e la

spcme.

you have four or five carte di ronla,

you fear that the King will die, with

the court cards; therefore your mind

is wracked, standing in balance

between doubt and hope.

The likelihood is Ihat there is a penalty in this version of Tarot for losing a King

in play. Lollio says, later in the poem, that, even if you have a good hand, you

may play it so badly that you lose one or two dozzine (dozens), or even all of

them; Ihis obviously refers to some feature of the scoring. He then raises a

considerable puzzle by asking, "How many times are you unable to cover the

Mallo (Fool)?", and commenting that, as a result, you unwillingly find yourself

robbed of oil the good you have gained.

Et s'egli auien talhor, c'habbi un bel

glUOCO,

T'andci si mal giocato, ehe ne perdi

Una dozzina, a due; tal hom tuHi.

Quante uohe nOll puoi coprire il Malia.

Tal. che mal grado tuo spogliar ti uedi

Del buon c'haueui; et Cornacchia

Che resta spennacchiata infra gli

llccelli?

And if it sometimes happens that you

have a good hand, you will play it so

badly Ihat you lose one dozzina, or

two; sometimes everything.

How many limes are you unable to

cover the Mana. so that, against your

will, you see yoursel f despoiled of the

good Ihat you had, and are the crow,

who remained fealherless among the

birds.

What is it to 'cover' the Mana? The expression "coprire if Maflo" is used by

BOlognese players for (he procedure whereby, in playing the Mana, one merely
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shows it to the other players and then places it face down on the pile of cards one

has won in tricks, without p13ying it to Ihe table. and that is presumably whal

Lollia means by it. When the Mallo selVes as Excuse. it can only in rare cases be

lost; why. then, is Lollio's player so often unable to use it. or. perhaps, to retain

it? It looks as though in the game played by Lallia, either it could be captured or

there were restrictions on when it could be played, or both. The only such

restrictions known from other Tarot games are rules that it is lost if played in lhe

last trick. or in any of the last three. or five, tricks; but this does not seem to fit

the context. Possibly, in the game played at Ferrara, the Mana CQuid be captured

by a trump played later to the Irick. And possibly it could be played only when

the player was unable to follow suil. Why. moreover, should a failure to save the

Matta be so particularly calamitous? A possibility is that there were scores at the

end of the hand for special combinations of cards won in tricks, and that the

Malta could, as in the Bolognese game. be used as a substitute for missing cards

in such combinations, or added to them 10 increase their value. Undoubtedly.

Lollio's question raises a puzzle not easily resolved.

We have not been able to infer a great deal about the rules of play fmm

these 1\\'0 poems. The game was a threc·handed one. There was betting after

each of the first four rounds of Ihe deal. Declarations were made before play

began. The role of the Fool in play is uncertain. There may have been scores for

special combinations of cards won in tricks. Beyond this we can find no

certainty.



CHAPTER 11

Bolognese Tarocchino

The Ferrarcse tradition of Tarot play had died out soon after the end of the XVI

century. The Bologn~sc tradition olfers a great contrast. The game certainly goes

back in Bologna to the XV century, and it is still enthusiastically played in that

city and in many outlying 10\'.'05 today. A vigorous Accademia del Tarocchino

Bolognese now exists in the city to encourage the playing of the game, 10 teach it

to novices and 10 hold tournaments. There is every indication that Bolognese

players are extremely conservative: neither the rules oCthe game nor the design of

the standard pattern peculiar to Bologna can ha"c altered greatly over the

centuries. The earliest documentary reference is from 1459, when a Tarot pack

was among the goods stolen in a burglary.' In 1477 one Pietro Bonozzi is

recorded as m3king both ordinary cards and Tarot cards.2 The earliest surviving

Bolognese cards are 10 be seen on two incomplete sheets of six unnumbered

trump cards each. pl3inty fragments of the same original sheet; one is in Ihe

ROlhschild Collection in Ihe Louvre, and the other at the Bibliotheque de l'Ecole

Nationale Superieure des Beaux Arts in Paris. Togelher Ihey show the Wheel

(Rolla), the Chariol (Carro), the Old Man (Vecchio, corresponding to the Hennit),

the Trailor (TradilOre, another name for the Hanged Man), Death (Morfe), Ihe

Devil (Diavolo), the Thunderbolt (Saefw, corresponding 10 the Tower), the Slar

(Stella), the Moon (Luna), the Sun (Sole), the World (Mondo) and Ihe Angel

,
llnum par COrlarum olriumphis. See Emilio Orioli, 'Sulle carte da giuoc:o a Bologna nel secolo

XV', fI fibro ~ 10 Ston/PO, 31UlO II (n.s.), 1908, pp. 109·19; see p. 112.,
Ie COrle e Iri/lmphi da :/Igare. Ibid.. pp. 113 311d 117-19.
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(Angelo). They evidently date from the XV century. With one exception, the

Devil, their designs closely resemble those of later cards; one can see the

resemblance even to modern double-headed cards. The design of the Devil is•
however, quite different from that used from the XVII century onwards. In 1588

an Achille Pinamonti was granted by the Pope the right to collect the tax on

playing cards: 5 soldi for a Primiera pack, which would have had 40 cards, and 10

sold; for a pack of tarocchini, which had 62.3 A single unnumbered trump card

by Agnolo Hebreo, probably from the XVI century, now in the British Museum.

depicts the Devil. Its design resembles that of the corresponding card on the

sheet in the Rothschild Collection. and it is therefore almost certainly from

Bologna; but. were it nOI for the Rothschild sheet, we should have no reason to

associate it with that city. It must have been during the course of the XVI century

that the standard Bolognese design of the Devil was completely altered.

As elsewhere. the standard pattern for the regular Bolognese pack

coincided with the designs of the suit cards of the Tarot pack. The regular

Bolognese pack was a 40-card one known as early as 1588, to judge from the

concession to Achille Pinamomi mentioned above, as the Primiera bolognese.

after the popular gambling game of Primiera. It continues to be produced to this

day, although it is no longer in use in the city of Bologna itself, but only in some

surrounding towns. From perhaps no earlier than about 1690 until not much later

than 1730 the lowest court figures in the suits of Cups and Coins, both in the

Primiera bolognese and the Tarocco bolognese, were female - Fanresche rather

than Fanl;; but this detail has not persisted.4 In contrast to Tarot packs

; See Lodovico Frati, La Vita privata di Bologna dol secolo XIII 0/ secolo XVII. Bologna. 18~,
p. 133. From the use of the word tarocchini in the manuscripl from which Frati was quoting. II
follows that the reduced pack \\"3$ al~ady in conunon use at Ihis date.

• The Fantesche do not figure ill Giuseppe Maria Mitelli's famous Bolognese Tarot pack of l~.
although this evidence is llOl strong, since it was highly non-standard. They are not referred (0 ID
the earliesl published accounts of the game, in 1753 and 1754. They do figu~ in a late XVII·
century pack in the Bibliotheque Nationale, Paris, and in a single..ended pack in the British
Museum made after Ins (O'Donoghue's catalogue, 1-37) and in a similar one in the collection of
Don. Crippa of Milan.
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everywhere else, in which the trumps bore numerals from the XVI century

onwards, numerals were not added to any of the Bolognese trump cards until the

second half of the XVIII century: the earliest accounts of the game that we have,

from 1753 and 1754, make plain that at that time the trumps were still

unnumbered, and that it was necessary for a beginner to commit their order to

memory - not so difficult to do as one might imagine. Even when Arabic

numerals were added, they were not attached to the highest or to the lowest

trumps. In the second half of the XVIII century, a little later than the addition of

numerals to some of the trumps, the Tarocco bolognese became one of the first

types of playing-card pack to assume a double-headed fonn, not unnaturally

because of the large number of picture cards in a Tarot pack. It did this between

1760 and 1780; but the continuity of the designs from the earliest surviving

Bolognese Tarot cards - those on the two sheets in Paris - is still recognisable.

The order of the trumps in the Tarocco bolognese was quite different from that of

Ferrara or that of Milan. It was differentiated from the trump orders observed in

those two cities in three ways. The least important of these is that the three

cardinal virtues of Temperance, Justice and Fortitude are grouped together,

instead of being scattered through the sequence. Much more importantly, the

highest trump is the Angel; the World occupies a subordinate place immediately

below it. The most idiosyncratic feature is that the four PapaJ and Imperial cards

- the Pope, Popess, Emperor and Empress - were never named individually but

were known collectively as Papi (popes) and treated as being of equal rank: if

two of more these cards were played to the same trick, that last played beat the

others. We already became familiar with both the last two features in Chapter 8,

Where their presence in games played in Piedmont and Savoy prompted the

conjecture that the game of Tarot was brought to Piedmont from Bologna. The

four Papi are no longer present in the Bolognese Tarot pack, having been

replaced in 1725 by four Moors (Mori), for reasons to be explained below: but the

Moors have inherited the same function in play - they rank as equal. that played
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later bealing any played earlier. The names of the tnnnps, as they were originally.

usually given without the article in Bolognese texts, together with the numerals

subsequently added to some of them, and their order, are as follows:

Angelo (Angel)

Mondo (World)

Sole (Sun)

LUllo (Moon)

16 Stella (Star)

15 Saena (Thunderbolt, corresponding to the Tower)

14 Diavolo (Devil)

13 Morle (Death)

12 11'odilol'e (Traitor, corresponding to the Hanged Man)

II Vecchio (Old Man, corresponding to the Hennil)

10 Rodo or Ruoia (Wheel)

9 Fo/"za (Strength)

8 Giusto or Gillst;zio (Justice)

7 Tempro or Temperanza (Temperance)

6 Carro (Chariot)

5 Amore (Love)

the fOUf Pap;

Bagot/ina

The first fonn of the name of each of the trumps 10, 8 and 7 is Bolognese: the

second fonn standard Italian. The fonn RIiOIa occurs in some early sources:

Gillsti:!ia and Temperanza not before the XIX cenlury. The lowesl trump.

corresponding to the Bagatto of other Tarot packs, was originally called

Bagallino, bUI is nowadays called if Begato, with the stress on the first syllable.

except in Castel Bolognese, where the older name Bagauil10 is slill emplo)'ed. In

thal city a trump is called jlee, a Romagnole dialect equivalent of jlicco. In

Bologna. Porretta Tenne and elsewhere, the Moors are nowadays usually called

Moretti, but in Castel Bolognese the older leml Mor; is slill used, as it is by some

in Bologna itsel[ The Fool is called the Mauo; before any of the trumps were

numbered, they were generically called frionji, but nowadays almoSI everyone
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calls them simply nllmeri (despite the fact that several are not numbered).$ Note

that. if the numbering were carried on to the lap, the highest trump, the Angel,

would only receive the number 20: the Bagouillo or Begoto is to be considered as

not having a llumber.6 Nowadays Tarot cards are usually known in Bologna as

carle lrmghe (long cards). Empty cards (cards with no special point-value) are

called scarlini; counting cards are called carte di pregio. The Sun and Moon

trumps arc called rOsse (red fcards]). Thc suit of Coins is more often known as

DOl1ari than as Denari.

In many sources the Bolognese game is referred to in the diminutive fonn

Tarocchino. In Ihe XX century the name had been dying out, and the game

referred to, like other Italian Tarol games, simply as Tarocchi; but the recently

founded Accademia has revived the name Torocchillo. The reason for the

diminutive form is that the Bolognese Tarot pack is a shortened one: it has only

62 cards, the numeral cards from 2 to 5 being omitted from each of the four suits.

The suit cards nevertheless rank in Iheir original order: in Swords and Batons, in

the descending order K, Q, C, J, 10,9,8,7,6, A, and in Cups and Coins in the

ordcr K, Q, C, J, A, 6, 7, 8, 9, 10. It is highly probable 'hal the game was

originally played with the full pack of 78 cards, as everywhere else. AI some

stage the existing game of Tarol played in Bologna was adapted to the shortened

form of the Tarot pack; Ihis probably occulTed in the XVI century, when the

practice of shortening the regular pack, as in the 36-card pack used for Trappola

, Players in Medicina use for the trumps coliectiv;:ly Ihe anliquated lennflicchi.

, This may possibly deriv~ from a method described by Pisarri (pp. 40.1) for computing Ihe value
of a grande (sequ~nce of lrumps) trom the lrumps held at lhe end of Ihe hand by lhe opponents of
Ihe side lhal has the An~elo. Although allhc lime Pisarri was wriling the trumps did not yel bear
numerals, he assigns 10 Ihem for this purpos~ precisely the numbers thaI were laler shown when

. numerals were added. Uis recipe depends on finding the criticallrump whose absence interrupts
the grande (Pisarri calls this l"ullimo TriQn/a. che scm'c:a). Beginning with the number assigned
10 this trump, one adds the number of higher trumps hdd by the side Ihal does nOI ha\"e Ihe
Angelo, togelher with the number of co11lalori held by lhem. multipri~s by 5, and subtracts Ihe
~suh from 105. For example irone side has World, 14, 12. 10,9,7, S, Begato,lhe crilical trump
IS Ihe 12 (sinc~ the MallO can be SubSlituted for the 14) and there are three lrumps 10 add (World,
14, B~galO), so the value or lhe grande held by Ih~ olher side is 105 - (12 + 3) x 5 '" 30-
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and the 40-card pack used for Primiera, had become prevalent.? Both fanns of

Tarot game, that with the full pack and that with the shortened pack, would then

have existed side by side for a time, the latter being called Tarocchino to

distinguish it from the older form with the full pack. Just this happened

independently in Sicily, where a shortened pack with 63 cards was introduced and

was known at first as rorocchini. Both in Bologna and in Sicily the shortened

packs proved more popular than the older 78-card packs, which then died out,

although only in Bologna did the term Tarocchino persis! long after the

disappearance of the 78-card form. By the XVll century the older Conn must

have been long forgotten; Mitclli's non-standard pack of 1664 was of the

shortened form, and a celebrated XVII-century portrait of Prince Caslracani

Fibbia, stated to have died in 1419, ascribes to him (quite falsely) the invention of

the game of Tarocchino; evidently the parent game of Tarocchi had by then been

quite forgotten. If it was in the XVI century that the Bolognese Tarot pack was

first shortened, the full 78-card pack probably fell into disuse in Bologna well

before that century ended.

The replacement of the Pap; by Mori came about in 1725 by the

intervention of the Papal Legate, Cardinal Ruffo. AI that time, Bologna, although

very proud of its ancient liberties, fell within the Papal States, but, by an

agreement of 1447, enjoyed considerable autonomy. In 1725 Canon Luigi

Montieri of Bologna produced a geographical Tarocchino pack: the body of each

tmmp card gave geographical information, while the suit cards showed the coats

of amlS of the anzion; and gonfa/ollier; (aldermen and standard-bearers) of

Bologna from 1670 onwards. At the top of each card a small panel showed the

denomination of the card (Montieri substituted the 2-6 of each suit for the 6-10).

What annoyed the Legate, Cardinal Ruffo, was that on the Matta Bologna was

described as having a 'mixed government' (gOl'erllO mi.~/o). Ruffo ordered

1 The shortened pack was established by 1588; see foo(llote 3.
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Montieri's pack publicly burned; Montieri and evel)'one concerned with itS

production were arrested. However, the Legate quickly came to realise that to

proceed against them on this ground would arouse deep resenlment in the city.

He therefore had the prisoners rnpidly released, and, to save face, demanded

instead that the four Papi be replaced by four Moorish satraps, and the Angel by a

Lady (Dama). The firs! change was accepted, though the second was ignored,

and Momieri's pack was reissued with Moors instead of Papi; moreover, Moors

were henceforth used in all Bolognese Taro! packs. In the earliest examples, the

Moors have clearly been adapted from the previous Pope, Emperor, etc., the

idemjfying features of the laner removed and the faces coloured dark. But in

subsequent versions, the Moors are undifferentiated from one another (usually,

two are the same as each other and the other two different from them and from

each other). We have no example of trumps 2 to 4 and only one version of trump

5 - that othenvise depicting the Pope - from the standard pattern used in XVII

century Rome. That shows a Sultan; it is therefore possible that, in the Roman

pattern, trumps 2-5 all showed Oriental figures. If so, that may have prompted

the Legate's suggestion.

All Bolognese Tarot games of which we have knowledge are played with

the shortened pack of 62 cards. They all share basic rules, which include, as a

distinctive feature, scores for a large number of special combinations of cards.

Basic /"Illes ofBolognese Tarof games

Deal and play are counter·clockwise. It is necessary to follow Suil if possible and,

\\hen nOl, to playa trump if possible. The Fool sen'es as Excuse, being simply

shown to the other players and then placed face down on the pile of cards won in

lricks; this is called coprire if Mauo (covering the Fool). If the trick to which il

was'played was won by an opponent, another card is exchanged for it at lhe end

of the hand. The Fool is surrendered to the opponent or opponents if, and only if,

Ihe side thaI played it wins no tricks. TIle trumps rank, in descending order, as in

the table above: the Papi or Moors have equal rank. whichever of them is played
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lasl 10 a trick beating any played earlier; any of them can beat the Bagattino or

Begato. which is the lowest trump. The suit cards mnk as in the order stated

above. The points on the cards are as follows:

Angelo (Angel)
Mondo (World)
Bagattillo or Begalo
MaflQ (Fool)
Each King
Each Queen
Each Cavallo
Each Faille (Jack)

There are 6 points for winning the

5 points
5 points
5 points
5 points
5 points
4 points
3 points
2 points

last Irick. The Angel, World, Bagattino

(Begato) and Fool are called collectively larocchi; the)' and the Kings are together

carte do cinque.

Variant

In some towns outside Bologna, such as Loiano. Marzabotto, Monterenzio

and Sasso Marconi - but not in Porretta Terme or Monzuno - the praclice

has developed of inscribing the numerals 1,2. 3 and 4 on the Moors, so as

to impose a fixed sequence on them (higher·numbered Moors of course

beating lower-numbered ones). This practice. disapproved of in Bologna

and contrary to ancient Bolognese tradition, is a fairly recent development.

The antiquity of the traditional rule is demonstnl:lcd by its adoption in

Piedmont

Special combinatiOlls ofcards

Special combinations of cards playa salient role in Bolognese Tarot games. They

are of two types, cricche (sets of three or four of a kind. forolerly called pariglie)

and seque,,:e (sequences). The possible cricche, with their values. are:

Three Tarocchi
Three Kings
Three Queens
Three Cavalli
Three FulI/; (Jacks)

18 points
17 points
14 points
13 points
12 points

Four Tarocchi
Four Kings
Four Queens
Four Cavalli
Four Fum; (Jacks)

36 points
34 points
28 points
26 points
24 points
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Three or more erieclre form a criecone, and all the points for the crieche are then

doubled.

There arc seven different kinds of sequence, one in each of the four suits,

one in trumps, called a grande, and two that arc really sets of three or four of a

kind. but rank as sequences, not as erieelre. Sequences in suits and trumps run

from the tOp downwards. A sequence in a suit must contain the King and any

two. or all three, of the other court cards; 10 these the Ace may be added, but not

any of the other cards of the suil. A grande (sequence in lrumps) must contain

the Angel, and any two of the three following trumps (World, Sun and Moon); (0

these may bc added any further trumps in unbroken sequence from the 16 (Star)

dov.rt1wards. The two remaining sequences (so called) consiSI of any three, or all

four, Aces, and any three, or all four, Papi or Moors. The same card may be used

in more Ihan one sequence. e.g. the Ace of Batons in a sequence in Balons and in

a sequence of Aces, and in a sequence and a crieca, e.g. the Angel or the World in

a cricca of /(Irocelri and in a grande. In sequences, the Fool and the Baganino or

Bcgato have a special role: they are togelher called COll/afori. They may, with

restriclions. serve 10 substitute for missing cards. They may not substitute for Ihe

Angel or for a King, and they may not effect successive substitutions; but each

may substitute for some one missing card. Thus the Angel, Ihe World, a

comarore, the 16 (Star), another COllfalOre, and the 14 (the Devil) make up a

grande of six cards: the I1rst confaWre substitutes for the Sun or the Moon and

Ihe second for trump 15 (the Thunderbolt). The Angel, the World, one cOn/arore

and the 16 will make up a grande of four cards, and the Angel, the World and a

COlltatore one oflhree: but the Angel. the World. two colltatori and the 15 do not

Consti!U1e a grande of five cards, with one COlllalore substituting for the Sun and

. the other for the 16, because, although the Sun and the 16 are not contiguous

trumps, the two commori are contiguous in the putative grallde. The Angel, a

COIll% re, the Sun. anOlher cOnlmare and lhe 15 do, however, constitute a grande

of five cards. A sequence of Aces must contain at least two genuine Aces, and a
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sequence of Papi or Moors at least I'WO genuine Pap; or Moors. In addition to

their role in substituting for missing cards, onc or both cQlltatori not needed as

substitutes may be added to any sequence; and the same con1afore may be used in

different sequences (and in a cricca of tarace/Il). Each sequence counts 10 points

for the first three cards, plus 5 points for each card (including cOlltatari) beyond

three: thus a sequence of live cards counts 20 points. For three or more

sequences, all the points arc doubled.

The cricche and sequences are scored for, not only when held in the hand

as originally dealt. but also when included among the tricks won in play. [t is

therefore unsurprising thaI they tend to overwhelm the ordinary points on cards

won in tricks. which arc nevertheless never ignored.

The earliest published description of Bolognese Tarot occurs in the card

game book 1/ Gilloco pratico (GJ» by Rafael Bisteghi, the first edition of which

was published anonymously in Bologna in 1753. A far fuller description was

given in a detailed book. Islrllzioni l1eces!>'orie per che si I'Ofesse imparare if

dileltel'ofe giuQCo di Tarocchino (IN), This appeared in 1754; the first edition

was again anonymous, but a second edition came out in the same year with the

slightly amended title IstruziO/li necessorie pel' chi \'ole,ue imparore if gil/oCO

dileuevole delli Tarocchini di Bologna, The book is generally ascribed to

Ferdinando Carlo Pisarri, but he may have been only the editor, IN describes

se\'eral dilTerent games. the principal one of which is called Partita. The author

tells us that he had seen a 'vcr)' old' manuscript describing the method of play in

fanner times. and imersperses his description of the contemporary game with

indications of the different rules in the manuscript. Great credit is due to Dr,

Lorenzo Cuppi for identifying a copy of this manuscript. In the Biblioteca

Comunale dell'Archiginnasio he discovered a manuscript in the G07J.adini

collection; the discO\'ery is a most important contribution to the history of the

Bolognese fonn ofTarot. The G07-Zadini collection was made in Bologna during
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the period of Napoleonic domination, and consists of material from the libraries

of Ihe various religious orders; il includes Iwelve volumes of manuscripts edited

by the Prior, Father Carlo Vincenzo Maria Pedini, in about 1769. The first of

these volumes conlains a manuscript entitled 'Spiegaziol1e del Giuoco del

Tarochino' ('Explanation of the Game of Tarocchino'). Dr. Cuppi has given

convincing arguments for dating the composition of this manuscript to 1746.8

The manuscript is in three parts. The first part, headed .Del Giuoco del

Tarochino' ('On the Game of Tarocchino') (GT), begins with the following

introductory remark by Pedini:

Courteous reader, here is Ihe manner in which our forefathers played at

Tarocchino; they found it would pass idle hours in a virtuous way. I

found it not long ago among various ancient writings and hence I

communicate it to you so that you may be provided with the besl teacher,

and I shall he consoled by seeing the game played properly. Enjoy

yoursclf.9

This makes it plain that Pedini was copying a much older text. The rest of the

first part consists of twenty sections setting out the niles of the game, IOgether

with some advice about strategy. The second part orthe manuscript is composed

of twenty-five sections laying down penalties, and the third part is by Pedini

himself and reports certain updatings oflhe regulations of the 'forefathers'. We

are most grateful to Dr. Cuppi for sending us a photocopy and a transcript of the

I The first volume is in three pans, with separate pagination; the manuscript on Tarocchino is in
the firsl pan. This first pan contains also a list of those buried in the Capuchin cemetery, the latest
of whom died in January 1746. It also contains a IiSI of benefices created in Bologna on 17th
'August 1746 by Benedict XIV. Although lhe eleven later volumes were compiled after 1755, this
makes It probable thaI the first pan of Voluml: I was compiled in 1746.,

Lettor conese, eccoui il modo, col quare giocauano a Tarochino Ii nostri Maggiori che per
passare I'hore oziose uinuos.amente I'inuemarono. Lo lrouai non ~ mollO (ra diuerse scriuure
a~tiche, e peru ue 10 comnlllnico actio siate prouisto d'onimo maestro, ed io consolalo in ueder
glocare, come si deue. Siale allegro.
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firsl part of the manuscript and a copy of an article by him setting out his

conclusions concerning his discoveries. 1o

Dr. Cuppi observes that the first part (Gn refcrs only to Pap;, never to

MOT;; this makes it certain thai the original dates from before t 725. Furthennore.

as he remarks. the g3me is to be played in silence, the only expression officially

allowed to be used being the command "Smillch;ate·'. This is in completc

contrast with the laler fonn of the game. as described in TN. in which, as we shall

see, a very large number of cxpressions with conventional meanings may be used

by players to infonn or advise their partners. The cards are counted in fours; but

it is observed that this is done only when there are four players. Presumably,

then, other games than Partita were played at the time whcn GT was written, and

the original custom was observed of counting the cards in sets equal in number 10

Ihe number of players - thus. in effect. scoring 1 point for each trick won.

The second part oCthe manuscript, concerned with penalties, assumes that

the game is played in the fonn described in TN, and is therefore of a later date

than the first part. It coincides vcry closely with a manuscript in Bologna

University Library, and also with a list of penalties in Bisteghi's GP. Pedini

states that he copied this list of penalties from a printed sheet, which Dr. Cuppi

assumes to have been in circulation in the I740s. The Ihird part o[the manuscript

is by Pedini himself: it speaks of MOT; rather than Pap;, and indicates lhe

differences in the game as described in the first part of the manuscript and as

played at the time the manuscript was composed. namely 1746. This therefore

supplies us with an account. independent of that given by I. of the game played

in the mid-XVIII century; we may refer 10 it as ·Ped'.

Dr. Cuppi has carefully compared GT, the first part of Pedini"s

manuscript, with the excerpts given in IN from the 'very' old' manuscript to which

the author refers, and, on the basis of numerous exact verbal coincidences. has

IG These have now b«n published in The Playil/g Card in IWO pans: Vol. 30. 200 I, pp. 79-88 and
Vol. 30. 2002. pp. 186-92.
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concluded Ihal Ihis first part was copied by Pedini from the very manuscript cited

by the aUlhor of IN. He believes thai Ihis manuscript must dale from Ihe middle

of the XVII cenlury at lhe latest. He is inclined to believe it even earlier, perhaps

from Ihe mid-XVI centul)' at the time when the game with the shortened pack

was first invented. We have ourselves no way in which to resolve this

uncertaint)', but. for caution's sake, shall treat GT, or the manuscript from which

il was copied. as testifying to a foml of the game daling from the end of the XVI

century. h may be that. when first invented. it was less complicated than as

described in GT.

11.1 Partita (Jale XVI or early XVII celllurv)

This game was known in the XVIII cenlOry as Panita a Pesi, to distinguish it from

later fonns involving different methods of payment; in the XVII century it was

knO\.\TI simply as Partita. A peso was a XVIl·ccntut)' monetary unit, presumably

a coin, in which payments were made, at the rate of one peso for each panilQ

(game point). The lowest trump is called the Baganino and the four trumps

immediately above it are called colleclively Papi and are equal in rank, one

played later to a trick beating one played earlier. There are four players in fixed

partnerships, partners facing each other across the table; the 62-eard pack is used.

The rules of play, the point-values. including 6 points for the last trick, and the

combinations of cards - sets and sequences - and their values are all as stated

above. The cards are counted in fours, two odd empty cards counting nothing:

there are thus 71 points on the cards in all. excluding the 6 for the last trick.

Trumps are called trionfi; lhe four immediately above the Bagattino rank equal.

being called Papi, and never named individually, while all other trumps arc

referred to by name. Nurlll;lral cards of the plain suits arc called carraccie. The

Icnn cricche is employed. but that used in preference is po,.;glie; three or more

pariglie fonn a criccolle. A sequence in trumps is called a granda. There is no
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particular number of hands forming a rubber: players seIde up after each hand Or

after an arbitrary number of hands.

Deal

The dealer gives five cards to each player. and pauses. On the basis of his fi\'e

cards, the player to the dealer's right may say either II //lome or La renga." If he

says La lengo. no other player can speak, but the dealer gives out tcn more cards

to each player in two rounds of fi ....e each. taking the last two for himself and

discarding two, which count to him at the end of the hand; he may not discard a

card worth 5 points. but may discard any other card. If the player to the dealer's

right says A "'oliff. it is then the tum of his partner. siuing at the dealer's left, to

speak. If he says La tengo, the deal is resumed as before. Note that, if either of

these two opponents of the dealer's side says La lellgo. he thereby increases the
•

payment for the game made by each player on the losing side to one of those on

the winning side by 5 game points. called partite. If the player to the dealer's left.

says A mome, the right to speak passes to the dealer's panner, sitting opposite to

him. He. too. may say nothing but either A mOllie or La lengo. 12 If he says La

rengo, however, this is not decisive. but in his mouth serves only as an indication

to his partner, the dealer, that he has a good hand; the dealer still has the right to

detemline whether the game will continue or the hands will be throy,'J1 in. The

dealer does not need to say anything: he either silently resumes the deal or silendy

places his five cards face do\\'J1 on the table, in which case the mhers do the same

and there is a new deal by the next dealer. But if the dealer chooses to throw his

hand in, he pays a penalt)' of 5 partife for abandoning the game although he had

the advantage of the discard.

II The ~urt' of pausing in the course of Ihe deal 10 decide whether 10 go a m()llte. i.e.
abandon the hand. is met with in many Italian card games. Francesco Berni, in his CapitoiO dtlla

Prillliera of I526, mentions it as a fealure: ofthe game of Ron fa.

II The conlrary statemCIll in The Game QjTarOl is due to Pisarri's failure 10 describe aCCUl'31ely
this phase of the earlier fonn oftlie game.
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Play (lnd declaraliol1s

When the dealer has made his discard, he says "Giocate" ("Play"). The player to

the dealer's right leads to the first trick. Each player, before he himself plays to

the first trick, may declare any pal"iglie (cricche) or sequences he has in his hand

(together with certain other combinations of cards specified below). A player

declaring a combination must display it on the table for all 10 see. No player is

obliged to declare a combination, nor to declare one as strong as he is able to do;

the dealer of course may not include in any combination he declares a card he has

discarded. Pariglie and sequences declared by any player score for his side. The

scores in points for each player's declarations are recorded by counters, called

jerlini, which he places in a special bowl or plate, where they are kept until the

end of the hand (broad beans ((ave) or peas ((upini) may be used instead). Each

such counter or bean represents ten card points, and at the end of the hand those

gained by partners arc united. The total of points for each side's pariglie and

sequences are then rounded up or down to a multiple of 10; 25 is rounded up to

30,15 to 20 and so on. There arc two bowls or plates, the one forjerlini is held

by the currently losing side, and the other, held by the currently winning side, is

used for the pesi, each representing one parrila; these are the game points in

tenns of which settlement is made. Partile may be gained in the eourse of ptay,

as explained below. The first side to gain a partila takes possession of the partite

bowl; the other side uses the jertini bowl to kecp track of the score for

declarations. (Alternatively each member of the currently losing side keeps a

tally of the scores for declarations made by both members, but if, at the end of the

hand, their totals do not agree, they are credited with the lower total.) A partila is

equivalent to 25 card points. Play continues ror as many hands as the players

.choose.

It is essential to make a sharp distinction between card points, including

points for parigtie and sequences, and the partile or game points in terms of

Which scnlement is made at the end of each hand. Some pariglie and sequences
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are awarded partite as well as card points, as explained under Scoring; some are

awarded only card points. The othcr combinations which a player may declare

before playing to the first trick are awarded only partite. These are: 10 or more

trumps; 10 or more cartaccie; three or four Papi; an entire hand containing no

trumps, These must be shown to the other players (in the last case the whole

hand must be exposed); for declarations or ten or more trumps or or ten or more

carlaccie, the Matta may be counted as a trump and also as a carfaccia (but the

Bagauino does not count as a cal'laccia).

During play, cach player keeps the cards he wins in tricks in a single pile

in front or him; at the end or the hand, panners unite the piles they have won,

Only one word can be uttered during play, namely the word "Sminchiate",1J This

is an instruction to lead a high trump given by a player to his partner about to lead

to a trick. But three other signals made by gesture without speaking are allowed,

The firsl is battere: a player, when playing a card to a trick, may. before releasing

the card, strike the table, either in the centre or to the side. If he strikes it in the

centre. he indicates 10 his panner that he holds the highest outstanding card of the

suit (or trumps). Ifhe strikes it to the side, he indicates that he holds the second

highest. The second pennined signal is drawing back: when a player plays a card

to a trick, he may, before putting it in the centre of the table, draw it back slightly.

He thereby indicates to his partner that he does not wish him to play the highest

card of the suit. The final signal is opening fhe hand: by opening his hand in

playing a card to the table, a player indicates that he has no more cards in that

SUIt.

Il In a passage ridiculing the game of Tarocchi in the prose commentary to his Capitola della
Prinliera, menlioned in footnoll~ 7. Ihe Florenline wriler Francesco Bemi mentions me word
'·Sminchiote". Berni visited Bologna in I529. three years after Ihe publication of Ihe Capitola.
There is good reason to think that the game of Tarocchi was introduced into Florence. befo~
1450, from Bologna, in which case it may well have brought the lerm "Sminchiate" with 1~,

According to Dr. Cuppi. it is cognate with a 13010gnese dialect verb smincer, meaning 'co hun;' .
It certainly did not have. for Bolognesi or for Florenlines, the obscene connotalion ....i1ich mOst
[Ialians would now be disposed 10 put on il. and which derives from a usage in southern Italy.
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Scoring

As explained below, there are various ways of gaining partite by declarations

during the first trick or in the course of play. If partite are gained by the side in

possession of the partite bowl, they put the corresponding number ofpesi into the

bowl. If they are gained by the other side, they remove the corresponding number

of pesi from the bowl. If the bowl does not contain sufficiently many pesi, the

empty bowl passes to the possession of the side that has gained partite, which

adds to it the dilference between the number ofpesi it is due and the number that

side has taken from it. At the end of Ihe hand, each side calculates its total of

card points. The total consists of the following: the points on cards won in tricks,

counted in fours; 6 points for winning the last trick; and the points for pariglie

and sequences fonned from cards won in tricks by the two partners together. The

side that has the higher total of card points thus made up has won the hand. To

this total it adds 10 points for every counter (ftrlillo) gained by declarations of

pariglie and sequences made by eill'er side at the start of play (rounded up or

down as explained above). It then awards itself partite for the resulting poil1l

tOlal at the rate of I partita for every 25 card points. ote that, while the losing

side profited by the partite it gained for de<:larations at the start of play, the card

points awarded for them go 10 the \viruling side.

The winning side is thus rewarded by partite (game points) made up in

several ways; the losing side gains no parrite.l~ When it has been detennilled,

after the first hand, which side has won, the winning side takes possession of Ihe

partite bowl. pUlling in it the pesi representing the dilference between the partite

to which it is entitled and those gained by the losing side. Each side gains as

many pal'file as its total of card points divided by 25, the remainder after division

being ignored. If the bowl had been in the possession of the losing side, the

WilUlers subtract from their total the number ofpes; previously in the bowl. The

.~ We here follow the interpretation of Dr Zorli, as set OUI in his book II TarOCl:hinQ bo/ognese
(1992).-



274 Bolognese Tarocchino

bowl then belongs for the time being to the winning side. If the same side wins

the next hand, it adds the appropriate number of partite to the bowl. If, on the

other hand, the opposing side wins, by an amount less than that in the bowl, the

side holding the bowl removes as many partite as its opponents have won. If the

opponents have won more than is in the bowl. the)' take possession of the howl

and add to it the difference between their score and what was in the bowl. This

process continues from hand to hand.

In addition 10 the score for card points, each side may gain partire from

the declarations they make during Ihe first trick. both ones that eamed them card

points and certain ones which did nOI; they immediately add pesi to the bowl if

lhey hold it, or remove them from the bowl if their opponents hold it. These are

as follows:

10 parfire for a declaration of three Papi, 20 for a declaration of four;

10 for a declaration of three tarocchi. 20 for a declaration of four:

10 for a declaration of three Kings, 20 for a declaration of four;

10 for a declaration by a single player during the first trick of three sequences.

20 for a declaration of four, 30 for a declaration of five;

10 for declaring a cricconc of three parighe. 20 for one of four parighe. and 30

for one of five parighe; but some award 20 partite for any criccone.

whether of three, four or five parighe;

10 for a declaration of ten carlaccie at the start of play, and doubled for each

carfaccio above len (thus 20 for eleven. 40 for twelve. 80 for thirteen. 160

for fourteen and 320 for fifteen);

10 for a declaration often trumps. and likewise doubled for each tromp above

ten;

20 if either partner declared 'no trumps'; but if he was the dealer. he must shOW

his discard at the end of the hand: if he discarded one or two trumps. his

side's score is reduced to 10 partire.

Additional parfife are acquired for certain feats in play:
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20 for being the first of the two sides to put a par/ita in the bowl;

5 for caplUring the Bagattino from Ihe opponents;

5 for caplUring the Mondo from the opponenlS.

Yet further partite are gained by winning the game under particular

circumslances:

20 for reaching a lolal of 500 points in a single hand, and 10 more for every 100

points above 500 (30 for 600 points and so on);

10 for winning ahhough the opponents had both contatori;

10 for making 500 points without having the Angelo, 20 for making 600

without the Angelo;15

5 if the winning pair were the opponents of the dealer and his partner;

5 if the opponents of the dealer and his partner said La tengo, whichever side is

the winner;

20 for winning afler the partner's invitation 10 go a mOllie was refused.

If the winning side makes marcio (wins all Ihe tricks), all card points are doubled;

alternatively, 200 par/ite may be awarded as a flat payment for this rare

accomplishment. The playing session continues for as many hands as the players

desire. At the end of the session, the side then in possession of the bowl receives

from its opponents payment for Ihe par/ite in it, at the rate of one peso for each

partita. ote that the bonus of 20 partite for being the first side to put a partita

on the plate can apply only once in the course of the session, not in each hand,

since the side that gains the first par/ita in a hand may withdraw one ralher than

put one in.

Variants

Certain paymcllIs are reported diH'crently in IN as observed in the ancient
•game; Dr. Cuppi is inclined to think that the author of IN was reporting

them correctly from the manuscript, and suspects this may be due to

" The manuscript has "10" for the second case. btJllhis is presumably an error of copying; Pisarri
has "20".
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Pcdini's having tacitly corrected Grs figures to agree with those agreed

in the XVIII century. The schedule in IN is as follows. with !he values in

the manuscript GT in square brackets:

for declaring 5 sequences 40 partite [30J

for declaring 3pariglie 20 parrire [[ OJ

for declaring 4 parig/ie 40 par/ire [20]

for declaring 5 pariglie 80 partite (30]

for the first partilO in the bowl 10 partite (20]

for winning without the Angelo 20 partite [10]

for winning after saying' La rengo' 10 par/ire [20)

GT reports that some players - erroneously, according to the author - treal

the trumps Love and the Chariot in the same way as the Papi; Ihal is to

say, they treat these two trumps as ofequal rank. so that, ifboth arc played

10 the same trick. that one played later beats the other.

This XVII-century game closely resembles the game of Ottocento played

loday. Ii ditTers in one major respecl. namely that the cards arc counted in fours

rather than in twos. as they are today. Counting them in fours must have been the

original practice: the custom of counting them in twos must have arisen in the

meantime because of the greater popularity at some intervening period of two·

handed games. The system of cricche and sequences is exactly the same as that

followed in the present-day game. and must go back to the original invention of

Tarocchino: 16 the principal difference lies in the payments by partite not

contributing to but superimposed on the card points. [n this respect, XVIl-century

Partita is more complicated than present-day OUocento: the latter appears

complicated enough. but has been simplified from its ancestrnl form. It seems

likely that Tarocchino inherited its leading principles from the game played with

" Dr Cuppi lxlievt'$ that scores for St'quences may ha\"e been a later addition to scores for
p(Jriglie or cricehe. but that they were introduced before the shonening ofthe pack to 62 cards.
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the 78-card pal:k before its invention (and doubtless for some time afterwards). It

is difficult to sunnise what these were. One possibility is that, in the 78-card

game, a sequence in a suit could contain other numeral cards than just the Ace,

just as a grande ca.n contain any number of trumps. Thus a sequence in Swords

or Batons could consist of the King, two other COlirt cards and numeral cards in

succession from the 10 downwards, one in Cups or Coins of the King, two other

court cards and numeral cards in succession from the Ace downwards. The fact

that a cricca of three Kings is worth 17 points, but one of three Queens only 14, is

also suggestive. It prompts the speculation that other cricche, worth respectively

16 and 15 points, originally intervened. Could these have been sets of three Papi

and of three Aces, illogically classified in Partita and all laler fonns as sequences?

Possibly: but it would be odd for a set of three Aces to have a higher value than

one of three Queens. We have no actual information about how Tarocchi was

played in Bologna before the invention of the shortened 62-card pack. We can

only conjecture, presuming that it already had lllany of the features ofTarocchino.

Partita, in its XVllI-ccnlUl)' fonn as described in IN, differed principally

from thai played in the XVII century by the large number of signals allowed to

any player to give infonmnion to his partner. These were now all verbal, not by

gesture, but only by means of phrases with conventional meanings, oddly called

gillochi (games). IN rejects many such phrases in common use as excessively

infomlative. The description given in IN is supplemented by the third part (Ped)

of Pedini 's manuscript.

11.2 Partita (mid-XVlll century)

Given the method of scoring described below, the game was known as Pal'lita (l

~UflO am/are. The principal older fonn, Partila a Pesi, frequently involved vel)'

heavy payments. They were not as heavy in Parrifa aile Oche; but the new

version made the paymeniS very considerably lighter yel. As before, there are

four players in fixed pannerships, panners facing each other across the table.
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With the exceptions here given. all is as in game 11.1. Moors replace the Papi.

The cards are still counted in fours. Sets of three or four of a kind arc still usually

called pariglie, but will here be referred to as cricche. The word Smillchiate has

now become Smillchi; this is merely the result of the substitution of the third

person singular subjunctive for the second person plural imperative (Lei in place

of VOl).

Deal

After the first round of the deal, the player to the right of the dealer may, instead

of saying 'A mOllie' or 'La rengo'. S3Y on the basis of his first five cards, 'Come

vlla/e', thus indicating to his partner that he has quite good cards but not good

enough to warrant his saying, 'La ref/go'. IN frowns somewhat on Ihis practice.

bUI admits it to be quite widespread. (The recommendation in IN that possession

of three out of the eight carle da cinque is needed to justify the first player's

saying. 'La fengo'. seems excessively strict.)

Scoring and play

There arc now large counters called Oche as welt as the tokens representing

partite; but these are merely for convenience. 1 Oca being worth 10 partite. In

Partita a tulia andarc. instead of a single bowl or plate in the centre of the table.

each side now has a bowl into which it puts all partife that it gains. Howe\'er.

there is now a further level of game points (poste, i.e. stakes) in which settlement

is made, higher than the partile, which have now become simply a method of

scoring rather than units of payment. A rubber (partila) will continue for several

hands, and comes to an end as soon as one side has obtained 150 partilc; that side

has of course won the rubber. The rubber may end in the middle ofa hand. either

at the end of a trick in which the winning side gains the bonus for capturing the

Bagatlino or the Mondo. or immediatcly after a declaration in the course of lhe

first trick. The winners gain I game point if thcir opponents have 75 partite or

more. 2 game points if they have less than 75. and 3 if they have none. III
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addition. a side that wins a single hand with 500 card poinlS or more gains I game

point. plus I more for every 100 points above 500; and a side that achieves

marcio (wins all the lricks in a hand) also gains I game point. By the standard

tl.'Ckoning. a side that achieves marcio will have gained 923 card points by

winning every Irick and Ihus having all possible sequences and pariglie. This

will result in a payment of 6 game points for the marcia, in addition 10 the game

points for winning the rubber,

For declaring a criccolle in the first trick, 20 partile are awarded, whether

there were three cricche or more. Only 10 partite are awarded for being the first

10 put aJXlYfita in the bowl, and only 10 in all for winning a hand after saying 'La

lengo', The number of points is no longer doubled when marcia is given,

Im·truetions and illforll/ation

Players could instruct or infontl their partners. not by gestures, bUI by means of

conventional phrases (gil/oeM) ullered (only one at a time) either as they played a

card to a trick or when the partner was about to lead to a trick. In practice, the

partner with the stronger hand assumed direction of the play, the other supplying

him with infonnation. It was not illegal - only dangerous - to mislead the

Opponents by giving false infonnation. It was not obligatory to obey one's

partner's inslructions, though considered bad play 10 disobey some (not all) of

them. There was much disagreement about which giuoeni were pennissible.

Apan from Smil1chi (also expressed by Smillchi iI piiJ bello), which has the same

significance as Smi"cniate in the XVII-century game, asking partner to lead his

highest trump. the mOSl important of lhe gil/ochi are as follows. First those to be

used when partner is about to lead.

La possu servin! d'l/lI piccolo (I can help you by means of a little one): I have
the teading l7 trump; lead a small olle to it.

" ~--IlIroUghout the explanalions of giuochi. the expression 'leading (rump' Of 'leading card' ()( a
suit is used 10 mean the highesl tnJmp or card ()(thal suit thai has nIll yel been played.
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Tiri de' trion/ell; (Draw small trumps): Lead a fairly low trump. but not the
lowest; continue to do so when you next get the lead.

Giochi (Play): Lead the suil in which I declared a sequence.

Gioe"; con lora (Play with theirs): Lead the suil in which the opponents
declared a sequence.

Giochi di queste (Play these): Lead the suit just played.

Gioeh; Ie sue (Play your own): Lead a King. particularly one you showed in a
declaration.

Giochi sempre Ie .we (Keep playing your own): Lead out all your certain
winners.

Gioeh; pllr sempre (Keep on playing): Lead that suit in which the opponents
have a card they are anxious 10 save.

Lifaccia al1dare (Make them go): Lead a suit in which the opponenlS are shon.
to force QUI their trumps.

The following may be used when playing a card to a trick. One gesture

unaccompanied by a verbal instruction, that of drawing back (tirore indietl"O).

effected by drawing back slightly the card being played before releasing it and

instru<:ting partner not to playa high card to the trick, is allowed. Neither Pedini

nor IN recognises the gesture of opening one's hand. Verbal instructions are as

follows.

Batto (I strike); I have the leading card in this suit (or i/1 frumps iffhe trick is i1l
trllmps). This may be accompanied by the gesture of striking the table.

Batto indietro (I strike behind): I have the second highest card outstanding in
this suit (or in Irumps iflhe Irick is inlrumps). This may be accompanied by
the gesture of striking the table to the side.

SOllO ;/1 qrwlclJe Illogo (I am in some place):
(when Ihe Irick is ill Irumps) I ha"e one of the three trumps below the Angel:
(whenlhe Irick is i" a plai/I s/lil) I have the Cavallo or the Jack.

S'ricco: I have jusl one more card left in this suit (or in 'r/lmps if/he frick is in
trwllp,~).

StriccO/ldo: I have just two more cards left in this suit (or in Irumps iflhe Irick
is ill trumps).

The next gil/oCO should be used only when the speaker has four or more cards in

the suit being played, or nine or more in trumps.
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In caso (At home): (when a plain suif is heing played) Play the highest card
you have in the suit.
(when trumps are being played, and the partner is Ouf o/trumps) Throw a
King on the trick, the opponent to your right will not beat my trump,

Tiro a me (J draw to me): I have Ihe Bagattino but no other trump; keep your
high trumps in order to save it.

Ci vada col pill bello (Go here with the finest): (said only when fhe Irick is in
trllmps) Play your highest trump.

Ci vada COli ({lIello che ha (Go here with the one you have): (said when the trick
is ill a plain suit) Play your highest card in this suit.

Copra solamellle (Cover only): Beat the opponent's card with the lowest card
you can.

Volo (I ny) or Vado (l go): I have the highest trump and no other.

There were also phrases to indicate what cards a player held after the first round

of the deal; the author of IN greatly disapproves of the use of these.

Variant

Another form, Partita aile Oche, differing only in the method of scoring, is

mentioned only in Ped (the manuscript account by Pedini of differences

between the XVllI~ and the XVII-century game). In this, using Oche as

representing 10 parlite each, in addition to the payment of game points as

in Part ita a tutto andare, I gallic point (posra) is gained for every Oca won

by means of a declaration during the first trick, e.g. I for declaring three

Kings, 2 for declaring fOUf Tarocchi, etc.

IN also describes another eleven games played with the Tarocchino pack.

It fails 10 st<lle the sizes of the sets in which, in these games, Ihe cards are to be

counled. The overwhelming probability, reinforced by a passing remark in GT, is

however that they were always counted in sets of as many cards as there were

players.



282 Bolognese Tarocchino

11.3 Six-handed Panita (mid-XVIII centuD')

The six players are divided into two fixed partnerships of three each. members of

opposing sides being seated alternately. Each player is dealt ten cards in two

rounds of five each. the dealer taking the last (wo cards and discarding two.

Everything proceeds as in the rour-handed game, with the following exceptions.

During the first trick. a player may declare two raroce";. two Kings or two

Moors. His side receives no card points for such a declaration, but it gains 10

partife for any such pair. The award in pOI"file for a cricca of three rarocchi or

Kings or a sequence of three Moors is 20. Furthennore. a player may declare

three pairs of tarocchi, Kings, Queens, Cavalli or Jacks: again, this scores no card

points, but cams 20 parrile. A player declaring two sequences gains 10 parrite

for his side; 20 for three sequences and 40 for four. Thcre is an award of 10

parlite for a declaration of six trumps or six cartaccie. 20 for seven. 40 for eight

and so on. The rubber is won by the side first gaining 150 parrile.

The next game is interesting because it is almost identical with the

principal modem game: it is, in effect. Partita without partite. IN remarks thaL

while it is played in Bologna itself, it is particularly favoured in the countryside.

If we suppose that partile. and the special ways of scoring for them, were an

accretion to the original foml ofTarocchino, it may represent that original fonn.

11.4 Partitaccialmid·XVlII centurv}

There are four players in two partnerships, partners facing each other across the

table. At the end of each hand setllement is made on the basis of card points

alone; there are no par/ire. declarations of ten trumps or ten carwccie or scoreS

for capturing the Mondo or Bagauino. Payment is thus made after each hand.

There are two different ways of dctcmlining the payment. The simpler is that

each of the winners receives J game point from one of the losers. Alternativel)'.

they may receive I game point each if they have a poil1Hotal below 500, 2 if they
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have 500 points or more. IN docs not say whether partners may communicate

with one another, or, if so, whether freely or by conventional phrases; to judge

from the game nowadays played in Castel Bolognese (I 1.15), they may well have

been allowed to communicate freely. After four hands, the players change

partners and play another four hands.

11.5 Milloni (mid-XVIII centurY).

This is a two-handed game. The dealer gives twenty cards to each of the two

players, in four rounds of five each, and then gives two morc cards to himself.

Each player then discards ten cards, which will count to him at the end of the

hand, unless he makes no tricks; he may not discard Kings or tarocchi. The

dealer then gives ten marc cards 10 each player, in two rounds of five each, and

himself discards two more cards. Declarations of cricche and sequences, which

may nOt include discarded cards, then take place before each plays to the first

trick, to which the opponent of the dealer leads. Play and card points for cards

and for cricche and sequences won in tricks, with 6 points for winning the last

trick, are as usual. Each player records his score at the end of each hand, and

keeps a running tOlal; tlte rubber is completed at tlte end of the hand during which

either player, or both. has gained 1,000 points, and is won by the player who then

has the highest score. If, during any deal, either player finds that he is able to

reach 1.000 points by making declamtions of cricche and sequences on his first

twenty or twenty-two cards, before he Itas discarded, he may do so and wins the

game. Once he has discarded his ten cards, however. the hand must be played to

the end before the winner is determined.

11.6 Mauaccia (mid-XVIII century)

This is a fCversed game, to be played by from five to seven players; the number of

cards dealt to each depends on the number of players. Thus 10 cards must be
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dealt to each of six players and 8 to each of seven. It would allow of 12 cards

being dealt to each of five players. but, from the practice in the modem version of

the game, it is quite likely thai five players received only 10 cards each. The

dealer takes no extra cards and there is no discard. Each player plays for himself.

There are no initial declarations. Allhe end oCthe hand each player computes his

point-total, composed of points on cards won in tricks, points for cricche and

sequences among the cards he has won in tricks, and 6 points for the last trick.

The winner of the hand is the player who has the loweSI point-total If, however,

any player makes no points at all (takes no tricks), he is a Joser; tbe winner in this

case is the player who has the highest point-total. At any stage in a hand, a player

with a strong hand may say 'Duro', This is an invitation to any player also \\ith a

strong hand to join him in denying tricks to the other players, in the hope that one

of them will make no tricks, If another player accepts the invitation, he says

nothing; it becomes evident only in the play, IN does not explain how the players

settle between themselves at the end of the hand: preswnably if everyone wins at

least one trick the winner is paid by all the others, but if a player takes no tricks,

that player pays all the olhers.

11.7 Quarantacinguc.(mid-XVIII centurvl.

This game is played by two or three players, Each receives ten cards. in tWO

rounds of five each, and each keeps a running lotal, from hand to hand, of Ihe

points he makes. The dealer takes no extra cards, and there is no discard,

Declarations are made during the first trick as usual, and the usual scores for

points on cards. for lhe last trick and for cricche and sequences among the cards

won in tricks hold good. The winner of the rubber is the first player to obtain 45

points or more in all. There are two variant forms.

In Ihe first fonn, each cricca or sequence is re<:koned at ils exact value.

and a player may at any stage in the hand claim to have won the rubber by saying
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.Ho \·;nlO'. If he has really reached 45 points, he wins the rubber even if some

other player has a higher poinHotal. If his claim is false, the rubber is ended; his

opponent wins it, or, in the 3-handed game, that opponent who has the higher

poinHolal, even if it is not as high as that of the player who made the false claim.

A player who makes 45 points in the first hand of the rubber is paid double by

each opponent. A player who auains 45 points in the second or later hand may

claim victory but elect to continue to play out the hand; ifhe makes 45 points on

that hand alone, he is paid double. However. if, by the end of the hand, one of his

opponents has a higher poinHotalthan he, that opponent wins the rubber, and the

player who claimed victory gains nOlhing.

1n the Olher fonn, the score for declarations during the first trick IS

rounded to the ncarest multiple of 10: odd multiples of 5 are rounded up. A

player is not allowed to claim victory until the end of a hand. The rubber ends

when, at the end of a hand, some player has attained a running total of 45 points;

if more than one has done so, the player with the higher point-total wins the

rubber. In the two·handed game, the loser pays I game point to the winner ifhe

has won in more lhan one hand, and 2 if he has won in a single hand. A variation

is 10 add I game point for every 10 points by which the winner's poilu-total

surpasses 45. In Ihe three-handed game, if the rubber has been won over more

than one hand, the player wilh fewest points pays I game point to the winner, the

third player paying and receiving nothing; but if the winner reached 45 points in a

single hand. c:lt:h opponent pays him I game point. Under another system, each

opponent pays I game point to the winner if he won over more than one hand,

and 2 ifhe won in a single hand. Some add the bonus of I game poilU for each

10 points above 45.
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11.8 Settanta (mid-XVIII CenlUryl.

Bolognese Tarocchino

This is another two-handed game, in which each player receives ten cards, in two

rounds offive each, and the dealer takes no extra cards, and there is no discard. It

also has two forms. In the first fonn. each declaration during the first trick is

reckoned al its exact value, and likewise the points on cards and each cricca or

sequence at the end of the hand. Each player keeps a running total, the winner

being the one who first anains 70 points. A player may claim victory in the

middle of a hand, under the same procedure as in Quarantacinque.

In the second form, the score for declarations during the first trick is

rounded to the nearest multiple of 10: odd multiples of 5 are rounded up. The

same happens to the scores at the end of the hand for poinls on cards, for the last

trick and for cricche and sequences among the cards won in tricks. At any stage

during a hand, either player may propose to thc other that lhe score for Ihe last

trick be increased to 12 points. The second player may accept the proposal, may

propose a further increase to 18 points, or may refuse the proposal. Ifhe refuses.

the 6 poinls for the last trick go to the player who proposed lhe increase.

regardless of whether he wins it or not. [fhe proposes an increase to 18 points.

the player who proposed the original increase has the same threefold option: he

may accept, refuse or propose an increase to 24 poinls. If he refuses, 12 points

for the last trick go to his opponent, whether he wins it or not. If he proposes an

increase to 18 points, the olher playcr has lhe samc threefold option. This goes

on until one or other player either accepts or refuses a proposal. Once a proposal

has been refused. no other such proposal may be made in the course of the hand:

bUl, when the last proposal was accepted, a new proposal may always be made

during the play of the hand by the opponent of the player who made the previous

proposal.
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11.9 Lecchini (mid·XVIII centurY)

yet another two-handed game, wilh each player receiving len cards, in two

rounds offive each, while the dealer takes no extra cards, and there is no discard.

The remainder of the pack is placed face down in the middle of the table. The

winner of a trick takes the top card of this stock, shows it 10 his opponent, and

adds it 10 his hand; his opponenl then lakes the next card, shows it 10 his

opponenl, and adds it to his hand. This continues until the stock is exhausted,

when the hands are played out. In this wny, every card will at the end of the hand

belong to one or Olher player. Before playing to the Jirst trick, each player

declares any cricche or sequences he has in the usual way. Jfhe picks a card from

the stock that could be added to allY of Ihe cricche or sequences he then declared,

he may then and there redeclare it and score for it, even jf he has already played

some or all of Ihe cards that originally composed it; if he originally declared a

criccone or three sequences, he may redeclare all the cricche or sequences each

lime he picks a card Ihat can be added to one of Ihem. (He cannot add in a card

he already holds in his hand: e.g. if he originally declared a grande of three cards,

and picks up the Stella, he may redeclare a grallde of four cards, but cannot add

in the Saetta he already holds in his hand.) Also, evel)' time a player holds len

trumps (all his cards are trumps), he may declare Ihem and scores 100 points for

them; he does nOI need to have declared ten trumps in the first trick. Point-tOlals

at the end of the hand will be large; the winner of the hand is the player with the

higher point-lOtaL

There are two methods of scoring. both involving parrile. Under the first,

settlement is made at the end of each hand. The winner's point-total, for

declarations and, as usual, for points on cards, the last trick and cricche or

.sequences in cards won in tricks, is rounded down to Ihe largest multiple of 25

equal to or below it: Ihis is then divided by 25, and he receives that nwnber of

partite, together with 20 more if he scored 500 points or more, plus 10 more for

every 100 points :lbove 500. Under the second method, the rubber lasts for
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several hands. Partite are awarded at the end of each hand in the same way as

under the first method: the winner of the rubber is the player who first obtains

150 partite. He receives 1 game point, or, if his opponent has fewer than 75

partite. 2 game points. In addition. any player who wins a hand with 500 card

points or more receives I game point, plus I for every 100 points above 500, even

if the rubber is not yet completed.

11.10 Tappa (mid·XVIII centuD't

This is another game for two players. who receive only five cards each. the dealer

of course taking no extra cards. Play is as usual. and the player with the higher

poinHotal wins the game for 1 game point. If a player captures a King. the

Mondo, the Bagattino or a Moor. he must say' Toppa' and then wins 1 game

point (giuoco); ifhe forgets to say 'Tappa', he does not win it. Some play that, in

the laller case. the opponent may say 'Toppa'. and then wins I game point

himself. Ifa player gives marcia to his opponent, i.e. wins every trick, then. if the

opponent had the Matta, he must surrender it; the winner may then say 'Toppa·.

and wins an additional game point.

11.11 Centini (mid-XVIII centurvt

This may be played eitJler by two players or by four in fixed partnerships, panners

facing each other across the ('able. Each player is dealt only five cards. Play is

under the usual rules, and the players or sides keep a running total from hand to

hand. A rubber ends when one player or side attains 100 poims, and thereby ",ins

the rubber; if the opposing player or side has not attained 50 points, the winner or

winners are paid double.
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11.12 Cinguina (lllid~XVIII centurvt

This is another game for two players, each of whom receives only five cards in

the deal. Settlement is made after each hand, on the basis of the winner's point

total: the loser's score is ignored. He puts a corresponding number of tokens

(galle) in a bowl.

The existence of so many two~handed games may account for the fact that

the cards are now counted in twos. The fact thai in many games only the standard

card points are significant, but not the panile or the special feats for which partite

are awarded in the game of Panil3, strongly suggests that the partite, and these

special feats, were a subsequenl addition to the original fonn of Tarocchino.

Partita a tulto andare continued to be played throughout the XIX century;

it had hardly changed in the interim. In 1841 Dr Tommaso Verardini Prendiparte

published anonymously in Bologna his 1/ Tarocco ossia GitlOCO della ParlilO

(TGP); a second edition appeared in 1872, and a third identical edition in 1919.

Verardini evidently knew IN, since he occasionally repeats phrases from it, but it

is clear that he also knew the game very well. Dr. Cuppi has discovered another

imeresting manuscript in the private collection of the Cassa di Risparmio di

Bologna. This is entitled La Parlita 0 Gilloco del Tarocco (PGT), and dates from

1851. h is by the XIX-century scholar Michelangelo Gualandi, and was intended

for publication in an almanach in that year. but was not in fact published lhen. It

describes the same game as Verardini's TGP. with a few slight variations. It was

evidently prepared for publication as a separate booklet in 1872, but still did nOI

appear in the event, its place being taken by the second edition ofTGP.

.11.13 Panita (XIX centurvl.

All is as in game 11.2, with the following exceptions. The tenn crieca replaces

pariglia. There is no longer any doubt about the right of the player on the

dealer's right to say, 'Come vuo/e', after the first round of the deal. If a side
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declares five sequences or fOUf cricche during the first trick, it is awarded 40

partite, if six sequences or five cricche, 80. As both sources agree, ifin any hand

one side gives marcio to the other (wins all (he tricks) - a very rare feat - its score

in points for declarations made during the first trick is doubled, and it is awarded

1,000 points; TGP criticises Ihose who adhere to the ancient practice of aWarding

only the 923 obtained by {he ordinary rules for points on cards, the last Irick,

sequences and cricche. The bonuses in partife for winning with 500 points or

more remain as before; in addition. there is a bonus of 12 par/ife for winning \vilh

300 points, but less than 400, and of 16 partite for winning with 400 points, but

less than 500.

The giuochi (conventional phrases to instruct or infonn the partner) have

changed somewhat and become even more numerous. Note that neither Verardini

nor Oual:mdi recognises any longer the signal (Tiro a me or Tiro indietro) of

drawing back the card being played to indicate that the partner should not take the

trick. We give here only the principal giuoc:hi; others will be found in the

Appendix to this chapter. ote that each of the top five trumps - the five

unnumbered ones and the 16 (Stella) was called a Ir;ol1/o che rifillto. and that a

low trump was called aflic:heuo.

Directives to be given to one's partner when he is about to lead include:

Sminchi or /I hello (TOP) or Smim:hi if pill hello (POT): as before.

fir; un/riol/puo (TOP): like "Tiri de' Irion/elli' before.

Tir; ulllriO/ifo (both sources): Lead your second highest trump.

Tiri Ilnpicc% (POT): Lead your lowest trump. even if the Bagauino.

Gil/oell; alia hmga (TOP): Lead your longest suit.

Gillochi alia corta (TOP): Lead your shortest suit.

Gil/oclli Ie Sl/e (both sources): as before.

Le site "011 sa/\'o or Moi passote (POl): I cannot save the suit of your
declaration.

Ha "eduro Ie mie (both sources): Lead the suit in which I declared a sequence.
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Giuoelli COil foro (PGT): Lead the suit opponents declared or in which they are
strong.

COil/iII/Ii (!lOT): Lead highest card of the sequence just captured.

Giuoclli di qllelle (POl): Lead suit of sequence previously captured.

Sfor=i (POT); Cover with a card that obliges the opponent to cover it with a
higher one.

Vada (POT): Cover with the highest card possible.

Faccia andar 1Imi or Qllella che dia smillchio (Pal): If possible, playa card
that obliges opponents to trump.

Smuffi, Sll/vi if cappouo or 1/011 piglio (PGl): Shows a very poor hand from
which no help can be expected.

Unll Clilliva delle sue (PGT): Playa low card of Ihe suit in which you declared a
sequence.

Provi qlla/ehe cosa (PGT): Playa high of the suit in which you declared a
sequence.

The following are used 10 give infomlalion 10 the panner when he is about 10

lead:

Buone (TOP) or Sempre bllOIlC or Buolla osso/II/a (PGT): I have three or four
Kings.

Qua/clle buolla (PGl) or Qua/che \"O/w (TOP): I have two Kings.

Una buoII(l (both sources): I have only one King.

Couil'e (both sources): I have no Kings.

La ser\"O (both sources): I have the two highest trumps.

La posso sen>ire (TOP): I have the leading trump and one other high one.

Per poco (POT): I have the two highest trumps but very few others.

Po/rei servirla (PGl): I have the Angelo and either the Sale or the Luna, and
Some other trumps.

UllicamelJle or striking the table after a dcclaralion or after a card played by
panner (POT); I ha\'e the Angelo and no other trump.

11 bill/arne 110/1 III 'incomoda (POT): Stop leading trumps.

Uno (POT): (when a trump is led) I have only one trump len; Ulla (POT):
(when a suit is led) I have only one card of this suit len.

Slrillgelldo (equivalem of Siriccalldo) (POl): I have only two cards of this suit
left (including trumps).
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Res/olio (PGT): I have only three cards of this suit left (including trumps).

Disfa 10 mano (POT): I have four cards of this suit left (including trumps).

Resto 10 mono (POT): I ha\'c five cards oflhis suit left (including trumps).

La parle (POT): I have six cards of this suit left (including trumps).

Pi,i della parle (PGT): I have seven cards of this suitlefl (including trumps).

Sfondo (PGT): I have eight cards of this suit left (including trumps).

Unicamente or Per poco or Perche /0 sappia or Non sara capolfo or Prendero
WlQ va/to (TOP): I have the Angelo but very few other trumps.

Per llnjlichello or Per un piccolo (TGP): I have the Angelo.

Pe,. Ulllrionfo (both sources): I have the Mondo.

The following are among the phrases used to give information to one's partner

when playing a card to a trick:

Barto: (said ollly when fhe (rick is ill frumps according to TOP) I have the
leading trump.

Qui bolla (TOP) or I]ofto (POn: (said wilen file frick i.~ ill a plai" sllif) I have
the leading card of this suit.

Slriccando (TOP): as before.

Illdietro: (said ollly wilen Ille Irick is in frllmps according to TOP) I have the
second highest trump not yet played (according to OTP) I have the second
highest card oflhis suit (illc:!udil1g frumps).

Vola (TOP): as before.

SoIlO ill qualche luogo: (TGP as before, bUI said only II'hell file frick is ill
frumps); Per tm Irimljello or In qllo/ehe luogo (PGT): I have the Sole or the
Luna

Sfricco in niente (TOP): (said only when frumps are played) I have a small
trump and the Matto.

In lIieme (TOP): (said ollly lI·hen lrumps are played) I have the Matta but nO
more trumps.

The principal phrases used when playing a card to give a directive to one's

partner are the following:

Vada gillocolldo (TOP): When you get the lead,lead a plain suit not yet played,

Giuoehi 1I110l'i (TGP): Lead lhat one suit that has not yet been played

Torni Ii (TGP): Lead the suit of the preceding trick.
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TOI"I/i la (both sources): Lead the suit orlhe last trick but one.

Giuochi pure (both sources): Keep leading Ihat suit in which the opponents
wish to save a card.

U faccia andare (TOP) or Faccia cmdare or Glie la cerchi (POT): Lead a suit
in which the opponents are void.

111 coso. (TOP): a~' before.

Faccia a me. (TOP): Do not play your highest card to this trick.

Vi /IIeui if bello. (TOP): Play your highest trump to this trick.

Copra appena (TOP) or Appel/a (POT): like ;Copra solamente' before.

TOP also allows that, when both the opponents of the dealer have said A //lome,

the dealer's partner may give him inronnation by means or one of the following

phrases:

S0l10 cal/iw or Cinque carlaccie: I have nothing at all.

Vac/a avami or Le dia bene: I have almost nothing.

Si I'egoli dafle sue: I have some moderate cards.

Due, 111I0 dei q/lali I'ifiura: I ha,'e two trumps, one of them higher than the 15.

Un Iriorifelfo e callivu or Una earlellino can 111I triO/ifel/o: 1 have a King and a
low trump.

Vno goecia: 1have the Matta.

Ulla goeciel/o: I have the Mondo and no other trump.

Vila piccola goecia: I have the Bagattino.

Vila regola: I have two carte da cinque, or the Angelo and another high trump.

Vna regalino: I have two Kings and a low trump.

Due Irion/elfi: I have two low trumps.

TOP also lists certain phrases which, though in use amongsl some, he regards as

unlawful; these are given in the Appendix 10 this chapler.

Variants

In his PGT, Oualandi forbids the dealer 10 discard the Sun or the Moon, as

well as Kings and IOrocchi. He concurs with Verardini lhat a side making

morcio should be awarded 1,000 rather than just 923 points. He remarks

that the cards are counted in fours because there are four players: this



294 Bolognese Tarocchino

makes it likely that in all Bolognese Tarot games the cards were still at

this time counted in sets equal 10 the number of players.

An oddity is the practice, reprobated by Verardini, but treated as

perfectly nonnal by Gualandi, of announcing a sequence of Moors out of

tum, even before the dealer has discarded; as Verardini remarks. this

could on occasion aITect the discard. Even in this the conservatism of

Bolognese players is mani fest; for IN also mentions the practice, though

only in the catalogue of penalties for revokes. misdeals. etc.; lhe author

thought it should be allowed when three Moors. but not when four, were

announced.

As Dr. Cuppi believes, Panita was probably in decline towards tlte end of

the XIX century, weighed down by its own complexity; but the republication of

Verardini's TGP in 1919 suggests that it survived in some circles until the early

XX century. Nevertheless, Bolognese Tarocchi games have remained very

popular in the city itsclf and in the surrounding coulllryside to this day: the

Bolognese version of Tarot is undoubtedly one of the most skilled and subtle of

all. The principal fonn now practised is Ottocento, which is a descendant of

Partitaccia (game 11.4) rather than of Panita; Dr. Cuppi supposes that it

originated in the later XIX century, After the third edition ofVerardini's book in

1919, nothing was published about the game in the XX century until Dummeo'S

The Game o/Tarol in 1980. This was followed in Italian in 1983 by II Gioco de;

Tarocchi bolog/lesi (GTB) by G. Franco Laghi of the Banca Popolare di Bologna

e Ferrara; in 1984 Giampaolo Dossena included a section on 'Tarocchino di

Bologna' in his Giochi di Carle ilaliani (Milan, pp. 136-147) In 1992 this waS

followed by II TarocchillO boJogllese (Tb) by Girolamo Zorli, the enthusiastic

promoter of lhe Accademia del Tarocchino bolognese. GTB, with great clarity,

describes only the modem game, whereas Tb gives an account of the older fonn

Panita, The titles of the two books exempli!)' the re\·ival of the tefTll
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·'Tarocchino·'. A historical reconstruction is given ill Marisa Chiesa's 'Quanro

giochi di societa con il Tarocchino Bolognese' in Allfichi Tarocchi B%gnesi by

Giordano Beni and Marisa Chiesa (Turin, 1995); and there is also a description of

Bolognese Tarocchi games by Maurizio Barilli (MB) on the !ntemet (at

httpllutenti.lycos.illtaroccobolognese) and a description of Ottocento and Partita

on the Accademia website (at www.tarocchinobolognese.it).

11.14 Ottocento (present day)

There are four players in fixed partnerships, pUl1llers facing each other across the

table. Unless partnerships have been agreed beforehand, the players cut, those

cUlting the two highest cards becoming panners, and likewise lhose cutting the

twO lowest; the one CUlling the highest card becomes the dealer to the first hand;

the deal thereafter passes to the right. Fifteen cards are dealt to each player, in

three rounds of five at a time, the dealer taking the last two cards and discarding

two; these two are surrendered to the opponents if the dealer's side takes no

tricks, as is the Mallo. There are no invitations to go a m01lle. Panile are not

used, and there are no declarations of ten trumps or ten carlaccie (a tcnn no

longer in use) or spccial scores for capturing the Mondo or the Bagattino. The

point-values of the cards, the rules about the dealer's discard, the 6 points for the

last trick, the rules governing cI'icche and sequences and their values, the

declarations of cricche and sequences during the first trick and the scores at the

end of the hand for those fonned from the cards won by both partners together are

all as before; the tenn pal'iglie is no longer in usc. It is the custom, when making

any declaration during the lirst trick, to aJUlounce what it is. The principal

difference from game 11.4 is that thc cards arc now counted in twos, making the

total number of points on cards 87 (excluding the 6 for the last trick). At the end

of each hand, Oile side lays out the important cards it has won in tricks in lhe

pattern illustrated below. Suppose the side laying out has two cricche, of

fal'Occhi and of Cavalli, for which it scores 18 and 13 points respectively. It has
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Swords Datons Cups Coins

K K
Q

c c C
J J

A A A16
15

three sequences: a grande of five (Angelo. Mondo. l3egato, 16 and IS), a

sequence of four in Swords (King. Begalo. Cavallo and Ace) and one of four

Aces (three genuine Aces and the Begalo): these arc worth 50 points together.

doubled to 100 because there are three ofthcm. The side thus scores 131 points

on cricche and sequences. They lay QUI their cards as follows:

Trumps

Angelo
Mondo

One Moor
Begato

From this it can be seen at once what cricche and sequences this side has. It can

also be seen that the opponents have a cricca of three Queens (14 points) and twO

sequences, one of three cards in Batons for 10 points (King. Queen and Matto)

and one of four Moors for 15 points (three genuine Moors and the Mana): 39

points in all. If the opponents had been laying out the cards, they would have put

out all their court cards and Aces. the Sole. Luna. 14 (to show where the grande

ends), three Moors and the Matto. TIlen an empty card (.~car'illo - a card without

point-\·alue) is laid below every counling card of the side laying out the hand.

while the remaining empty cards are arranged in pairs; that side's score for cards

is determined from this, taking into account the score lor the last trick. By

subtracting that side's score for cards from 93. the opponents' score for cards.

including the last trick. is found. By adding the score of each side for cricche and

sequences, its score for cards and its score for any declarations in the first trick.

the total score ofeach side for the hand is arrived at

A rubber extends for several hands, and is won by the side first reaching

800 points: hence the name of the game. If a side can reach this total from the

declarations made during the first trick, it may claim vieto!)' by saying "Fuori"
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("Out") and the rubber is over. If the seore of the dealer's side is sutliciently

close 10 800, the dealer may look at the first 15 cards he has dealt himself, leaving

the IWO extra cards face down on the table; he may then make any declarations he

can on those 15 cards, and if they bring his side's score to 800 points, claim

victory for his side. In this case, the other three players in tum make what

declarations they can, claiming victory for their sides if they are able to; the

dealer, having taken the two extra cards into his hand, may make no more

declarations. If neither side has claimed victory, the hand must be played out,

and, if both sides have reached 800 points, that with the higher score is the

wmner.

Players of Ottocento in Medicina do nOI permit signals to be given by a

player 10 his partner in the course of play. There are, however, three signals,

buno, vola and srriscio, thai a player, when leading 10 a trick, is in all olher

localities permitted 10 make to his partner: they must be visible to the opponents

also. A busso, sometimes called ballo, is effected by striking the table with the

closed fist: it indicates strength. Its basic significance is to indicate possession of

the highest or second highest card of the suit led; it asks the partner to play so as

to save his high cards in that suit Hence, if made when a trump is led before the

Angelo has been played, it signals possession of either the Angelo or the Mondo,

or of the Mondo if the Angelo has already been played. IS The rules of the

Accademia disallow the use of any signal when leading a plain suit before either

the King of that suit has been played or else all the trumps have been played. In

these circumstances the bl/sso indicates possession of the highest outstanding

card orthe suit led and asks the panncr to play his highest card in that suit and 10

return the suit if he wins or when he later obtains the lead. A 11010 is executed by

tossing the card lightly in the air so that it 'flies' down to the table: it signals that

the player has no more cards in that suit. Some players allow that it may be

" TI· .liS IS knowl'l colloquially as buss(l/o or bUl/llfu.



298 Bolognese Tarocchillo

accompanied by the bussa, in which case the intention is either to trump the

opponents' court cards in that suit. to save an important trump or to exhaust the

trumps of the player giving the signal so that he can then throw his high cards On

his partner's tricks; but tournament rules do not allo\\l these two signals to be

given together. If, however, the 11010 is not accompanied by the busso, it warns

the partner not to lead that suit again. Finally, the st,.iscio may be made when

leading either trumps or a plain suit, and is efTected by scraping the card led

across the table. It tells the partner that the player still has cards in the suit led,

but, in trumps, denies possession of the Angelo or Mondo, and, in a plain suit,

denies possession of the King. In trumps it invites the partner to lead trumps as

often as possible, if he deems it advisable. One motive rna)' be to capture the

Begato; another may be that the player giving the signal has very few trumps left.

and wishes to throw valuable cards on his partner's tricks. In a plain suit the

signal warns the partner of the danger of playing a valuable card to the trick.

Some players allow signals to be made only when, if trumps are being led, the

Angel has already been played. or, if a plain suit is being led. the King has already

been played. It is obviously physically impossible to combine a striscio with a

vola, while a combination ofa striscio with a busso would be contradictory.

Variants

Some play 1,000 or 1,500 points up inslcnd of 800.

A practice now very largely out of usc is that. after computing the scores

of each side when the play of the hand is ended. each side' s total score is

rounded up or down to the nearest multiple of 5. and is then recorded as

the result of dividing the rounded total by 5 (e.g. 192 would be recorded

as 38). The game is \Von by the side first attaining 160 reduced points.

Some players allow the signal of striking the table at the side to indicate

that they have the second highest card of the suit being played. This

practice is usual among older players in Casalecchio.
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In the foml of the game known as 'Quattro scartate', the rubber consists of

four hands, that side winning that has the higher cumulative score.

The busso and vola signals are also used in Tresseue, from which they

may well have been derived; in Tressetle the signals are given verbally by many,

but many give them only by gesture.

There are only twenty cards that cannot fom) part of a cricca or sequence,

so that great care is needed in the play. Note that at least one side must have a

sequence of Aces, and at least one a sequence of Moors. It is of great importance

to bring home or capture the Begato, because of its role as COllfalOre. Kings must

be brought home, because without them there can be no sequence in those suits;

and it is of importance to obtain at least three sequences, because the scores for

them are then doubled.

In Castel Bolognese, they play another descendant of the game of

Partitaccia (11.4) which we may name CinquecelllO.

11.15 Cinguecento (Castel Bolognese. present day)

The game is almost always called simply 'Tarocchi' in Castel Bolognese. The

lowest trump is called by the old name Baganino, and the Moors are called Mori.

There are four players in two partnerships, partners facing one another across the

table. A rubber ends either when one side has won three hands or, as the name

Cinquecento suggests, when one side has won a hand with at least 500 points. A

side that has attained a total of 500 points in one hand is paid triple the value of a

rubber gained just by winning three hands. (In Partitaccia, payment was only

doubled for making 500 points in one hand.) The cards are dealt in rounds of five

each. Afler the fi rst two rounds of the deal, the players pick up their ten cards and

look at them; in the meantime, the last five cards are dealt to each, but are left

face down for the time. At this stage, it is standard for the first two players to say,

'A mOll/e'. The third player {hen asks his partner what cards he has. On the basis
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of the answer and his own cards, he either picks up his last five cards or says, 'A

mollfe'. If he picks up his last five cards. so does everyone else: the dealer gives

himself two extra cards and discards. and the hand is played out. If the third

player says, 'A m01lle", the dealer asks his partner what cards he has. and

according to his answer either picks up his last five cards and gives himself two

more, a1\ then playing out the hand, or himself says, 'A //Iollle". In the laner case.

all throw in their hands and the next dealer gives OUI cards. During the play of a

hand, players may freely exchange infonnation about what cards they hold; a

player about to lead is usually advised by his panner what to lead. This is in the

spirit of the Partita played in the XVIII and XIX centuries. and makes it easier to

gain 500 points in a single hand than if the game were played in silence. The

chief objective in the play of a hand is to prevent the opposing side from making

500 points.

There are several other games played with the Tarocco bolognese, of

which the most skilful and exciting is Terziglio, the only one of them to

incorporate a simple Conn of bidding.

11.16 Terziglio (Bologna, present day)

As its name implies. this is a three-handed game: one player plays against the

other two in temporary combination. Before the first hand. each player draws a

card from the pack; the player to the left of the one drawing the highest card

becomes the dealer to the first hand. Each player receives 18 cards in three

rounds of si:x each: the remaining eight cards are placed face down in the centre

of the table, fonning the pozzo (well) or pozzellQ. Each player in tum, starting

with the player 10 the dealer's right, may make a posith'e bid higher than one

previously made, or may pass. but cannot rc-enter the bidding having passed.

There are only two positive bids. 'Gioco', usually made by saying'PQsso?" ('Can

IT) or 'Se si pliO' ('Ifit is possible'), and 'Solo', usually made by saying 'Faccio
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di I/Iio' ('I will make do with my own'); either of these may be made as the tirst

positive bid, but there is no right to 'hold' a latcr bid, so that a Solo bid ends the

bidding, and there is only one round of bidding. (In any case, it will rarely

happen that two players both believe themselves to have strong enough hands for

a Solo.) If a previous bidder has made a bid of-Gioco' (i.e. has said 'Posso?'), a

later player who is content to pass does so by saying' Va belle'. 1f all pass, !here

is a new deal by the next dealer. It is unusual for neither of the firs! two players

to make a positive bid. If the declarer has said 'Posso?', he picks up thepozzo,

adds it to his hand without showing it to the others and discards eight cards,

which count to him at the end of the halld unless he has made no tricks at all, in

which case they count to the opponents; as usual, he may not discard carte do

cinque. If he said, '$010' or 'Faccio di mio', the pozzo remains undisclosed, and

goes, at the end of the hand, 10 the wirmer of the last trick. In either case, the

declarer leads to (he first trick and plays alone against the other two; declarations

of cricche and sequences may be made as usual before playing to the first trick.

To playa simple game, taking the pozzo and discarding accordingly, is known as

OJ/dare SII (to go up); to playa Solo is called/are di suo (to make do with one's

own). Play is under the usual rules, and the opponents keep their cards in a single

pile. Play takes place in silence. The opponcnts are allowed to use the signals

bu~'so, volo and striscio when leading to a trick, but only when (he highest card of

the suit lcd (the Angel or the King) has already been played; Slriscio may be used

with a plain suit as well as with trumps, and always indicates that the player has a

large number of cards of the suit. At the end of the hand, both sides score in the

usual manner for cricche and sequences in the cards won in tricks and for points

on cards, including 6 for the last trick; the cards are counted ill twos, an odd

empty card counting nothing. The declarer wins if his point-total is greater than

that of the opponents, and loses if it is equal or lower. The point-total of the

Winning side is rounded up or down to a lllultiple of 50 (up only if it fell short of

a multiple of 50 by less than 5 points), and the winning side scores as game points
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(pas/e) the result of dividing the rounded figure by 50, or twice this if a Solo was

played; the opposing side scores nOlhing. (Points used formerly to be reckoned in

multiples of 25, as older players recall.) If the declarer wins, each opponent pays

him the value of the score so calculated: if he loses, he pays each opponent the

value of the score. (MS agrees with Ihis, but also mentions a method under

which the posle result from subtracting 10 from the point-total and dividing the

result by 10. rounding down if the remainder is 4 or less.) BUI if the declarer has

made capollo (won all the tricks), he is awarded 40 game points; likewise for lite

opponents. According to MS, the declarer in the last hand deals the next.

Variallf

MB allows a player who has previously made a positive bid to 'hold' a

later Solo. ntis variant is practised in Casalecchio.

11.17 Teqiglio (Monzuno, present davt

All is as in game 11.16, wilh the following exceptions. Each player receives 19

cards. in three rounds of five each and one of four: the pozzo therefore consists of

only five cards. The player to the dealer's right ahvays leads to the first trick.

The Ihree signals, busso, \'010 and Slriscio may be used by an opponent of the

declarer when leading to a trick, but they arc usually expressed in words and it is

not required that the highest card of the suit led should have been played. The

word 'corro' may also be used 10 indicate thai the player has very few cards in

that suit. In general, the two opponents may freely give each other infonnation

about the cards they hold.

Many of the other ga.mes recorded In I I have survived, sometimes III

slightly modified fonllS.
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ILl8 Mattazza (present day)

This reverse game is essentially the same as game 11.6. It may be played by from

three to five players, according to GTB, or from three to six, according to MB; a

few decades ago four was a favourite number, but five is now preferred. The

players cut to detennine the first dealer; Lhereafter the deal passes to the right.

The dealer gives ten cards LO each player in two rounds of five at a time. The

dealer takes no extra cards and there is no discard and no declarations before play.

Each player plays for himself, and in each hand there is a loser, or perhaps more

than one, rather than a winner. Provided that each player wins at least one trick,

the loser is the player who, 31 the end of the hand, has the mOSI card points.

These points include those for cricche and sequences among the cards he has won

in tricks and 6 points for winning the last trick (this is explicitly stated by GTS;

MB is ambiguous about whether there is a score for the last trick or for

combinations of cards taken in tricks by the end of the hand). If two or more

players make an equal number of points, greater than those made by allY other

player, they are all losers. II: however, any player or players make no points at

all, or, what amounts to the same, lake no tricks, he or they are the losers; the

player making the most points is then not a loser. Each loser acquires an adverse

mark at the end of the hand. When there arc four players, this is shown by

drawing a cross, each aml of which represents one of the players, and then

making <l small cross line (tacca) across the corresponding ann for each adverse

mark scored by any of the players. The cards are counted in sets equal in number

to the players, in the standard way: a set containing no counting card is worth 1

point, one containing just one counting card is worth the value of that card, one

comaining two counting cards is worth I less than the sum of their values, one

COntaining three counting cards 2 less, and so on. When there are fewer than 5

players, the rubber ends when either two players have each scored 3 or more

adver.;e marks, or one player has scored 6 (according to MB) or 5 (according to

GTB); in the fomlcr case, GTB lays down that the two each pay I game point
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(posta) to each of the rest, while in the Ialler, the player with 5 adverse marks

pays 3 game points to each of the rest on his own. According to GTB, when there

are five players the rubber ends when IWO players have 2 adverse marks or one

has 4; in this case the players with 2 adverse marks each pay I game point to each

adversary, while a player with 4 adverse marks pays 4 game points. According to

MH. when there are more than four players, the rubber ends when three have 2

adverse marks or one has 4. The expression 'Duro' of game 11.6 has now

become 'A duro"; a player with a strong hand may say this on his tum to play at

any time during a hand, thereby inviling any player also with a strong hand to join

him in denying tricks to the other players, in the hope that one of them will make

no tricks. If another player accepts the invitation, he nomlally says nothing; it

becomes evident only in the play. It is allowable. wlten "A duro" has been said.

to lise the signals busso, Siri.rda and vola. The player who held the Mano can at

the end of the hand give in exchange for it (0 the player who won the trick to

which it was played a card thai most increases that player's point-total or reduces

his own.

Variants

According to GTB and MB. in some circles the dealer is always the player

who lost the preceding hand; it is not said what happens if two 1051.

Also according lO MB. there is an alternative procedure for senling the

final outcome ortlte rubber. A limit of from 2lo 6 adverse game points is

fixed by agreement. As soon as any player reaches this limit, he drops out

of play. which cominues until only two players are left: those who

dropped out pay lhese two.

MB recognises other conventional expressions than '(Vado) a duro' that

may be used. He gives these as: 'Mel/ere' or 'Farsi delle carle buolle.

asking the next player to lead a high card (trump or King); 'Farsi;

migliorr, asking for the next player's highest trump; 'Tra\'alicare' or

'Alldare in campagna', asking for tlte lead of a low suit card: and 'Fare;1
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PagalOre', asking the player who said 'A duro' to playa high card, so that

the player concerned can throw a high-scoring card on it. (rhis is

principally to test the sincerity of the player who said 'A duro'. since it is

lawful to say that with the intenlion to mislead.) Presumably these

expressions are used in the politc imperative rather than the infinitive.

GTB allows a player who wishes to ally himself with one who has said 'A

duro' to declarc this by saying'10 ci sto'.

OTI3 recognises a variant for 5 players (presumably it could also be used

by 6). In this, the player to tbe dealer's right, who will lead to the first

trick, must first say whether the play is to be alia huolla or alia matta. If

it is alia hllona, play and scoring are as usual, save that if the player to the

dealer's right is a loser, he must pay double. If the play is aI/a matta, a

player who takes no tricks is still a loser; but, if every player takes at least

one trick., the loser is the player with the lowest point-total; as before, if

the player to the dealer's right is a loser, he must pay double. There is no

rule detennining the end of the rubber; but a player with 3 or more

adverse marks must pay double, and one with 5 must not only pay double

bUi must lead to the next hand and pay double if he is a loser in that.

A variant called Mallazza Cemo is played in Medicina. In this, if a player

with a strong hand can make 100 points. he becomes the winner.

There are also some two-handed games still played.

11.19 Millone or Mille (presenl dav)

The players cut to decide the dealer to the first hand, the one cutting the higher

card becoming the first dealer. This two-handed game is almost exactly the same

as the XVIH-century game of Milloni (game 11.5). As in 11.5, the dealer gives

20 cards 10 his opponent and himself, in four rounds of 5 each, and then two

additional cards to himself. Each player lhcn discards ten cards, which count to
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him at the end of the hand. and wilh which he can then ronn combinations, but

cannot be used for play or for declarations during the first Irick. (As usual, Kings

and larocchi may nol be discarded. and other trumps only if it is unavoidable.)

After the discards. the dealer gives 10 morc cards to each player, in two rounds of

five, and then himself discards two more cards; each now has a hand of20 cards.

The dealer's opponent leads to the first trick. Players keep a cumulative score

from hand to hand. The winner of the rubber is the first to claim lruly thai he has

attained 1,000 points; he does this by saying 'FUOTi' ('OuC). thereby bringing play

to an end. A player may say 'FUOti' in the course or play ifhc can claim victory

by having 1,000 points including those for declarations made during the firs!

trick. The dealer has the right to claim victory if he can reach 1,000 points on

combinations before play begins: he may not use for this purpose the two extra

cards he gave himself after the lirst 20 and before the discard. These two cards he

must leave face down until both he and his opponent have had a chance to say

'Fuori', According to MB. he must make the claim, ifat all, befi)re the discards

are made from the first 20 cards dealt to each, declaring combinations from those

20 cards. If he does not do so, he takes the two extra cards into his hand; his

opponent now has the right to claim victory on the basis of combinations in his

own first 20 cards. If he does not do so either. both now discard their 10 cards in

the usual way. the dealer gi yes out 10 more cards to each and discards two cards.

and play proceeds as usual; the hands must now be fully played out, and if. at tbe

end of the hand. both players havc atlained '.000 points. the one with the higher

score wins. GTB appears to lay down. on the contrary, that a claim to victory by

the dealer or his opponent before play begins is to be made after the discards of

10 cards have been elTected; although the dealer may still neither look at nor use

his two extra cards for this purpose: but the text is not entirely clear on the point.
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J1.20 Ccntino {present davi.

This game is the descendant of the XVIII-century game ofCentini (game lUI);

il can nowadays be played only by two players, nOI by four. It is 1I0W played with

a reduced pack of only 42 cards, from which all Ihe numeral cards of the suits

other than the Aces have been omiued. Each player is dealt only five cards. Play

is under the usual rules, and the players keep a running tOlal from hand to hand.

Declarations may be made during the first trick, and the score for them noted; but

at the end of the hand, only Ihal player who has the higher score adds it 10 his

running t01a1. A rubber ends when one player attains 100 points, and thereby

wins the rubber. If the opposing player has attained 50 points, the winner gains I

game point, ifhe has not, the winner gains 2 game points.

11.21 Centocinguanta (presenl day)

This simple two-handed game is played 150 points up, as its name indicates. The

players CUI to detennine the first dealer, who is the one who cuts the higher card.

The dealer gives 15 cards, five at a time, to each, starting wilh his opponent, and

takes two extra cards for himself and discards two under the usual constraints.

The remaining cards are sel aside and are not used in the play. The dealer's

Opponent leads to the first trick. When either player has made 150 points,

inclUding those for combinations of cards, he may say 'Fuori', bringing the rubber

to an end.. If the dealer in any hand can claim 150 points on combinations

included in his 15 cards, nOI including the two extra, which he mUSI leave Face

down, he may say 'Fuon'; ifhc picks Up the two extra cards, his opponent has the

same right 10 say ·Fuon'. The dealer may not say 'Foori' on combinations he can

~ake after he has added the two eXIra cards to his hand, but the hand must be

played 10 the end; if both Ihcn have 150 points or more, thc one with Ihe higher

POint-total wins.
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Variant

Some play 151 or 200 points up, in which case the game is known as

Centocinquantuno or Duecenlo. In Monzuno the game is called

Duecentocinquanta and. as its name implies, is played 250 points up, but

is otherwise the same.

Under the nane "Quindici' _the foregoing game may be played with game

points equal to the number of card poims divided by 10, rounded down if

the remainder is 4 or less and up if il is 5 or more. The winner is the one

who first obtains 15 game points. Some require him to obtain 20 or 21

game points, in which case Ihe game is called Venti or Ventuna.

l3olognese players invented, al an early date, onc of the most fascinating

and skilful ofall fonns of Tarot. and have continued to play it from the XV

century to the XXI. May they long continue to do so.
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Appendix to Chapter II: Other Giuochi

Among phrdSes to be used when one's panner is aboul to lead 10 a trick, IN cites

the following as nol often used or of dubious legality:

Vodi giocQndo or Alinei. mind: Lead a suit that has not yet been played.

Giachi di queUe (Play those): Lead, not the suit thai has just been played, but
the one played a little earlier.

Gioch; sell/pre delle buolle (Keep on playing good ones): Lead coun cards; I
huve the Kings.

Giochi ~'empre delle caffil'e (Keep on playing bad ones): J do not have a single
King; kad numeral cards.

1·le gives the following as used by some, but as to be absolutely prohibited:

La pos~'o sen,ire per dei piccoli (I can help you by means ofJinle ones): I have
the two leading trumps.

Vadi giocondo Ie Sile (Go ahead with playing your own): Lead the lowest card
of a suit sequence you have announced.

/lfi /accia amlare (Make me go): Lead the suit in which 1 am void and can
trump.

Among phrases to be used when playing a card to the table, IN cites also the

following:

Me ne resuIJ/o (Some rcmain to me): J have three more cards of (hc suil being
played, or (when tmmps are heing played) three more trumps.

Particillo: (when the lI'ick is ill trumps) I have four more trumps.

Parte gillsta: (when the trick is in trllmps) I have five more trumps.

Pill della pane: (when the Irick is ill trumps) I have six more trumps.

5/01ldo (I break): (when Ihe trick is ill a plain sui/) I have four more cards of
this suit: (when the Irick is in trumps) I have se\'en more trumps.

Qllomo se lie pliO Q\'ere (How many more oflhese can be had): (when the 'rick
is in trllmps) I have eight more trumps.

Ne giochi sempre di {juesle (Keep on playing these): Lead Ihis suit when you
. gel (he lead.

QUi bulto Ilia (Here J am throwing away): 1have no high card in this suit.

Faccia a me (Do to me) or A me (To me): Do not play your highest card, or
keep back your high trumps; I have a card we need to save.
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IN lists the following phrases as unlawful:

Batto forte (I strike hard): I have the two highest cards of the suit, or (when
trumps are being played) the IWO highest trumps.

Batto fortissimo (I strike very hard); J have the three highest cards of this suit.
or (when trumps are played) the three highest trumps.

htdietro forte (Hard back): I have the two cards immediately below the highest
in this Suil, or in trumps.

Indielro fortissimo (Ve!)' hard back): I have the three cards immediately below
the highest inlhis Suil, or in trumps.

Stricco in Iliellle: (when trumps are played) I have one small trump left.

IN adds a number of phrases which. it says. are much in use during the process of

deciding whether to go a monte, to infoml one's partner what one has in the first

five cards dealt [N objects to the pmctice. and even more to that of actually

showing one's partner one's five cards. The phmses are:

/-10 /0 regala (I have the rule): I have three good trumps. or Iwo good trumps
and a King, the Bagattino or the Matta.

/-10 /a regalinG (I have thc lillIe rule): I havc onc cana do cil/que (King or
larocco) and two small trumps.

Ho Ii hugiardi (I have the liars): I have four trumps.

Ho I'Adia: I have Iwo Kings.

110 due romili (I have two hemlits): 1 have the Kings of Cups and of Coins.
(These two Kings are sho"'n as having beards. and so are called 'hennilS'.)

flo due pellegrini (f have two pilgrims): I have thc Kings of Swords and
l3alons. (These IWO Kings are shO\vn as clean-shaven.)

flo un romilO: I have the King ofCups or of eoins.

lio 1111 pellegrino: I have the King of Swords or of Batons.

110 Ire Irionjetti: I have three low trumps.

/-10 fllIO goccia (I havc a drop): I have onc carta da cinque.

Ho 11/1 triallfo che rifiuta con WI piccolo: 1 have one of the five highest trumps
and one low one.

lIo due Irionji can wla stolle/la: I have two trumps and a Queen.

Verardini cites also the following direClives to a partner aboul to lead:
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Se e il SilO easo bl/flame: I have good trumps but no Kings; if you have Kings,
lead low trumps.

Sarebbe al mio ellSo: I have Kings but poor trumps; lead a plain suit.

Sefo:isero belli: If you have the Mondo or two high trumps, lead your highest
trump.

Sefossero molti: If you have at least seven trumps, lead your highest.

Se 110n se lie serl'e: If you do not have a King or any other good lead, lead your
highest trump.

Se lie ha delle sue: If you have any Kings, lead one.

He further cites the following two informative phrases to be used when your

partner is about to lead:

NOli m; comi: I have poor trumps and no Kings.

II burtllnte 1101/ lIli da!o.widio: I have at least six trumps.

There are many phrases to be used when playing a card. The following are

infonnative:

Allelle una buono: (whell a suit is played) I have a court card, but not the
leading one.

Allclte uI/a huun;lIa: I have the Ace of the suit.

Una ClIlliva: I have just one low card of this suit.

Reslano: I have three more cards of this suit, or three more trumps.

Disfo la mono: I have four more cards of the suit, or four more trumps.

Anche /0 mallo: J have five more cards of the suit, or five more trumps.

Pili della mano: (wlten a :1'1I;1 is played) I have six more cards of this suit.

Resla III parle: (whell (rIImps are played) I have six more trumps.

Pili della parle: J have seven more trumps.

Alolri: I have eight more trumps.

S/ondo: I have nine trumps.

Q,ui sopr,,: I have the trump immediately above the one I am playing.

Qui di sorto: I have the trump immediately below the one I am playing.

Uno: J have just one more trump, not the leading one.

Quasi \'010: J have the leading trump and one or two low ones.
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SanD in 1111 bueo: I have the Luna.

SOIlO ill /In piccolo hueo: I have the 16.

The following further directives may be given (0 one"s panner while one plays a

card:

Se fie lIa delle sue: When you get Ihe lead, lead a King if),ou have one.

SeguiN: Win the Irick if you can and lead the same suit.

Questo eif SilO giuoco: Lead Ihis suit whenever you gel the lead.

Qui l'G/Ina: Lead a low card in this suit 10 force the opponents' trumps.

Do principia: Lead thai suit other than trumps, which was the first 10 be
played.

Vi melf; quello che ha: Play your highest card of this suil.

Qui burtQ do: as before.

Per me flon istia: I have the Matta.

Sarebbe oj mio coso: Play oul your trumps as soon as possible, because all my
cards are winners.

Vi pens; lei or Si faccia del belle: I am unable to make a break in the
opponents" grande: I leave this to you.

TII((o it buollo: Do not play your Mano. but capture this trump, if you are able
to.

Sfon;: Cover the opponent's high trump with a higher one.

Non v 'it rimedio: I have to play this card. but do not want to lose it; save it if
)'ou can.

NOli salvo lIIai lIiellle: Throw a King on this trick you can.

Verso di me: Play the cards you are afraid of losing

Se lie jtl(:cia: Lead Kings and Olher certain winners.

Prendero: If you can. win each trick to which opponents play high.

l..asci fare a questa: Play low.

Badi qui: Keep back the King and court cards of this suit.

Qui l'j bado io: I have good cards in this suit.

Sa ave deve badare: Keep back your court cards In the suit sequence
announced by the opponents.
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.\fai passate: If you have the King of any suit, play it the first time that suit is
played.

Quelfa bUOlla: Play the good card you have laid me that ),ou have.

Quell 'una: Lead the single card ofa suit you have laId me that you have.

Qllelfa emtiva: Lead the low card of a suit which you have told me that you
have.

Quelfa bonilla: Lead the Ace you have told me you have.

NOli se ne e phi giuocalo r1841] or Non se n 'e pHI giuoealo lI919]: Lead that
suit thai has been played only once.

Se e mia 11011 S 'illcomodi or Tenghi coperto: (said when leading a high Irump)
If the opponent does not bealthis card, do not beat it either.

La copra: Win the trick.

QueJlo che sia bene or Quando flon v'e interesse: (said when leading a high
trllmp) Win the trick if the opponent plays one of the four trumps below the
Angelo, or throws any good card, otherwise not.

Elempo di partire: Play the Mondo or other high card of the grande as soon as
you safely can,

Sa dove ha da \'enire: As soon as that suit is led in which I have the leading
card, throw a card you are afmid of losing.

QueJlo che nOllfa per lei: Lead the card you least mind losing.

Finally, Verardini lists a number of phrases he considers unlawful, as follows:

La passo serv;re per dei piccoli: as before,

Va giuacando Ie sue: as before.

Alifaccia andare: as before.

Giuochi scmpre buone: I have all four Kings; lead court cards.

Ballo fane: I have the three leading trumps. (The meaning has changed from
'two' to 'three' since the time when fN was written.)

Baffa fo,.,;ssilllo: I hnve the four leading trumps.

Ba((o illdielro: I ha\'e the two leading trumps,

, In(/;elro forte: 1 have the second and third highest trumps.

La Bugia: I have four small trumps. (This and the following phrases were
probably used 10 guide the dealer in deciding whether to go a mOnic.)

Ho l'Arfia: I have the 16,
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Ho un romito: as before.

1-/0 un pellegrino: liS before.

rre trim'.fi.: I have three good trumps.

Per de; Iriollji: I have 1WO or three of the fOUf cards below the Angelo.

Per deijlichen;: I have several low trumps.

Unflicheflo ed 1//70 sOl/allella: I have a low trump and a Queen.

QUQllrO j/ichert;: I have four low trumps.

Ulla goccia COli WI MOllfo or Ulla cartel/ina con WI trion/a: I have a King and
one of the top five trumps.

Ne 110 di questa roba: I have a large number of small trumps. (This was
presumably used in play.)

Dlle che rijiliiollo: I have two oCthe five highest trumps.

It is surprising that, when so large a number of these phrases had come 10

be permitted, restraint was not cast aside altogether, and partners allowed to give

each Olher what information or instructions they pleased; but there was evidently

always a distinction felt between what was and what was not pemlissible.



CHAPTER 12

Minchiate

The game of Minchiate is played with a very special kind of pack, which differs

from all other fonns of Tarol pack in having forty trump cards. With Ihe Matto

and the usual fifty·six suit cards, Ihis makes 3 pack of nincty·sevcn cards. The

number oflrumps is increased by the addition of twenty new subjects: the missing

cardinal virtue, Prudence, the three theological virtues, Faith, Hope and CharilY,

the four clements, Fire, Air, Earth and Water, and the twelve signs of the Zodiac.

Since the ordinary Tarot pack conlains 21 trumps, it would appear necessary to

add only 19 new ones to obtain 40; the explanation is that in the Minchiatc pack

there are just three cards, numbered II, IJJ and JIll, in the place in the sequence

immediately above the Bagano that is usually occupied by the four Papal and

Imperial ones (Pope, Popess, Emperor and Empress).

It is clear that the Minchiate pack and the game played with it were

invented in Florence. There are many Florentine references to it in the XVI

century. one of the earliest being in the dialogue by Pietro Aretina (1492-1556)

called Le Carle Par/ami, first published in 1543 1 and also known as Pan 3 of his

,
The date or this work, as comaining one or the earliest rererences 10 Ihe Minchiate or Germini

pack. is or some importance. S.R. Kaplan, on p. 28 or nlli! Encyclopedia of Tarot (New Yo""
1978), after sa} ing thai Aretina wrote lhe third pan or his Rogiollamenl; in about 1540, adds mat
'TIte supplement dealing with cards - Le:s Cortes Parfallle:s - \\'11S not actually published until
1589', and ciles in his bibliography (p. ]49) an edition (in ltalian, not French) published in
London in thai year. a copy or which is in his own collection. There is no earlier edition in Ihe
Bodleian Library, the Brilish Library or the Bibliolheque Nationale; but the date, 154], cited here
for the first publication of this dialogue of Aretino ;s that given by the Di:iollario lelltrar;o
BOII/pial/i, Opere, vol. II, Milan, 1947. .s. v. Dialogo delle Carte Pur/ami. For confimtation of the
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Ragionamenli. of which the first IwO parts arc highly pornographic. Two slightly

earlier mentions have been discovered by Franco Pratesi2
; one, dated by him at

around 1538, appears in the story Sopra un caso accaduto ;n Praia by Agnolo

Fircnzuola (1493- J543); another, from the decade 1530-1540, is in the Capi/olo

in lodo delle zanzare by the painter Angelo Bronzino (1503-1572). In these early

references, neither the pack nor lhe game is yel called Minchiatc, both arc known

instead as Gennini. The cards are also the subject of an anonymous poem

Germin; sopra Quarallla Merirrice della ciUo di Fiorenza, published in Florence

in 1553. in which each of the forty trumps is associated with a named Florentine

courtesan. The name "Gemlini" is obviously a corruption of Latin Gemi/li (the

Twins), the subject of trump XXXV in the Minchiate pack, the highest of those

showing signs of the Zodiac (and the highest numbered card). The alternative

name '"Minchiate" for the game had been introduced by the end of the XVI

century: in Tuscan legislation specifying the tax stamps to be used. the cards are

referred to as Gennini from 1636101682, but Minchiate from 1696 to 1780.3

The word "Minchiate" doubtless has a connection with Ihe verb sminchiare as

used until the XIX century by Tarocchino players in Bologna 10 mean 'to playa

high trump'. The latter word was also occasionally used in this sense by

Minchiale players4
, and the word "sminchiare" also appears in association with

the game of Tarocchi in the commentary accompanying the poem Capitolo del

Gioco della Primiera, by the Florentine poet Francesco Berni. published in 1526.

date. see A. Milano, 'Two sheClS of "Padovano" playing cards', The Playing Card, Vol. XIV.
1986. p. 62.

2 F. Pralesi, -ilalian Cards: New Discoveries'. Tire PfayiNg Card, Vol XVI, No.3. 1988. pp. 78
83.

J A. Milano. 'Financial It'gislalion on Tuscan Playing.cards ..... The Playing Card. Vol X, No. j.

1982, pp. 102·106.

• For an example, see Regole Genuali del Giu()C() delle Millclriale, Florence. 178 [ (and laler

edilions), ch. XIII. p. 28.
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11 seems reasonable to date the invention of the Minchiate pack and the

game played with it, both originally known as Germini, to the early XVI century,

perhaps around 1530, since Berni's commentary refers to the game of Tarocchi,

presumably played with 78 cards, but makes no mention of Gennini. However,

some doubt is cast on this dating by three XV-century references to Minchiate

discovered by Franco PratesLS The first is in a letter dated 23 August 1466 from

the Florentine poet Luigi Pulci (1432-1484) to Lorenzo the Magnificent. The

second, of 1471, is a judgement in a case of blasphemy; and the third is a statute

of the city of Florence in 1477 pcmlining "j{ giuocho delle minchiale" as well as

"il gil/oello de triomph/,. It seems probable, however, that these three references,

dating from over 100 years before the first known use of the name Minchiate for

the game with 97 cards and about 60 years before the first clear reference to the

97-card pack, do not relate to the game with the expanded pack, but to some

ancestor of it, presumably played with the 78-card pack. Perhaps the ancestral

game went on being played with 78 cards for some time after the 97-card Gemlini

pack had been invented, its name being transferred to the later game after it, or

the use altogether orthe 78-card pack, had died out in Florence.

When used as the name of the game, the word Minchiate is treated as a

plural feminine noun; but in some pans of Italy it had an obscene meaning, as it

still does today. It cannot have had such a meaning in Florence or Rome (at least

before the XX century), in view of the many books in whose title it figured.

Among regions of Italy where the word did have an obscene cOOllOtation were

Sicily and Liguria, where there were many Sicilian immigrants; hence in Sicily

and Genoa the game was known instead as Gallerini.

In the Minchiate pack, all but the top five trump cards bear Roman

numemls, from I to XXXV, and these trumps are generally referred to by number,

~ F. Pratcsi, 'Italian Cards: New Discoveries', The Playing Card, Vol XlX, No, 1, 1990, pp. 7.17
and 'Dc l'Ulililc! des jurons pour J'histoire du minchiate', L 'As de TrejJe, Vol 52, 1993, pp. 9-10.
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both in literary sources and in descriptions of the game. The first description of

the pack which attempts to identify the subjects of all the trumps is due to

Romain Merlin in his Origine des cortes ajouer (Paris. 1869). Most of Merlin's

identifications are quite obvious. and could not be quarrelled with. The

exceptions are the II, III and 11I1, identified by Merlin as the Grand Duke, the

Western Emperor and the Eastern Emperor respectively. The II of the Minchiate

trumps shows a crowned, sealed and, as was remarked by Sylvia Mann, rather

effeminate figure holding an orb and sceptre. The naming of this card by Merlin

as the Grand Duke is anachronistic, since the Republic of Florence was converted

into the Grand Duchy of Tuscany only in 1569, whereas the Minchiate pack was

certainly in existence by 1543. Comparison of XVII-century Minchiate designs

with those of a late XV-century uncoloured, uncut sheer in the Rosenwald

collection of the National Gallery of Art in Washington, which conlains the 21

(rumps ofa 78-card Tarot pack, strongly sugges(s that the Minchiate" and III are

derived from the Empress (111) and Emperor (1111) of the 78·card pack. The

Minchiate 11I1 is seen to be a secularised version of (he Pope (V). The facl that

the Popess (II) from the 78 card pack was dropped when the 97-card pack was

created is no doubt a tiny indication of the altered spirit of the age. In 1534

Alessandro Famese assumed the Papal tiara as Paul III. the first of the Counter

Refonnation Popes and the convenor in 1545 of the Council of Trent. What

passed without offence in the ribald era of the Renaissance was no longer so

readily acceptable, especially since it was Minchiate that, among the games of the

Tarot family. became preeminently popular in Rome itself and throughou( the

Papal States.

In the following list of the Minchiatc (rumps. Italian names (other than

Bagatto) are given only when they are actually known from some source as

applied to Minchiate cards.
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I Papa uno (Bagauo) XXI Water

II Papa due (the Empress XXII Earth
or 'Grand Duke') XXIII Air

III Papa fre (the Western Emperor) XXIV Libra (the Scales)

IV Papa quanro (Ihe Easlem Emperor) XXV Virgo (the Virgin)

V Papa cinque (Love) XXVI Scorpio (the Scorpion)

VI Temperance XXVII Aries (the Ram)

VII Fortitude XXVlll Capricomus

VIII Juslice (Capricom or the Goal)

IX Wheel or Fortune XXIX Sagittarius (the Archer),

X Chariot also called Chiron

XI II Gobbo (Ihe Hunchback) XXX Cancer (Ihe Crab)

or if Tempo (Time) XXXI Pisces (lhe Fishes)

XII rImpiccufO (the Hanged Man) XXXII Aquarius

XIII Death (the Water-Carrier)

XIV if Dial'Olo or il Demonio (the Devil) XXXlll Leo (the Lion)

XV fa Coso del D;ul'olo XXXIV Taurus (the Bull)

(the House orlhe Devil) XXXV Gemini (the Twins)

XVI Hope (XXXVO fa Sfella (the Star)

XVII Prudence (XXXVII) fa LWIa (the Moon)

XVIII Faith (XXXVIII) if Sole (the Sun)

XIX Charity (XXXIX) il Mondo (the World)

XX Fire (XL) Ie Trombe (the Trumpets)

All Ihe trumps from I to XXXV bear Roman numerals; on those peculiar to Ihe

Minchiate pack, from XVI to XXXV, these numerals are on scrolls at the lOp of

each card, bUI on those from I to XV they are in the body of the card. This

suggests that the original standard pallem for the Minchiatc pack was simply

adapted from the existing Florentine pattem for the 78·card Tarot pack by the

insertion of the twenty new trump cards and the addition of the numeral I to the

lo....~est trump, which must have lacked a number in the 78-card pack, as in the

Tarocco bolognese. The top five trumps are called collectively Arie; these cards

arc unnumbered, but they are sometimes referred to by number given in brackets

in the above table. both in literary references and in descriptions of the game.
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The TrOll/be is the Angelo of other packs, and shows an angel blowing a double

trumpet and hovering over a city; it usually bear.; the inscription 'FAMA VOLA'.

The lap eight trumps, from the TrOll/be down to Ihe XXXlll (Leo) all have red

backgrounds, and are known collectively as rOSS; (red cards). Trumps Ito V

inclusive are collectively known as Pap; (Popes), even though they include no

Pope, the original Pope card having been transfonned into an Emperor (111I).

This recalls the use of the same tenn for the Papal and Imperial cards of the

Tarocchino pack before 1725: it is quite likely that the term Papi was in more

general use and was transferred to the Minchiate trumps, though it seems not to

have been used before the XVII century. Trump I is obviously the Bagano of

other packs, but is never so called, being knovm simply as rUno. if Papa uno or.

occasionally, if Papino.

What was almost certainly the original standard pattern for the Minchiate

pack lasted until the 1890s. with hardly any change; several XVIl·century

examples survive. A second paltern was introduced in the middle of lhe XVIII

century; it did not achieve the same popularity as its older rival, but survived it by

a few decades. In both pauems. there are several peculiarities in lhe design of the

suit cards. Although by the XVI century the use of straight Swords had become

very rare on Italian cards. the Swords of the Minchiatc pack are straight. In lhe

suits of Cups and Coins, though not in Swords and Batons, the lowest court eard

is female and is called Familia or Fomiglia. But since the Batons are of the usual

sl1100th Italian type and the Aces have no dragons on them, it would be ,vholly

misleading to say that the Minchiate pack employed the Portuguese version of the

Latin suit-system. All the Kings and the Queens of Swords and Batons are

seated, while Ihe Queens of Cups and Coins stand. But the most remarkable

feature of the court cards is the representation of the Cavalli. In Swords and

Batons the usual mounted knights have become centaurs; in Cups and Coins they
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have lost even this much of an equestrian character, and are half-human monsters,

in Cups half-dragon, in Coins half· lion.

A comparison of the order of Minchiate lrumps I to XV and the five ade

with Ihat of the lrumps of the Bolognese pack shows the strong similarity

between them. The three Virtues have been placed immediately above Love

instead of one place higher, the positions of Fortitude and Justice exchanged, and

the Chariot placed above the Wheel; but the salient features remain the same.

This strongly suggests that the game of Tarot reached Florence from Bologna.

This is confinned by the Fallline in Ille suits of Cups and Coins, also a feature of

Bolognese packs, bOlh regular and Tarot. BUI it was already established in

Florence by 1450, when the game of Trionfo (as Tarot was called in the XV

celltul)') occurs in a list of pennined games issued by the Commune of Florence.6

The sheet in the Rosenwald collection, mentioned above, of which there is

another example, vel)' badly damaged, in the Spielkarten Museum in Leinfelden,

represents a somewhat earlier version of the Tarot trumps than that on which the

first standard pattern for Minchiate must have been based. Moreover, there are

certain doubts about their order. On the bollom row, from left to right, are the

Queens of Cups, Swords and Coins, followed by the Bagatto, Popess, Empress,

Emperor and Pope, numbered I to V (so here the Bagatto is numbered). On the

top row, from left to right, are Death, the Devil, the Tower (or House of the

Devil), Star, Moon, Sun, World and Angel, all unnumbered. The middle row has

Love (numbered VI), Temperance (VII), Justice (V[If), Fortitude (VillI), the

• SCI! Ihe articles ciled in footnole 5. Similar edicts were issued in 1463 and 1477. The name of
the game is usually given in the plural, as Trionfi; this has prompled Thierry Depaulis 10 Ihink that
th~ game referred to in Ihe Florentine edict of 1450 is not Tarot bUI a game with trumps played
With the ordinary pack, perhaps invcmed in Florence. There surely was such a game, probably
anCestral to the French game of Triomphe, recorded as early as 1489; bUl allhough 1450 is a
SU.rprisingly early date for Tarot lO have reached Florence, it is an evcn earlier datc for a game
\Yuh trumps, adapted from Tarot, to have existed. We may therdore agree with Pratesi against
Depaulis that Tarot was indeed being referred to. Depaulis thinks lhat Minchialc. as referred to in
lhe XV-celllury sources, was the name used in XV-century Florence for the game of Tarot in
general; he therefore allows lha! that game was knovm in Florence by 1466.
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Chariot (X), the Old Mnn ("" the Hermit, numbered XII), the Hanged Man

(definitely unnumbered) and the Wheel. Unfortunately. in both the Rosenwald

and Leinfeldcn copies, the Wheel is 100 defective to tell whether it bore a numeral

or not; if we suppose that it was numbered XI and was out of sequence on Ihe

sheet, we obtain an order exaclly corresponding to thai of the Tarocco bolognese,

save that the three Virtues are placed below the Chariot instead of above it.

In the Rosenwald collection, this sheet is accompanied by two others

showing. between them, all the suit cards other than Queens and lOs. Giuliana

Algeri has expressed the vicw that the designs are not by the same hand as those

afme sheet with Queens and trumps:} but, as she says, this does not rule out that

all three were used to make a Tarot pack. While Florence continued to use cards

with Italian suits for the regular pack, it must have been the case there as

elsewhere that the designs used for the regular pack were also used in the Tarot

pack. To make up a regular 52~card pack from the two sheets with suit cards, a

sheet with (repetitions 01) the four lOs would have been needed; to make up a

Tarot pack from all three sheets, a sheet with (repetitions of) the four lOs. the

Queen of Batons and the Fool. The Cavalli on the Rosenwald sheet are all

centaurs; and the Ace of Coins has a hare above the Coin and a hound below it. as

on this card in Bolognese packs up to the XVIII century.s The Swords are.

however, curved. Florence \vas the first Italian domain to go over to the use of

the French suit·system for the regular pack, which it had done by the middle of

the XVI century.9 Thereafter, Florence naturally became an exception to the

J See the catalogue I Torocchi, Ferrara, 1987, p. 88, no. 17.

, See the illustration or this card in R. Eninghausen, 'Further Comments on Mamluk Playing
Cards' in Go/heri"gs i" H(}fI()I' ofDorOlhy £. Miller. ed. U. E. McCracken et 01., Baltimore, 1974.
fig. I, p. 72.

9 See A. Milano, 'Two sheets or "Padovano" playing cards', The Playing Card, Vol. XIV. 1986,
pp. 61-7. Milano dales these sheets or French-suiled cards to between 1550 :md I580. Pado\'~no

was a ramous cardmaker who figures as a character in Aretino'S Le Carle par/allli; Milano Cll~

5e\'eral leners ",Titlen by Aretino to Padovano between 1541 and 1553 and addressed 10 him '"
Florenc;e.
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general rule, exemplified in Bologna, Milan and Rome, that in Italy the same

designs were used for the regular pack and for the cards of the four SUilS, other

than the Queens, in the Tarot pack.

In 1995 Mr. Han Janssen discovered in a small private museum in Assisi a

pack - not just uncut sheets - of cards closely similar to the two Rosenwald

sheets of suit cards. IO This pack is now in the private collection of Signor

Giuliano Crippa in Milan. The designs correspond very exactly to those of the

Rosenwald sheets, although small details show that they were not printed from

the same wood blocks. This confirms the assumption that we have here the

Florentine standard pattern of the time. Puzzlingly, the pack, otherwise complete,

corresponds to the Rosenwald sheeLS to the extent of lacking lOs. The absence of

lOs from uncut sheets of24 cards each has no significance: as noted in footnote 4

to Chapter 10, a Ferrarese sheet consisting solely of lOs shows a natural solution

to the problem. Nevenheless a pack of separate cards without lOs gives rise to

perplexity. The only reference known to a pack without lOs being used in Italy

comes from the Diario ferrarese, running from 1471 to 1494, of the nolary and

chronicler Ugo Caleffini, in which he speaks of Lhe game of Ronfa as of

Neapolitan origin and as played in Ferrara in about 1475 wiLh a pack having

twelve cards in each suit, that is, without 10S;1I presumably lhis is due to Spanish

inOuence. With this exception, Italian cardmakers and players do not appear to

have taken greatly to using 48-card packs, unlike their counterparts in Spain and

" ,Sec The PluYlng.Ca,d WOI'ld. no. 79, February 1995.

" Ed' ,lied by Gmseppe Pardi, Deputazione di Sloria Patria pe, "Emilia e 10 Romagna. Serie
Monumenti, Vol. I. 1938, Ferrara; see pp. 95-6. Caleffini's words are: ..... se uxa dodice pcr

. cadauna sone: cio~ 1,2,3,4,5,6,7,8,9, poi it soto, poi uno cavalo, poi 10 Re." Thc teml soro,
rather than/ame, indicates a Spanish origin for the game. On the other hand, Sperone Speroni
(1500-1588), in his brief T,attO/elfo del Gioco (see his Opere, Vol. V. Venice J 740, pp. 441-2)
mentions Trappola. as being played with a pack omining the 3, 4, 5 and 6 of each suit and
Primiera. as being played with one omining the 2, 3 and 4 ofeach suil, and then says vaguel; mal
r~ SOme other games Olher cards are omiued, but says nothing about an)' games with 48 cards,
Without the lOs.
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Gcnnany. Nevertheless, Caleffini"s testimony suffices to make it probable that

the pack from Assisi was in origin one of only 48 cards. This is confinned by a

pack of 48 cards, evidently complete but lacking lOs. of the same pattern as the

Rosenwald/Assis! cards, but wilh similar but by no means identical designs. in

the collection of Signor Francesco AlIcgri of Parma.

Unlike the parent game played with the 78-card pack, which suffered a

decline in the later XVII century, Minehiate appears 10 have enjoyed a steady

popularity that reached its zenith in the XVIII cemury. It figures in La Sfinge, a

collet:tion of riddles in verse b)' the Florentine poet Antonio Malatcsti (1610

1672) of which parts I and 2 were published in 1640 and 1643; the third section

oCtile posthumous Part 3, published in 1683, was 'Quadernari delle Minclliare '. a

set of sixty-six quatrains each devoted to one of the principal cards of the

Minchiale pack. Malatcsti's friend. the Florentine painter and poet Lorenzo Lippi

(1606-1665), composed a long poem, II Malmami/e Racqllistato, of which two

stanzas (61 and 62 of the 8th canto) related to Minchiale. The first edition of this

poem appeared posthumously in 1676, under the anagrammatic pseudonym

Perlone Zipali, with a commentary by his friend Paolo Minucci. using the

pseudonym Puccio Lamoni: this commentary contains the first detailed

description of the game of Minchiate. Minucci's notes were expanded by

Biscioni, with further remarks on Minchiate games. for a new edition of 1731.

These poems not only give useful detailed information, but also serve 10 shoW

that, at least in Florence, the game continued to be well known throughout the

XVII century. Minucci remarks that although it is well known in Tuscany.

elsewhere it is not much played. or at any rate is played under different rules: he

specifically mentions Liguria as a region in which it is played differently. under

the name Gallerini.

There were many XVIII-century accounts of the game. The (irst. after

Minucci, was Luigi Bernardi's Regole Generali del nobilissimo gioco dellt
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Minchiale, published in Rome in 1728 and reissued there in 1742 and 1773. F.S.

Brunetti's Giuochi delle Millchiale, Ombre, Scacch; ed alrd d'ingegno, in which

the rules of the games are interlarded with some tiresome allegorical matter, was

also published in Rome, in 1747, An anonymous account in lerza rima,!l Cilloco

delle Mil/chiate: Capirolo, appeared in Leghom in 1752, and was republished in

Florence in 1827. Minchiate was included in Raffaelle Bisteghi's card-game

book, II Cilloco Pratico, which also contained the first printed account of

Tarocchino, published in Bologna in 1753 and reissued there in 1754, J760,

1774,1785 and 1820, and in Milan in 1819. The first account to be published in

Florence was another anonymous one in lena rima, the Regole Generali delle

Minchiare of 1777; this was followed in 1781 by the prose account Regole

Generali del Cilloca delle Minchiale (ROOM), reprinted in 1790, 1807, 1820

(with a substantial addition) and 1852, It is evident that the game was highly

regarded throughout the XVIII century, not only on Florence but also in Rome J2
,

and it maintained its status into the early XIX centllly13. The latest work to deal

with Minchiate was the Precelli al Ciuocatore in COlll'eI'saz;one (Milan, 1868);

but as this borrowed heavily from !l GillocO Prarico, it cannot be considered good

evidence that the game still nourished at that date.

11 In lettre XLV, wrinen in 1739-40, of the f.ellre~· d'ilalie du Presidl!/11 de Brosses (ed, F.
D'Agay, Paris, vol. II, [986), Charles de Brosses devoted more than two pages to the game of
Minchiate as played at Rome, which he much admired and which he sketchily described. He
believed it 10 have been invented in Siena by Michcl:mgelo, and, on the basis of a supposed
resemblance of the figure on trump IV to Innocent X, thought it could have been introduced into
Rome only in the reign of that Pop<: (1644-1655). Joseph Barel1i, in his Accoul/t of/he Mal/ners
~I/d CUstoms ofItaly (London, 1768), speaks of both Tarocco and Minchiate, the former as played
In Piedmont and Lombardy, the laner 'all over Tuscany and the Pope's dominions' (vol. 11, ch,
33, pp. 219.21), In de La Lande's Voyage d'ull Frallfois ell Italie/ait dalls les al/llftes 1765 er
1766 (Venice, t769), a travel-book in eight volumes, Minchiate is spoken of at length (vol. V, pp.
[57-60) as a game much played in Italy: 'toul Ie mOl/de I'aime aRome' ('everybody in Rome is
fOnd of it').

"ROben Smith testified in a letter to the Society of Antiquaries of November 1803 (published in
~:chaeologia. vol. xv, 1806, pp. 140·4) that it was held in high esteem among Ihe fashionable
Clr:c~es in Tuscany. Smith presented the Society with a Minchiatc pack and a copy of the 1781
editIOn of RGGM which are still to be seen at the Society's rooms in Burlington House.
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Tarocchino and Minchiate are alike in their histories in that both games.

probably invented at abOUl the same time, retained their popularity though the

XVII ccnlury, a time when the 78-eard game was fading from general esteem. and

survived intact 10 participate in the widespread enthusiasm for Tarot games in the

XVIII century. Their histories dirrer in that, while Tarocchino remained confined

to the region of its origin and still nourishes there, Minchiate became known in

many parts of haly, but has unfortunately not survived. We know from the notes

on games by the great compiler of facts about Sicilian society, the marchese di

Villabianca (1720-1802), thai the game was introduced from Rome into Sicily in

1663, and there known under the name Gallerini ('Minchiate' having for Sicilians

an offensive sound); and that it was played in Sicily in a somewhat different

manner from {hal followed in Florence and Rome. AI around the same lime there

was considerable immigration to Genoa from southern Italy and Sicily. and the

use there of the name 'Gallerini' indicates that it was probably by this route rather

than directly from Florence that the game was brought to Genoa, and there played

in the Sicilian rather than the Florentine manner. It died out in Sicily in the

course of the XVIII century, but it is in Genoa that it seems to have survived

longest. In Florence, its decline must have begun in the second half of the XJX

century: though packs were still being made there in the 1890s, the game was

probably extinct soon after the end of that century; in Rome. no doubl

considerably earlier. The card-making finn of Solesio, in Genoa. on the other

hand, was still producing Minchiate packs using the laler standard panem. in the

1920s and 30s; in 1978 Stanley Gibbons sold a Solesio pack with an Italian taX

stamp dated 1929. and in the 1930s Mr Martin Drayson of New York imported

some Solcsio packs for sale to playing-card collectors. We should probably dale

the final demise of the game. in its Ligurian fonn. at around 1935.

According to Minucci, the game was played in Liguria In a manner

differing considerably from that prevalent in Florence, which suppports our
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hypothesis that il was there played in the Sicilian mode. Unfortunately, all the

accounts we have come either from Tuscany or from Rome, with the exception of

11 Giuoco Pralico, which was plainly describing the Florentine/Roman fonn;

there is no hint that the marmer of play differed between Rome and Florence. We

have no direci indication how the game was played in Genoa; but Villabianca's

notes give hints about the Sicilian manner of play, both of it and of ordinary

Tarot, sometimes known in Sicily as 'piccoli Gallerini' .14 One imeresting

curiosity is the existence of Genoese packs with 98 cards. The extra card looks

like an additional high trump: it is unnumbered, has a red background like the

five Arie, and dcpicts a naked female figure in a running posture, with her fOOl on

the arc of a wheel. It and she are enclosed within a circle, which is supported by

two male figures rising from the ground. We know of two examples of this 98

card pack: one, made by Solesio and bearing a tax stamp used between 1896 and

1913, is in the collection of Mr David Temperley; the other, made in Genoa in the

second quarter of the XIX century, is in the Spielkarten Museum al Leinfelden.

Other Genoese packs, including the later Solesio packs, have only the usual 97

cards. However, there is an interesting correlation with a remark of Villabianca

on the Sicilian game of Gallerini: he gives no details of the rules but asserts thai

the pack consists of 98 cards, including 42 trumps. If the Malfo is counted as a

lrump, this could be a description of the same type of pack as the two Genoese

examples described above, in which case it seems Ihat some variation of the game

using 98 cards was played both in Sicily and in Genoa. Unfortunately, we have

no infonnation about how this variation might have been played. Since it is

unlikely that there is anyone still living who remembers it, this may for ever be a

g~p in our knowledge of the history of Tarot games.

Not only did Minchiate spread from Florence to other parts of Italy, to

Rome and the Papal States, to Sicily and to Liguria: it also became known abroad.

" These will be indicated in Chapter 13.
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In France, Nicholas de Poilly produced a Minchiate pack with highly non_

standard designs in 1730. and in 1775 an instruction booklet Regles du Jeu des

Minquiatles was printed. Al least two descriptions oCthe game were published in

German. One such was included in the second edition of Die KUllst, die Wei,

erlaubr mitZllllehmen in den \'erschiedenell Arlen der Spie/e (Nuremberg, 1769);

Ihis was a translation of that given in II Gil/oco Prot;eo. A separate account,

which appears to be independent, was published in Dresden in 1798 under the

title Regeill des Minclrioflo-Spiels (RMS); Ihis is a very careful description, more

explicit than any of the Italian ones and painstaking in its reproduction of the

Italian terminology, which, however, it sometimes misspells. It is unlikely.

though, thaI the vogue for Minchiate outside Italy was ever vel)' widespread.

The game of Minchiatc is generically similar to that of Tarocchino. In

both cases, the principal fonn is a four·handed game with fixed partnerships. In

Minchiate, as in Tarocchino, there are scores for special combinations of cards.

both when held in the hand of one player and declared at the beginning of play.

and also when contained among the cards won in tricks by a pair of partners; and.

as in Tarocchino, these scores swamp the points for individual cards won in

tricks. Both games have a bonus for winning the last trick; and neither has any

idea of a special bonus for winning it with the (rump I. In dctail, however. the

two games are vel)' different. Not only are the scoring combinations wholly

dissimilar, but the selection of counting cards in Minchiate differs mdically from

that in any other Tarot game: exactly half of the forty trumps are counting cards.

while, of the court cards, only the Kings retain their poim·valucs. The various

printed descriptions of the game agree extremely closely. so thaL while we can

probably not recover in detail the distinct mode of play observed in Liguria. we

have a very clear idea how it was played in Florence and Rome from. say. 1675

onwards.
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Termillology

Trumps are called tarocchi. Counting cards are called carte di conto, and trumps

which are counling cards tarocchi nobili. Trumps which are not counting cards

are called tarocchi ignobili, and empty suit cards are called cartiglie or cartaccie.

The Fool is called il Matta: the three highest court cards in each suit are calJed

Re, Regina and Camllo; the lowest court card in Swords and Batons is called

Faille and in Cups and Coins Famina or Fantiglia. As already mentioned, the

lOp five trumps are called Arie and the lowest five trumps, from I to V, are called

Papi. IS The XXXI to XXXV are called soprmrenli; likewise the XXI to XXIX

are sometimes called sopraVef/fi and the XI to XIX sottovel11i, The trumps from

XXXIII upwards, particularly the XXXIJI, XXXIV and XXXV, are called rossi,

from their red backgrounds. MalUiesti gives the name salamal1dre for the XVI to

XIX (the four additional virtues), while RMS says that they are called preghe (in

the Germini sopra Quaranta Merilrice, they are assigned to four procuresses or

mffialle); but these cards have no special significance in the game. The special

scoring combinations of cards are called \'ersicole, venicole or verzigofe; the

stock of undealt cards is called fa Fofa or la Falla. Other special teons will be

mentioned as they become relevant

Rank alld "allies ofthe cards

The highest trumps are the five Arie, which are, in descending order, the Trombe,

Mondo, Sofe, LIIlla, and Siella. Below them come the numbered trumps in

sequence down from the XXXV to the Uno (I). The MallO has no trick-taking

power and serves as Excuse. In the suits, the cards rank in their original order.

The counting cards are the four Kings, the Maflo, the five Papi from I to V, the X,

" Trumps VI to IX or even Xli are also sometimes called Papi, Papelli or larocchini, but these
usages arc rare, unnecessary and confusing.
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the XlII, the XX, the XXVIII and the eleven highest trumps from the XXX to the

Trombe inclusive. Their values are as follows:

The Arie: Trombe, Mondo, Sole, Lllna, Stella
Trumps from XXXV to XXX inclusive
Trumps XXVIII, XX, XIII and X
The Papi from V 10 II inclusive
The Uno (I)
The A'fatto
The Kings

10 points each
5 points each
5 POilUS each
3 points each
5 points
5 points
5 points each

Thus the couming cards are worth 5 points each \\ith the exception of the Arie

(10 points) and the Papi from II to V (3 points). In addition. there arc 10 points

for winning the lasl trick.

Deal alld discard

There are four players, in fixed partnerships of two each, partners facing each

other across the table. Four hands constitute a giraro (round), in the course of

which each player deals once, and it is usual to playa girolle, which is a set of

three girale, one with each possible combination of partners, Deal and play are

counter--clockwise. Twenty-one cards are dealt to each player, leaving in

principle a stock of thirteen undealt cards, which is cal led the Fola, However, the

deal incorporates a process by which the dealer and the opponent to his left

extract any counting cards from the 1'010, discarding empty cards in their place.

This ensures that all the counting cards are in play,

After having shuffled the pack, the dealer presents it to the player on his

left to cut. RMS says that, before he does so, the dealer looks at the bottom of the

pack, and, if the bottom card is a counting card. removes it to the middle of the

pack, and repeats this operation until the bottom card is an empty card. No Italian

source mentions this detail, which is designed to prevent the player who cuts

doing so in such a way as to ensure that his partner gets the bottom card when it is

a good one.

The player on the dealer's left lifts a section of the pack from the top in

the usual way (he must leave aI least three cards): but, instead of placing this tOP
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section face down on the table, he lurns il over so as to expose its boUom carel. If

this card is a counting card. or any sopra\'enli (trump higher than the XX) even if

nol a counting card. he takes it and lays it face up in front of him. If the next card

is a counting card or a sopral'emi, he takes it in the same way, and continues to

take cards until he reaches one thaI is neither a counting card nor a sopravemi.

RMS requires him to stop when he has laken thineen cards (if he should be so

lucky). even if the next card is a counting card or a sopravemi; RGGM. on the

alher hand. says expressly Ihat he should not stop. bUI should continue until he

reaches an empty card. To take counting cards and soprw'emi from the pack in

this way is called to rob (rubare) the pack. The opponents of the dealer

immediately score the values in points of all the counting cards which the player

on Ihe dealer's left robs.

The player on the dealer's left now pUIS the remainder of the top section

of the pack face down on the table; the dealer places the bonom section on top of

it. and deals a balch of ten cards to each player, beginning with the player on his

right. He then deals a batch of eleven cards to each player, in each case exposing

lhe eleventh card. If the card thus exposed is a counting card, the side concerned

immediately scores its value.

The dealer counts the stock of undealt cards. which is known as the Fo/a,

10 make sure he has dealt correclly: it should consist of thirteen cards less any that

have been robbed by the player to his left. The dealer now robs the pack in his

tum. He lums up the top card of the Fo/a: if it is a counting card or a sopruvemi

he takes it, placing il face up on the table in front of him. In this case, he then

lurns up the next card of the Fo/a. and, if it is a counting card or a soprawwli,

takes it in the same way, continuing unlil he reaches a card thaI is neither a

. Counting card nor a sopravellfi. The dealer's side scores the value of any

COunting card robbed by the dealer in this way. (It is imponant that the dealer

should rob cards from the lOp of the Fo/a, ralher than exposing the bollom card,

Which will necessarily be an empty card.) The dealer now looks through the
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remaining cards of the Fola, and if there are any counting cards there, he extraCts

them and lays them face up on the table in fronl of him. They belong to the

dealer, but his side does not score any JXlints for them. Bernardi explicitly states

that the dealer must also extract the XXIX from the Fola if it is present, since

although il is not a counting card. it can be used in a \'ersicola (see below). He

mentions with disapproval an alternative rule whereby the dealer only extracts the

XXIX if it can be used immediately to Conn a versicola in the dealer's hand. To

extract counting cards from the Fola in this way is called pigliare; note that.

unlike the case of robbing the pack, the dealer does not extract sopraventi from

XXI to XXVII from the Fola.

The dealer now hands what rem3tnS of the Fola to his partner. The

partner looks at it, and sorts it into suits: he places the trumps face dO\\>n in a pile

in front of him, but Ihe suit cards, arranged in their differenl suits, face up beside

the trumps; he also announces how many cards ofeach suit there are in the Fola. 16

(He does not announce the number of trumps, but this is deducible by

subtraction.) In the meantime, each player picks up his hand. including the

exposed card, and the dealer and the player on his left. pick up any cards they have

robbed from the pack or extracted from the fola. If the dealer or the player on his

left have robbed or extracted cards, they will now have more than Iwenty-one

cards in hand, and they must each discard face down in front of them as many

l6 RMS stales various cQfwenlions gO\'eming the announcement by me dealer's partner f)( lhe
dealer himself of Ihe numbers of cards in Ihe different suils. The suits conlaining more cards are
mentioned first, e.g. 'Four Cups, three Coins, one Sword, without Batons'. If there are equal
numbers of cards in two or more suits, this is ell:prcssed by 'per sor/e' (of each kind). leaving
those suits unnamed. Thus 'Four Coins. two of each' means 'Four Coins, tWO Swords, twO BatonS,
two Cups'; 'Four Coins, two of each, withoul Batons' means' Four Coins, two Swords, twO Cups,
no Balons'; 'Four of each. two Cups, one Baton' means' Four Swords, four Coins. tWO Cups. onC'
Baton' _Swords and Batons can be referred to collC'clively as tzU/gM (long), and Cups and Coins as
rQ/Qndi (round); RMS gives rOS$l! (rC'd) in place of rOlOl1di, but this is a miSlake. Hence -ThfCC
round, IWO long' means 'Three Cups. three Coins. two Sword~ two Batons'. If Ihere are.
respeclively, one. IWO. three and four cards of me different suits. the suits are gh-en, withoUl
numerals. in ascending order. according to Ihe number of cards in each: thus 'Cups. swords
Coins, Batons' means 'One Cup, IWO Swords, three Coins, four Batons'.
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cards as necessary to reduce their hands to twenty-one cards. They may not

discard counting cards, but may discard any other cards, including trumps.

It will be remembered that, according to RGGM, the player to the dealer's

left may, if he is lucky enough, rob more than thil1een cards. In this case, the

dealer will nOI be able to deal himself a full complement of eleven cards on the

second round of the deal. Inslead, he deals himself all the remaining cards,

exposing the last one, and then waits for the player to his lcrt 10 discard. This

player sets Ihineen discarded cards face dov"ll in fronl of him, and gives Ihe other

cards th3t he discards, which will necessarily be empty cards, to the dealer to

make up his hand.

Both Brunetti and Bernardi remark Ihat it was fonnerly the rule that, if the

dealer was unable either to rob or to extract any cards from the Fola, he had to

pay a penalty of I resta or game point, equivalent 10 60 card points; in lhe

pannership game, his side had to pay the opposing side. However, the rule was

abandoned as being too brutal.

As soon as the dealer and the player to his left have made their discards,

the player to the dealer's right leads to the first trick. The other players do not

immedialely play to the trick, however: there is first a pause for declarations.

Declaratiolls

As soon as the player 10 the dealer's right has led the first card, each player in

tum. beginning with the one on the dealer's righi, announces any of the special

combinations of cards, called versicole, he has in his hand, and shows them to the

other players. There are two kinds of vcrsicole, regular and irregular. A regular

\'crsicola consists of three or more trumps in strict consecutive sequence. Not

every trump can foml pan of a regular versicola, but only the Papi from I to V

and the trumps from the XXVIII up to the Trombe inclusive. There are names for

various kinds of regular versicola, although the distinctions between the different

types in no way afl'ect the rules of the game. A versicola consisting of three or

more Papi is of course called a versicola di Papi; a vcrsicola containing
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numbered cards from the XXVIII up is called a versicolo di lorocchi; one

containing one or more Arie is called a l'ersicola d'Arie; one containing the XXX

is called a "ersicola di trenti; one starting with the XXXI or XXXII a vers;cola di

sopralrenli; and one consisting of the XXXIII, XXXIV and XXXV a versicola di

roSS;. The irregular "ers;cole are as follows:

(a) Uno, Trombe and Mallo (called \-'t!rsicola del MallO)

(b) Uno, XIII and XXVIII (called versicola del rredici);

(c) the X, XX and XXX, or the XX, XXX and Trombe, or the X. XX.

XXX and Trombe (any of which is called a \'ers;cola delle diecine):

(d) any three, or all four. Kings (a versicola dei Regi).

The player who has the Mallo cannot usc il as a wild card, to substitute for a card

missing from a versicola; but he can add it on to every versicola that he has, save,

of course, the versicola del Mcmo, of which it is already an integral part.

With one exception, the value of any \-'t!rs;cola is simply the sum total of

the values of the cards it contains, considered as counting cards, including 5

points for the Mallo if it is annexed to the versicola. Thus a versicola consisting

of the Uno, Papa II and Papa III is worth 11 points, one comprising the X. XX

and XXX 15 points. and one made up of the XXXIV. XXXV, Stella and Luna 30

points. The exception is a versicola containing the XXIX, the only non-counting

card thai can fonn part of a regular l'ersicola; in such a \'ers;cola. the XXIX

counts 5 points, so that for example the XXVlII, XXIX. XXX and XXXI together

count 20 points. Each side records Ihe values of the versicole declared by either

partner (see under scoring).

Bernardi mentions that some players recognise an additional irregular

versicola, consisting of the XIV (the Devil), the XXXV (the Twins) and the

Mondo; this is called the Demo1lio, Mo"do e Carne (the Devil. the World. and the

Flesh, the Twins being taken to represent the Flesh). It is worth 20 points. the

XIV being treated as worth 5 points when included in this versicola. None ofthe
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other sources recognises this vcrsicola and Bernardi clearly does not regard it as

part of the standard partnership game.
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regular versicola

irregular versicola

o 1D-pointcard

o 5-j:Oint card

D 3..point card

variant versicola
,-',
r ) 5 points in versicola only'. -'

The values of the counting cards and the possible versicole are

summarised in the above diagram. For convenience, the trumps are identified by

Arabic numbers, the Kings are shown as 'K' and the Malto as 'M'. A versicola

consists of three or more adjacent cards along a marked line, the lines drawn in

.different styles being considered separate.

It is possible to use a single counting card in several irregular versicole

and one regular versicola at the same time. For example a player who has

rrombe, Mondo, Sole, XXXII, XXXI, XXX, XX, Uno, Mallo, will score 35 for
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the regular versicola Trombe, Mondo, Sole, MaffO, 20 for the XXX!!, XXXI
•

XXX. Marto, 25 for the irregular versicola Trombe. XXX. XX, MOffO, and 20 for

Trombe, Uno, Marro, a total of 100 points, having counted the XXX twice, the

Trombe three times and the Maflo four limes. However. it is not possible to use a

counting card other than the Malia in morc than one regular versicola, so XXXV.

XXXIV, XXXJII, XXXII, XXXI is just one \'ersicola of five cards wonh 25. not

XXXV, XXXIV, XXXIII plus XXXIII. XXXII, XXXI for 30. Consecutive

couming cards that arc eligible to fonn a regular versicola will score as a single

long versicola - they cannot be broken up so as to add the Malta several times.

For example Luna, Stella, XXXV, XXXIV, XXXIII, XXXII, ""'olta is wonhjust

45 points, whilst Luna. Stella, XXXV, XXXIII. XXXII, XXXI, MOffO is wonh

50. since the Motto is added to each separate 3-card sequence.

Complefion of/he Fola

When the declarations are completed, and before play to the first trick is resumed,

the dealer and the player to his left tum over the cards they discarded for the other

players to see, and pass them to the dealer's partner, who announces which cards

each of them has discarded. and then sets the discarded cards. according to their

suils. wilh the cards of the Fola; in this way he reconstitutes a full Fola of

thirteen cards. He again announces how many cards of each of the plain suits

belong to this reconstituted Fola (the number of trumps again follows by

subtraction). Having done this, he passes the Fola to the dealer, who places it

face down beside him. Throughout the play, the dealer may himself look at the

Fola al any lime, and at any player's request must announce again how many

cards of each suit it contains. It is also permitted for any player, at any time. 10

look at the tricks that his side has won.

Play

When the dealer has placed the Fola beside him. play to the first trick is resumed.

and the hands are played out in twenty-one tricks. The usual rules of play apply.
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except Ihat there is a special rule governing the first trick to be played in anyone

of the four plain suits. If the player who holds the King of that suil is not Ihe one

who led 10 the trick. and if, before his tum comes to play, another player has

played a trump 10 thai trick, the holder of the King is bound to play it, regardless

of whether he has another card of that suit or the Mal/o. This role does not apply

when the trick is not the first one to which that suit has been led; nor does it apply

when a trump has not yet been played to the trick, even if the player .....ho has the

King kno.....s that a later player will playa trump.

Whenever one side captures a counting card from the other side, that

counting card is said to 'die' (modre). In each such case, the side winning the

trick immediately scores the value of that counting card as a bonus. This is in

addition to the benefit they will have from counting il among the cards they have

won in tricks at the cnd of tile play.

The MallO serves as Excuse, with exchange, but cannot be played in place

of a King in the special case mentioned above. If the side of the player of the

MallO has not yel won a trick containing an empty card, they may wait and give a

card in exchange at the end of the hand. If at the end of the hand, they have won

only counting cards in their tricks, they must give a counting card of their choice

in exchange for the Mallo and that counting card is regarded as dying, so that the

Opponents score its value as a bonus, and also add it to their tricks. If the side

which had the Mauo makes no tricks at all, then the Maflo itself is surrendered

and dies, giving the bonus 5 points for the death, and allowing the opponents to

add the MarIO to the cards in their tricks, annexing it to every wrsicola. It does

not seem to be envisaged thaI a player will ever lead the Marto to a trick.

RMS mentions a rule otherwise cited only by Brunetti and Bernardi, that a

,player who has no more trumps left in his hand is allowed to 'drop' (cascare) his

cards: he lays them face up on the table, is not pcm1illed to win another trick, and

takes no more part in the play; in each subsequent trick, the player who wins it

takes a suitable card from Ihe exposed hand 10 complete the trick. It is plainly
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inadvisable 10 take advantage of Ihis rule if one has a King or the Malto slill in

one's hand, but when one has no funher chance of winning a trick, it may be

helpful to one's partner thus to let him know how matters stand.

Scoring

There are several possibilities of gaining points before the end of the hand: for a

counting card exposed as the last card dealt to either of the partners; for COunting

cards robbed from the pack; for versicole declared during the first Irick; or for

causing the deaths of the opponents' counting cards (i.e. capturing them). The

amounts scored in any of these ways during the hand are recorded as the amount

by which one side is ahead of the other. So at an)' stage, onc side has a positi"e

score and the other a zero score; points gained b)' the side currentl), behind the

other are subtracted from the score of the leading side. For example. the third

player (left of the dealer) robs the 111, so his side (side A) marks 3 points. The

first player's exposed card in the deal is the XIII, so side A changes its running

total to 8 points. Now the dealer robs the XX, so side A reduces its total to 3

points again. The third player declares a versicola of the I, II and UJ (II points).

and side A's score is raised to 14 points; but the dealer declares the XX, XXX

and Trombe (20 points), so side A's score is deleted and side B scores 6 points.

In the play, side A captures the XXVIII. reducing side B's score to I point: later.

side A captures the Llilla, wiping oul side B's score and marking 9 points.

At the end of the pia)', each side reckons up its point-total, of which there

are five possible constituents. First there are the points already gained by one of

the two sides during the hand. as just explained. Secondly, there are 10 points for

the side winning the last trick. Thirdly, the side that has won more than 42 cards

altogether in the tricks scores as many points as it has cards in excess of 42 (42

being half of the total number ofcards in play). Founhly. each side scores points

for all the couming cards it has won in tricks. according to their poinH'alues: the

counting cards are counted separately. and do not have to be accompanied by
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empty cards. 17 Finally, each side scores for each versicola contained in the cards

it has \Von in tricks; the side that has the Maffa adds it to every versicala (save, of

course, the l'ersicola del Maflo).

The winning side is obviously that with the higher point-lotal, and

payment is made in accordance with the difference between the totals of the

winning and losing sides. Payment is made in game points called resti, one resto

for every 60 points or par1 of6O points: thus if the difference is between I and 60

points inclusive, I resta is paid, if between 61 and 120 poims inclusive, 2 resti

are paid. and SO on.

If, however, at any stage during the play of the hand onc side attains a

score of 60 points or more, thc olher side immediately pays them I resto, and the

60 poinls are deducted from their score and, as having already been paid for, do

not go towards their final poinHotal. This may be to their disadvanlage.

Suppose for example that side A, having robbed several counting cards and

declared several versicole, attains a score of 63 points during the course of the

hand. Side B pays I resta to side A, and side A's score is reduced to 3 points.

Later in the hand, side B is more fortunate, and finishes up with a poinHotal 9

points higher than that ofA. A has now to pay B I resto, and the hand is in effect

a draw. If. however, A had not been paid in the middle of the hand, but had been

allowed to keep all 63 points, they would have finished with a point-total 51

points higher than that of B, and would have received a (net) payment of I resto.

RlvfS states that if one side wins all the tricks, their payment in resti for

the final score is doubted, but not any resti they may have received during the

hand. This privilege is not mentioned in any of lhe Italian sources. The later

".It was cOllventional 10 arrange the cards, whcn counting them, in packets (mQztefl/) of three,
. wuh a cOllllling card on top, and two non-countinl:\ cards, say a rarocco igllobile and II cartaccia,

llItdemeath: 14 such packels made up 42 cards. This pr:lctlce had, howcver. no :lcmal significanee
for the counting: ilS purpose was only to facilitate lhe subsequent shuffling of lhe pack by
preventing :lllthe counting cards from being grouped together. In facl, the nel effect of awarding
the side with more cards 1 point for eaeh card above 42 is mathemalically equivalent 10 counting
the cards not in lhrees but in t\\·os, and using the "original method' whereby the point for each pair
of cards is added to the values of the counting cards.
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editions of RGGM (1820 and 1852) state that the overall winners of each girara

(round of four hands with the same panners) receive an additional bonus of 3

resti.

Taclics, GIld terms relatillg to the play

The object of the play is, of course, to save one's own counting cards, help one's

partner save his and capture those of the opponents. and panicularly those

fonning versicofe. There are certain cards which are of special importance. and

are called carre gelose Gealous cards). These are: the UIIO. because it forms pan

of three different ver-sicale; the Papa III, because without it one cannot fonn a

\'ersicofa of Pap;; the XX, because without il one cannot fonn a \'ersicola delle

diecine; the XXX, for the same reason. and because it may also belong 10 a

regular versicola; and the Sole, ....>ithout which one cannot form a versicofa

composed entirely of Arie. The XIII and the XXVIII may to a lesser degree be

considered carle gelose, Cards the loss of which will destroy a potential

l'ersicola (particularly the middle card of a regular versicola such as XXXI.

XXXII and XXXIII) are also to be treated as carte gelose. Except when one is

forced to do so, one should never playa carta gelosa to a trick one cannot be sure

of.

If a player holds a King of a suit in which he fears that an opponent may

be void, he can avert the risk of having to sacrifice the King on the first round of

the suit, under the special rule requiring him to play it if the trick has been

trumped, by first leading a low card of the suit himself. Leading a low card from

a suit in which one has the King in this way is called to 'hang' (impiccare), or.

less frequently, to 'smother' (a.f[ogare), the King. If the holder of the King has

length in the suit - five or six cards - it may be good to continue to lead il. If

partner becomes void before the King holder's left hand opponent. it may then be

possible to save the King by leading ii, so that partner can overtrump the King

holder's right hand opponent. Alternatively. if one is shon in trumps. it may be
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possible to exhaust both opponents' holdings in the suit, and keep the King to

throw on a winning trump played by partner later in the hand.

A player may with advantage repeatedly lead a suit in which his partner is

void. or will soon become void, so that his partner may win the trick with a carla

gelo:-w or other /(lrocco nobile. It is his responsibility, however, to lead this suit

only so long as he is sure thatthcre are other cards ofthut suit still in play, taking

into account the number already played, the number in the Fo/a, and the number

in his own hand. If the player to his right trumps, his partner will know that he

can safely overtrump with a carla ge/osa, since the other opponent will have 10

follow suit: to lead a card in a plain suit in which the player to one's left has one

or more cards is called a rifilla, and is always the safest possible lead. If a player

has been leading a suil, and comes to the point where there are no cards of that

suit left save in his own hand, he must not continue to lead that suit without first

switching to some other lead, as a signal to his partner that the suit is no longer

safe. The only occasion on which the switch is unnecessary is when the first

unsafe lead is the last card of the suit in the player's hand, since his partner can

then be expected to know that this is the lasl card of the suit in play. A particular

case of a rifilla is that in which the player knows that the opponent to his left still

has the King of the suit. It is normally bad play to lead IOwards one's partner's

King.

In general, it is not good play to lead trumps early in the hand unless the

two partners hold between them a great many trumps, including most of the high

Ones. A signal to one's partner thai one has the Trombe is called ajillnala. and is

made by leading eilher a Papa or a sopravellli (a trump from XXI to XXVII). If

the whereabouts of the T"ombe is already known, such a signal is taken as

indicating possession of the Mondo, or. in general, of the highest Aria whose

Whereabouts is not known. RMS states that playing the X the first time one

trumps a trick in a plain suit is recognised by some players as a signal that one has

the Trombe, but warns thai many do not recognise this convention; it also states



342 MinchiQle

that, among some, afl/mora with the XXV, XXVI or XXVII indicates POssession

of the twO highest trumps. or of two Arie, and one with the XXI. XXlI. XXIII or

XXIV possession of the three highest trumps, or of three Arie. When ail/mota is

given. the panner, ifhe has strong trumps, may decide to initiate agilloco di giro.

that is to lead trumps repeatedly in an allempt to exhaust all the opponents'

trumps. A signal 10 commence a giuoco di giro is (0 lead the Uno or other Carta

gelasa, in the knowledge that partner is certain 10 be able to take the trick: this

signal is knO....'ll as girare - to 'wm' a card to one's partner. In a gil/oco di giro it

may be possible 10 catch an Aria belonging to the opponents by means of a

finesse: for example one player may lead sopratrellIi towards his partner, who

holds back a high Aria until the opponents' Aria falls.

When playing third to a plain suil or lrump trick, a fellUia consists of

playing a sufficiendy high trump to prevent the fourth player from ....'inning the

trick with an important counting card. For example, with a trump from the VI to

the IX one can make a fenufa to a Papa, with one from the XIV to the XIX a

fel/ufa to the XIII, and with a soprawmi a fenl/fa to the XX,

The early history of the game is far from easy to detcnnine. There are tWO

quite separate questions. First. how old are the fundamental rules - the selection

ofcounting cards, their \'alues. the composition of the rersicole and the procedure

of robbing the pack? Secondly, how old is the four-handed fonn with partners?

The literary sources throw little light on the first question. Malalesti's riddle 20.

in Part I of La Sfillge (1640) has, as its answer, 'L 'Uno de' Germilli '. and he

explains this answer by remarking that the Vno can form part of two l'er=icole•

namely Uno, 13 and 28 and Uno, Malta and Trombe. One might wonder whether

a "ersicola ofPap; was not yet recognised, but Minuccj's account of Minchiate in

his notes of 1676 to Lippi's II Malmamile Racquistato gives the rules go\-ernin&

counting cards and rersicole precisely as in the XVIII-century descriptions of the

game. So far as the evidence goes. therefore, the fundamentals of the game seesn
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to have been the same in the XVII century as in the XVJII century. Minucci's

account also explains the procedure of robbing the pack, just as in the XVIII

century form; and, indeed, Lippi's stanza 61 of his 8th Canto concerns the fury of

a player who is penalised for having forgonen to discard atier he had robbed lhe

pack.

The XV1-eenmry sources unfortunately give no clue, one way or the other,

to the play of the game. Since the pack itself was obviously a deliberate creation,

the game played with that pack must have been one too. On this ground we might

suppose that its fundamental rules were the same from the sIan. However, we

noted two XV-cenlury references 10 a game called 'Minchiate', and conjectured

that these related to an ancestral game played with the 78-card pack. If there was

such a game, presumably in it all the court cards would have been counting cards,

with their usual Tarot values of 5, 4, 3, and 2. The versicole in such an ancestral

game may have consisted of sequences of court cards in one sui I, sets of three or

four Queens, Cavalli or Fallli, the Uno (or Bagallo), Trombe (or Angelo) and

MOffa, and sequences of Papi (the first five trumps) or of Arie, with the Matta

capable of being added to any \'ersicola complete without it This would have

been a game quite similar to Tarocchino. Whether or not there was an ancestor of

the 97-eard game played with 78 cards, the complex and to some extent arbitrary

nature of the rules of lhe 97-card game make il tempting to speculate that the

Original game was simpler, especially since the irregularities of the rules do not

correspond to the designs of the cards. There is nolhing in the appearance of the

trumps to distinguish rarocclli lIobili from rarocchi ignobili, while on the other

hand the red backgrounds of the trumps from XXXIII upwards suggest that they

might once have had a special role in the game. One might perhaps conjecwre

that, when it was first inveilted, the rules of the game with 97 cards were a good

deal simpler and closer to those of Tarot as played in Bologna and in Sicily.

Perhaps originally all the coun cards were counting cards, among the trumps,

only the MallO, the Papi and the eight red-coloured cards were counting cards,
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with their later point-values. Versico!e must have been a feature of the game

from the start, but could have included sets of three or four Queens, Cat'alii or

Fonti, and otherwise, save for the Uno, Trombe and Matta, have consisted solely

of sequences of counting cards, including sequences of court cards in one suit. In

such a case, this would still have been a game much more similar to Tarocchino

than the classic form of Minchiate. On this hypothesis, some changes must have

occurred somewhere around the end of the XVI century, involving the demotion

of the coun cards other than Kings, the invention of additional versicole, and the

corresponding promotion of trump cards that had previously been igl1obili. All

this is, however, mere speculation, and may be on the wrong track altogether:

quite possibly, the Ialer rules goveming counting cards and versico!e were a

feature of the game from its origin.

The question how old the four-handed partnership game was is also

puzzling. All the XVlII-century sources treat it as the principal fonn of

Minchiate. It would be highly plausible that it had always been so, since other

games of this form were well IOlown in the XVI cemury; but in fact Minucci's

account of 1676 does not even mention the partnership game, but instead briefly

alludes to two·handed and three-handed forms and devotes most of the space to

the four-handed game in which each plays for himself (ad ogmm per se). It may

therefore be that the partnership game was an invention of the XVIII century; or it

may be that it was much older. but was temporarily out of fashion in the later

XVII century.

One feature that was certainly an XVIII-century innovation was the

practice whereby the dealer, having first robbed the pack. looks through whal

remains of the Folo and extracts all counting cards from it. This practice is not

mentioned by Minucci; and this omission cannot be due solely to his confining

himself to the game in which each plays for himself, because Brunetti. in his

account of the four-handed game ad ognun per se, includes the practice, to which
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he gives the odd Spanish-sounding name of elllragllos (enfrwjas = entrails).18

Brunetti also says, however, thai the four-handed game with partners is

sometimes played \vithoUi entragnos - indeed, he promises to give a separate

account of the partnership game without/'emragnos, a promise which he fails to

keep. Brunetti's account of the procedure with the Fo/a is very slightly different

from that given in 12.1 above, in that the dealer's partner plays no role.

According to Brunetti, after robbing the pack the dealer himself exposes the

entire remainder of the Po/a for all to see, and takes any counting cards contained

in il. He and the player to his left then discard as usual, and the player to the

dealer's right leads to the first trick. The dealer and the player to his left then

expose their discards, which are presumably put together with the rest of the Fo/a

to be kept to the right of the dealer. On the assumption that, when the game is

played without the ellIragllOS, it is played in exactly the same way save that the

dealer does not extract counting cards from the Fo/a, we arrive at the following.

12.2 Partnership Minchiate without efllragllos

All proceeds as in the game 12,1 up to the point at which the dealer has robbed

the pack, and has come to a card which is neither a counting card nor a trump

higher than the XX. He then turns over the remaining cards of the Fo/a for all to

see, but, even if it contains counting cards, he does not take them. All then pick

up their cards; if the dealer, the player to his left or both have robbed any cards,

they discard an equal number of cards. which must not be counting cards, face

down, The player to the right of the dealer then leads the first card to the first

trick. The dealer and the player to his left now tum their discards face up for all

to see; these discards are then gathered up and placed, together with the undeah

cards, face down to the righl of the dealer to foml the Fo/a, Declarations of

" The word is nOI used in lhis sense in olher sourtes, but Bernardi uscs Ihe similar word
emraYllos. \\hich he explains as Spanish term meaning 'imperfecl', in COllneclion witll Ihe
P3Yrnems al the end of the hand. After all the 'perfecl' ruti of 60 points have been paid, lhere is a
fLnaI res/a J'elrlzy/lQS. which is paid (0( the remaining pan of60 poims.
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versicole held in hand are Lhen made in tum, starting with the player to the right

or the dealer, and all proceeds as before.

A strength of the four·handed game is that all or most of the importam

cards are in play. and Lhat at the start of play everyone has a good deal of

infomtation about the whereabouts of the cards. It seems evident that the Original

intention was that the dealer should not be more privileged than the player to his

left, and that the process whereby. having robbed the pack, he then extracted any

remaining counting cards was a slightly clumsy device introduced later to ensure

that all counting cards were in play.

The two· and threc·handed games, briefly mCniioned by Minucci, are

referred to with equal brevity by Bistcghi in Il Gilloco Prafieo (1753). Because

of the cursory character of these notices, it is difficult to feel certain of how they

were played; but the following represents what appears to be intended.

12.3 Two·handed Minchiate

There is no robbing of the pack. The dealer gives twenty·five cards to each

player, starting with his opponent. (It is not stated how the deal is made: possibly

in two rounds of eight cards each followed by one of nine.) Apparently the last

card dealt to each player is not exposed. The undealt cards are not looked at, but

are set aside face down. The opponent leads a card to the first trick, and then

declares any versicole he has, and scores for them; the dealer then declares his

versicole, scores for them, and completes the first trick. TIle play is under the

same rules as 12.1, except of course that the special situation in which a King

must be played to the first trick in a suit does not arise. Each player scores for

any counting cards he captures from his opponent. AI the end of the hand. there

are scores for the player who won the last trick, for the player who won the

majority of tile tricks. for counting cards won in tricks, and for versicole included

in tbe cards won in tricks, just as in 12.2, save that the player who has won the
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most tricks scores as many poims as he has cards in excess of 25. The player

with the lower total pays to his opponent the difference between their totals.

Resti are used only to represent an exact number of 60 points, so that there is no

distinction between points and game points.

12.4 Three-handed Minchiate

All is as in the two-handed game, the dealer giving twenty-five cards to each

player, staning with the player to his right, who leads to the first trick. Seulement

for declared vel'sicole takes place between each pair of players, according to the

difference in their scores, and the same applies to settlement at the end of the

hand. A player who loses a couming card during play pays its value to each

opponent; in this game the rule requiring a King to be played if a trump is first

played to the first trick in thai suit does apply. If a player who has the Marro

makes no tricks, he surrenders it at the end of the round to the winner of the Irick

to which he played it.

Much more interesting is the four·handed game in which each player

plays for himself. As already mentioned, Minucci, writing in 1676, devotes most

of his account 10 this game, and it is described in almost the same way by

Bisteghi in 1753. BrunclIi, writing in 1747, devotes a separate section 10 the

game, from which, however, he omils a crucial feature of il as described by

Minucci and Bisteghi; he remarks, however, that it is nowadays in disuse. This is

not at all Ihe impression given in RGGM, written in 1781, in which the game

without partners is repeatedly referred to, as a well-known rOm1, but is not

accorded a scparate description, the rules being taken to be identical with those of

the partnership game. In the 1820 edition of RGGM, however, a new section on

the game without partners is added, and this describes a form that differs at

several points both from the partnership game and from that described by



348 Minclliate

Minucci. It seems best, therefore, to set it out in three stages: the

MinucciIBisteghi fonn (12.5); the Bronetti·RGGM (1781) fonn (12.6); and the

RGGM (1820) ronn (12.7).

12.5 Four-handed Minchiatc without partners (first fonn 1676-1753)

As in the IWO- and three-handed games, there is no effective distinction between

points and game points. resti being used solely as a strict equivalent of an exact

sum of60 points. The deal is exaclly as in the partnership game, the player to the

dealer's left robbing the pack in the process of cutting it, and the dealer robbing

the pack al the end of the deal: the lasl card dealt 10 each player is exposed. If the

dealer or the player to his left robs counting cards from the pack, each ohhe three

players pays him their value; similarly. if the exposed card dealt to any player is a

counting card, each of the other three players pays him its value. Minucci (1676)

does not allow the dealer, after he has robbed the pack, to extract any counting

cards remaining in the Fo/a; Bisteghi (1753) does. The dealer now exposes the

Fa/a, and he and the player to his left make their discards face down. Next there

is an option for one of the four players to drop out of the play. At least three

players must play, so as soon as any player announces that he is dropping out. all

the others must stay in. The player to dealer's right has the first choice; if on the

basis of his hand he decides to stay in the second player has the option to drop

out, then the player to dealer's left and finally the dealer. A player who drops out

of the hand lays his cards face down. and they are added to the Fo/a: apparently

no other player has the righl to inspect the hand of the player who has dropped

out. At the end of the hand, a player who has dropped out has to pay a certain

sum to the winner of the last trick. According 10 Minucci. if the first player (the

one to the right of the dealer) drops out. he pays 30 points to the winner of the last

trick; if the second player does, he pays 40 points; the third player pays 50 points:

and the dealer 60 points. Bisteghi's payments are less severe: 20 points for me
first player; 30 for the second player; and 40 for the third player or the dealer.
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According to both Minucci and Bisteghi, however, any player who, during play,

loses a counting card must pay its value to the player who has dropped out as well

as to each of the two other active players.

When anyone of the players has dropped out, or all four have said they

will play, the player to the right of the dealer, or, ifhe has dropped out, the second

player, leads to the first trick. Then the discards of the dealer and of the player to

his left are exposed and added to the Fola, and each of the active players declares

any versicole he has: each pair of active players settle between themselves for

\'ersicole. Play to the first trick is then completed, and the hands are played out

according to the usual Minchiatc rules, as in 12.1; if the player with the Mauo

makes no tricks, he surrenders it at the end of tile round to the winner of the trick

10 which he played it. Any player who loses a counting card in the course of the

play has 10 pay its value to each of the other players, including one who has

dropped out. as already noted. At the end of the hand, points for the last trick, for

the total number of cards won, for counting cards won in tricks, and for versicole

included in cards won in tricks are reckoned in the usual way, save, of course,

tbat each player counts up the points only on the cards he himself has won; a

player who has won more than 21 cards in tricks scores as many points as he has

cards in excess of 21. Settlement is made between each pair of active players,

and, of course, a player who has dropped out pays to the winner of the last hick

what he owes him.

12.6 Four-handed Minchiale without partners (second fonn I747·811

All is as in the preceding version, save that no player is allowed to drop out, the

dealer is definitely allowed to extract counting cards from the Pola after robbing

it, and payment is made in rest;: at the end of the round, sellicment is made

between each pair of players, the one with the lower total score paying to the

other I resto for every 60 points or part of 60 points in the difference between
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their total scores in points. The game is therefore played in every respect like the

partnership game, save for the essential diJTerences arising from the fact that each

player is playing for himself.

12.7 Four-handed Minchiate without partners (third foml 1820)

The additional versicola called Denim/fa, Mondo e Carne, consisting of the XlV

(the Devil), the XXXV (the Twins) and the MOl1do is recognised: it is worth 20

points, the XIV being treated as wonh 5 poinLS when included in this \'ersicola.

When a \'crsicola contains one or more Arie it is scored as a multiple versicola:

its value is multiplied by a factor which consists of

(a) the number of Arie included in the ,'ersicola, plus

(b) I more if the rrambe is included, plus

(e) 1more if any cards that are not Arie arc included.

Thus the Sole, Mondo and Trombe fonn a quadruple l'crsicala, because there are

three Arie, one of them the Trombe. The Stella, Luna and Sole form. a triple

versicola, because it consists of three Arie; but the XXXV, Stella and Luna also

form a triple versicola, because, although there are only Iwo Arie, Ihere is also a

card that is not an Aria. The XXXIV, the XXXV and the Stella thus form. a

double versicola. Practice varies conceming the versicola del Malia or about any

versicola to which the MallO has been added. Some do nOI allow the presence of

the Mauo to affect the value of the multiplying factor; some add I to the

multiplier of any versicola containing the M(lIto, and some add 2 to il.

Agreement on this poinl must be reached before the start of play.

The player 10 Ihe left of the dealer does not rob the pack in the course of

cutting it. nor does the dealer rob the pack when he has completed the deal. The

deal of twenty-one cards 10 each player is carried out in the usual way_ save that

the last card dealt to each player is not exposed. The Fola of thirteen cards is

now handed. face down. to the player to the right of the dealer. This player lookS
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at his own hand, but not at the Fala, and may now choose to do one of two things.

He may choose to play in this hand, in which case he looks through the Fola and

extracts from it any counting cards it conlains; these cards belong to him,

although he is not paid their value by the olher players, and he makes a

corresponding discard of non-counting cards. He may, alternatively, choose not

to play, but to drop oul orthe hand. In this case, he puts the Fola, still unseen, up

for auction. The bidding is carried out in resti and lupini, 30 lupini being

considered equivalent to one re:;/o. A starting price is agreed before play for each

such auction; it is usually taken to be 10 resti. The second player is deemed to

have bid this starting price for the Fola, and if there is no bid from the other two

players, he must take the F'ola at the agreed starting price. Otherwise, of course,

the Fola goes to the highest bidder. Whoever obtains the Fola in the auction

extracts the counting cards from il and adds them to his hand, discarding an equal

number of non-counting cards. The cards extracted from the Fola, either by the

first player or, if there is an auction, by the highest bidder, are presumably shown

to the other players, but the reSl of the Fa/a and the discarded cards are set aside

face dovfll, and not shown to the other players. The payment to the auctioneer 

the player to the right of the dealer who has dropped oul of the hand - is made

only at the end of the hand, in accordance with the principles stated below.

During the play, each player keeps his own score as a running total.

If the player to the dealer's right is playing, he leads to the first trick; if

there was an auction of the Fo/a, the second player (opposite the dealer) leads.

When this lead has been made, the players declare in tum any versico/e they have.

Each records the points for the versico/e he declares; in addition, each player is

immediately paid by each of the other active players one resro for each versico/a

he declares. In computing these payments, a double versicola (e.g. XXXIV,

XXXv and Stella) counts as two versicole, a triple one (e.g. XX, XXX and

rrombe) as three versicole, and so on. After the declarations, play 10 the first

trick is resumed, and the hands are played oul according to the usual Minchiate
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rules of play, as in 12.1. Any player who loses a counling card subtracts its value

from his currenl score; if this would leave a negative score, then inslead each of

the other active players adds its value to his score.

If there was an auction of the Fola, there are payments to and from the

auctioneer (the player who dropped out). The details of these paymenls are

slightly complicated, but in essence they are as follows:

(a) the auctioneer pays 1 resto to the winner of the last trick;

(b) a player who did not win the last Irick, but who lost one or more

counting cards in the course of play. must pay I resto to the

auctioneer;

(c) in addition, the player who bought the Folo pays the auctioneer the

amount of the final bid.

So, for example, if the Folo was bought for 12 resti, the player who bought it

pays the auctioneer II rest; in total if he wins the last trick. 13 reSI; ifhe docs not

win the last trick and loses one or more counting cards, and just 12 reSI; if be

neither wins the last trick nor loses any counting cards.

The complication arises when the final bid includes lupini. The lupini

only affect the payment 10 the auctioneer if the buyer of the Fola wi.ns the last

trick. When this happens, the tOlal value of counting cards lost by the buyer is

added to the number of lupilli bid. If the total is less than 30, the number of resti

paid to the auctioneer is one less than Ihe number of reSI; bid, as usual for a

player who wins the last trick; if it is exactly equal to 30. the buyer has to pay the

exact number of resli that were bid; and if lhe value of counting cards lost piUS

lupi"i bid comes to more than 30. the buyer has to pay the auctioneer an extra

,.eslo for the lost counting cards. just as though he had not won the last trick.

Suppose, for example, that the bid was 12 resti and 10 Illpini. If the buyer

losl no counting cards, all is as if he had bid only 12 resti: he pays II resli if he

won the last trick, and 12 jfhe did nOI. [fhe lost counting cards to a total value of

less than 20 points (20 being the difference between the additional 10 Illpillj that
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he bid and the number of II/pini (30) that make up one res/O). again all is as if he

bid 12 resti: he pays II resti ifhe won the last trick, and 13 resti ifhe did not. If

he lost counling cards to the exact value of 20 points, on the other hand, he pays

12 resti if he won the last trick and 13 ifhe did not; and ifhe lost counting cards

to a value of more than 20 points, he pays 13 resti whether or not he won the last

trick.

Finally, the active players reckon up their point-totals, which comprise

points for versicole declared during the first trick, less points for losing counting

cards in play, together with the usual 10 points for the last trick, points on

counting cards won in tricks, and points for I'ersicole contained among cards won

in tricks; there are 110 points for having more than 21 cards. Settlement is made

between players according to the difference between their total scores, in res/i, at

the rate of 1 resfO for 40 points or pari of 40 points. If there was an auction for

the Fola, the auctioneer does not take part in these payments.

It is plain that this latest version of the four-handed game without partners

(12.7) was a development of 12.5, in which a player could drop out. not of 12.6,

in which there are always four active players. So some form of 12.5 must

presumably have continued to be played alongside 12.6 throughout the XVIII

century.

In his addition of 1731 to Minucci's notes, Biscioni described two simple

gambling games, A sei /Ocelli and AI palio, played with the Minchiate pack.

Since these are in no sense Tarot games, they will be described in Appendix C.

There are two baming mysteries connected with Minchiate. In many

collections, public and private, there are Tarot packs from Lucca, probably

datable to the XVII century. For a long time these were classified as defective

Minchiate packs. When their special character was recognised, they were at first

called Orfeo packs, because the greater number of them had 011 their backs a

figure of Orpheus with the word ORFEO, presumably all made by a cardmaker
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using that as his trade·name. But subsequently packs have been found with other

back designs. In the Orfeo packs and all others of this type, the Jack of Swords

holds a shield with the anns of Lucca: moreover, one oCthe other back designs. in

the collection of David Temperley of Birmingham, bears the inscription 01

LUCCA, leaving no doubt about the Lucchese origin of packs of this kind.

The designs of the cards in these different Lucchese packs coincide; and

most of them are exactly the same as those of the corresponding cards in the older

pattern for the Minchiate pack. This docs not hold good oCthe Fool or Malto, nor

of the court cards or Aces of the suits: these all have designs quite different from

their Minchiate counterparts. In particular, the Cavalli show genuine knights on

horseback, not the half-human ligures of their Minchiate equivalents, and the

lowest court figure in each of the four suits is an incontestably male Fante. But

the trump cards and the numeral cards from 2 to 10 in all the suits are exactly the

same in design as those in the Minchiate pack. The Illost puzzling feature of the

Lucchese packs is the composition of the trump sequence. This consists, in all

surviving examples, of the trumps from VHII (the Wheel) to XV (the House of

the Devil or Tower), together with the live highest unnumbered trumps or arie. in

ascending order the Star, the Moon, the Sun, the World and the Trombe

(equivalent to the Angel). all with designs precisely the same as in the Minchiate

pack. This selection of twelve trumps appears quite bizarre. No other case is

known of a reduction in the ratio of trumps to suit cards; moreover, the

suppression of the trump I. in all other Tarot games a crucial card. having a high

point-value but extremely vulnerable, seems inexplicable. Yet, although most of

them are incomplete, the composition of the Lucchese packs is too unifonn for

the absence of the eight lowest trumps to be the result of coincidence: we musl

acquiesce in their possessing the usual 56 suit cards, the Fool and only l21rllmpS.

The solution of Ihis mystery is hidden from us: we know of no source describing

the mode of play or the game ofTarot in Lucca with its enigmatic 69-card pack.



Minchiafe 355

The Olher mystery relates 10 far more recent times. A possible remote

descendant of the Minchiate pack was made, possibly in the 1930s, by Piatnik of

Vienna. The wrapper is entirely in French, and is labelled 'Tarot a 73 carre!)".

The 73-card pack consists of the usual thirty-two suit cards ofan Austrian 54·card

French-suited Tarock pack, but with 40 trump cards together with the usual

Austrian Skils (Fool). The trumps show rustic scenes of the type usual in

Austrian 54-card packs, and are numbered from I to 40 in Arabic numerals, half

of which are in red and half in black: specifically, numbers 1, 3, 5, 7, 9,12,14,

16, 18, 19,21,23,25,27,30,32,34,36,38 and 40 arc in red, and the rest in

black. Apart from Minchiate packs, this is the only Tarot pack containing forty

trumps; and we have found no other trace of a game played with 73 cards. It is

conceivable Ihal it represents some descendant of Minchiale that has been subject

10 influence from the games played with the shortened 54-card Tarot pack, though

the significance of the red and black numerals escapes us. It was obviously made

for export to some purely French-speaking area. The best guess we can make at

the region it was intended for is the Val d' Aosta, a somewhat isolated part of Italy

where French is spoken and a highly localised lradition might well survive

without being discovered by anyone from outside. Whatever may be the

explanation of this apparent freak, it provides yet another illustration of the gaps

that must surely remain in our knowledge of the history of the game of Tarol,

however thoroughly we investigate it.



CHAPTER 13

Rome and Naples

As was explained in Chapler 1, by the XVI century there had developed Lhree

distinct systems using the 'Latin' suit-signs of Swords, Batons, Cups and Coins,

which may be labelled the Italian, Spanish and Portuguese systems. In the Italian

system. the Batons are typically smooth staffs and the Swords, on the numcml

cards, typically curved (although straight in me Minchiate pack and in some early

hand-painted Tarot packs), and both arc Iypically interlaced on the numeral cards

(although on Ferrarese cards of Ihe XV century the Swords are curved but not

interlaced). In regular packs, the Italian court figures are all male: a seated King,

a mounted Knight or Cavalier and a standing Jack (on FlofCntine cards and in the

Minchiatc pack, and for a short time on Bolognese cards, the lowest coun figure

in Cups and Coins was female); of course a Queen was added in Tarot packs. In

the Iberian peninsula. lhe Swords \\ere ah,,'a}'S straight. After a centur}' or more

of experimentation, two distinct systems crystallised out, which can conveniently

be called the Spanish and the Ponuguese systems. The coun figures in the

Spanish system are again all male, but the King is slanding. The Batons are

knolly cudgels, and they and the Swords are arranged separately and upright on

the numeral cards; there are no lOs. In the Ponuguese system, the Kings are

seated, and Ihe lowest court figure in all four suils is female (a Maid). The

Balons and straight Swords are interlaced: the Batons have a regular shape,
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though lightly notched. Again. there are no lOs, I and the Aces bear large dragons

holding the suit-signs in their mouths.

Up to the Treaty of Utrecht in 1713, the whole of Italy, save for Venice

and PiedlllonllSavoy. was under Spanish domination. Sicily was under lhc rule of

the Kings of Aragon from 1409, and after the marriage of Ferdinand and Isabella,

of united Spain; it was governed by Viceroys from 1442. The Kingdom of

Naples was under Spanish rule, exercised by Viceroys, from 1503. In 1535

Charles V made his son Philip Duke of Milan, and Milan was thereafter Iike\\1se

ruled by Viceroys. After the sack of Rome by Imperial troops in 1527 and the

declaration of Bologna in 1530, the whole Italian peninsula, with the two

exceptions of Venice and Savoy, was effectively controlled by Spain. With the

Treaty of Utrecht Spanish domination was replaced by Austrian. Austria

acquired Milan, Naples and Sardinia, Sicily being allollcd to Savoy; but in 1717

Savoy and Austria exchanged Sicily and Sardinia.

It therefore seems unsurprising that the various standard patterns for the

regular pack now in use in the southern part of the country - from Sicily as far

north as Piacenza - are of Spanish type; the Italian system survives only in the

patterns named aOer Venice (or Treviso), Trent. Brescia and Bergamo, and in the

Primiera Bolognese. Italians do not think of the Sicilian, Neapolitan, Piacentine

and other patterns as Spanish, but as Italian; but if we classify the 'Latin' systems

into the three subsystems just described - Italian, Spanish and Portuguese - that

which these patlerns exemplify is incontrovertibly Spanish.

It would be natural to think this the result of the prolonged Spanish

domination. It has only recently become clear that this is not so at all. Certainly

packs confonning to the Spanish system were known and manufactured in Italy

before the XVIII century, especially for playing the famous game of Ombre, of

Spanish origin. But it was not in fact until the period of Spanish domination

I The Leber colleclton in the Bibliotheque Municipale of Rouen has a pack of Portuguese l)opt'
which exceptionally includC$ lOs.
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came to an end that the regular packs nonnally used in the southern two-thirds of

the country came to be of Spanish type. What was in use before this, in Sicily, in

the Kingdom ofNaplcs, which extendcd over the whole peninsula south of Rome,

and in Rome and Illost of the Papal States, was the Portuguese system. The

Portuguese system is reasonably so called, because. until it was abandoned in

Portugal during the XIX century in favour of the French system, it was the

Portuguese national type of playing-card pack and was carried by Portuguese

sailors to Japan, Indonesia and India. It was nevertheless emphasised in Chaptcr

1 that it was probably of Spanish origin, and cominued to be manufactured in

Spain, probably only for export, throughout the XVI century and possibly later;

indeed, we do not know if there were any cardmakers in Portugal.

The Portuguese system was certainly in use in Rome by the middle of the

XVI century; there is some reason to suppose it already 10 have been in use there

in the early part of that century. The game of Tarot and its daughter game of

Minchiate must have spread to Rome from Florence around 1500. There are two

poems describing cardinals at a conclave playing Tarol: one relates to the

conclave lhat elected Adrian VI in 1522, the other to that which elected Pius IV in

1559.1 The game of Minchiate. in particular, gained great popularity in Rome;

bUI we know from surviving cards that the parent game of Tarot was also played

there, and cards manufactured for it.

Everywhere in Italy the same standard pattern would be used for the

regular pack and for the suit cards, other than the Queen, of Ihe Tarot pack. The

exception occurred where, as in Florence, the French system had been adoptcd for

the regular pack; in that case, the older Latin system continucd to be used for the

Tarot pack. This is true also of Rome: but there the standard pattern for the

regular pack was one conlomling to the Portuguese system. In the Lady

1 For the first, see Villono Rossi (cd.), Pasquiff(J1e di Pietro AretillO ed ononime per il Com:/U\'e
a I'ele::ione Ji AdriallO VI, Palemlo, 1891, no. XXXII, or Mario delJ'Arco, Pasquillo e Ie
Pusqllinale, Milan, 1957, pp. 87-8. For the second, s~e T. Depau]is, 'Roger de Gaigneres el ~s
larOls', Le Vielu Papier, fasc. 301, July 1986, pp. 117-24 and fasc. 302, Oct. 1986, p. 160.
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Schreiber collection in the British Museum there are two incomplete sheets, or

two halves of a single sheet, for just such a pack. Between them. the two sheets

or half-sheets comprise all twelve court cards and all four Aces. together with the

2 to 5 of Swords and a fragment of the 6. The 2 of Swords bears the date 1613.

the Kings of Cups and Swords hold shields with faces on them and the Maids of

Swords and Cups hold shields on which is a column. These sheets are

accompanied by two other incomplete sheets for a Tarot pack, again confonning

to the Portuguese system; the designs of the suit cards do not coincide with those

of the regular pack, bUI are VCl)' similar. One comprises Maids of Swords and

Batons, a Cavallo of Batons. half a Cavallo of Coins, a 2 of Swords and half a 3

of Swords; the other has numbered trumps - 5 (a Sultan, corresponding to the

Pope), 6 (Love), 10 (the Chariot), II (the Wheel) and the very tops of the 20 and

21. The 2 of Swords bears the maker's trade-name and address ALLA COLONA

IN PIAZZA NICOSIA. The numbering of the Chariot and the Wheel as 10 and

1I agrees with that in the Florentine in the Rosenwald collection in Washington,

and suppons the natural hypothesis that the game of Tarot reached Rome from

Florence. The replacement of the Pope by a Sultan is understandable in Rome.

and helps to explain Cardinal Ruffo's demand that the Pap; of the Bolognese

pack be replaced by Moors.

Funher examples of this Roman pattern have been discovered. An

incomplete sheet of cards oflhe same pattern. made in Ronciglione. was found in

the binding of a volume dated 1585: the sheet consists of the four Aces, the four

Cavalli and the 2 to 5 of Swords.3 The designs are similar to those of the alia

Colonna cards in the British Museum. save that the Cavallo of Coins is bearded

and the Cavallo of Batons is facing the other way. A document cited by Dr.

Milano from the reign of Pope Innocent XII (1691·1700) shows that the

manufacture of playing cards of high quality (carle jil1e) was reserved to

I See Albeno Milano, 'Ronciglione: playing cards ofaXVII-cenlury Italian Slate', The plaJ'itfg
Card Vol. XVII, 1989, pp. 78-85.
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cardmakers in Rome itself, while those of nonnal quality (carte ordillarie) were

made in Ronciglione. The document refers to the making of French cards,

Spanish cards, Ombre cards, Tarot cards and Roman cards. Finally, a sheet of

Tarot cards in the BibliQ(eca Civica in Rovereto comprises (he four Queens, the

four lOs, the Fool and trump I (Bagatto).~ The designs correspond closely with

those of the sheet of Tarot cards in the British Museum; the sheet has been

conjectured to be intended for the very same pack; this, though supported by the

identical designs of the borders in the two cases, is dubious, but in any case the

date must be about (he same.

The Roman version of the Portuguese system has several distinctive

features. Although it has all the defining characteristics of that system 

interlaced Batons and straight but interlaced Swords, seated Kings (and, in the

Tarot pack, Queens), Maids as the lowest coun figures in all four suits, and

dragons on the Aces - it does not correspond at all closely with the classic

version that was used in Portugal. The Maids in the suits of Swords and BalOns

are not being allacked by beasts, and hence are not using their weapons to defend

themselves from them. The dragons on the Aces take the fonn of gryphons. But

the most interesting difference is that the cards bear indices giving their rank and

suit. These are placed in the centre al the top of each card, and, the other way up,

in the centre at the boUom. in both cases interrupting the border that surrounds the

main design. They take (he fonn of a letter for the suit (5, B, e or D) and a letter

or numeral for the rank. For the Kings, Cavalli, Maids and Aces the letters are R,

e, F (for Fantina, Fantesca or Fanliglia) and A: in the Tarot pack, the Queens bear

no indices, but only a row of six stars; it would be confusing to use R for Regina.

The Tarot trumps arc indexed by their numbers; the Fool has no indices, but six

stars instead. The lOs, which presumably would not figure in the regular pack,

also bear six stars in place of indices. On the coun cards and Aces, the letter for

• See Jcller fi-om Peter Blaas and reply by John BerT)', The Playing Cord, Vol. XXI, 1993, pp. 95-
8.



362 Rome and Naples

the rank precedes that for the suit; but on the numeral cards from 2 upwards. the

letter for the suit precedes the numeral. This use of indices precedes by three

centuries the XIX-cemury American invention of comer indices. If the Roman

pattern evolved from cards of Portugese type originally imported from Spain, as

presumably il did, it must have had a considerable time in which to do so.

A very recent discovery is of twenty·six separate cards from a pack of

Portuguese type made in Rome in about 1550; they are in the collection of Dr.

Alberto Milano, who kindly sent us photocopies of them. They include the Kings

of Swords and Batons (with a double-headed eagle and fleur-de-Iys on their

respective shields), the Cavalli of Swords, Batons and Cups. the Maids of the

same three suits, the Aces of l3atons and Cups, the 3-5 of Swords, the 3 and 6 of

Batons, the 3-7 of Cups and the 2 and 4-7 of Coins. The 4 of Coins bears the

names GIOVANN ANT and the 2 of Coins the name TESTONE. The Maid of

Cups holds a shield which bears the image of a column; so presumably the maker

Giovanni Antonio Testone likewise used the trade-name 'alia Colonna'. The

dragons on the Aces are rather more primitive than those on the later alia Colonna

cards. There are indices at top and bottom, just as on the later cards; the rank of

each card, but not the suit, is also indicated by letter or numeral half-way dO\\11

the side of each card, the right way up on the left and the other way up on the

right - a feature not subsequently preserved.

In the Cary collection in the Beinecke Library at Yale University are tWO

half-sheets, evidently two halves of the same sheet. showing the 2-9 of Swords

and of Batons. The suit-signs both assume the fonn they have in the Portuguese

system, an indeed resemble those on the alia Colonna sheets, although there are

no indices. These half-sheets probably date from the early XVI century. and are

apparently Italian. They may therefore well represent the earliest form ofcards of

Portuguese type made in Rome, before the invention of the indices.

If our conjecture about Cardinal Ruffo's suggestion about Moors is

COlTC1:t. the Roman pattern was still in use in Rome, at least for the Tarot pack. in
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1725. But, when Lady Anne Miller met Bonnie Prince Charlie in Rome in 1770.

he showed her some Tarot cards with which he had been playing \vith friends. s

"And here is the Pope", she remembered him as saying as he showed her a card:

so these were not cards of the Roman panem. We must date its demise between

1725 and 1770: 1735 would be a probable date. Thus we may see the

predominance of the Portuguese system for the regular pack, adapted for the

Tarot pack, as lasting in Rome and the Papal States fTom early in the XVI century

until the first third of the XVIII.

Unfortunately, although we know that Tarot was played in Rome with 78

cards, as well as Minchiate, from the XVI centul)' onwards, we have no

description of or clue to the Roman manner of playing the game. This is another

gap in our knowledge, though nOI so tantalising as the two described at {he end of

Chapter 12. It is possible thai some of Ihe features of Sicilian Tarocchi, to be

described in the next chapler, may reflect the way in which the game was played

in Rome at the time when it was introduced from there to Sicily in 1662; but this

is no more than speculation.

There is meagre, but convincing, evidence that the Portuguese system was

also used in the Kingdom of Naples. This consists of two items, spanning the

XVII century, the first from 1597 and the second from 1702. Two uncut sheets,

together comprising a complete 48-card regul:n pack exemplifYing the Portuguese

system, are now in the collection of Mr. David Tempcrley of Birmingham, and

were fonnerly in that of the late Sylvia Mann. The 9 of Coins bears the maker's

name PIETRO CILIBERTO and the 4 of Cups the date 1597. Sylvia Mann, the

greatest English playing-card collector ever, made the brilliant conjecture that

these cards were from Sicily. However, a pair of scagliola table-lops al Newby

Hail near Ripon in Yorkshire, which we were able to examine thanks to the

kindness of the then owners. f\·tr and Mrs Robin Compton, suggests that this

, Lady Anne Miller. Lf!/ff!,-sfrom Ilaly, Vol. II, London, 1776, p. 199.



364 Rome and Naples

guess was slightly off target. Scagliola is a technique of inlaying surfaces which

was revived in Florence in the late XVII century and continued into the XVIII. It

was highly popular with the English aristocracy, who imported numerous table.

tops inlaid by scagliola. The makers of such table-tops frequently aimed at

trompe I 'oed effects. often of playing cards. Those at Newby Hall, first spotted

by Mr. David Temperley, were probably the earliest to be imported; they are the

only ones showing cards without French suit-signs. They show cards of the

Portuguese system. One table-top is inscribed "Manelli f:', giving the maker's

name, and the olher bears the date. 1702. On one face-dov.'fl card is an inscription

reading "Carte di Regno"; Ihis is paralleled by the inscription "Cane di Genua"

on the face of a card on a similar table-top in Callaly Castle. The Kingdom in

question is undoubtedly the Kingdom of Naples. and the maker of the table-top

was aiming 10 depict the standard pauem then in use in that Kingdom. Careful

comparison of these table-tops with the Ciliberto cards shows a faithful

preservation of the designs over more than a century:6 there can be no doubt that

we have here Ihe XVII-cenlury Neapolitan standard pattern, and that Pietro

Ciliberto was a Neapolitan, not a Sicilian, cardmaker. A plate fornlerly. and

perhaps still, in the church of S. Agostino in Naples gives the names of the

'consuls' of the guild of cardmakers in 1668; among them Giovanni Battista

Cilibeno, perhaps the grandson ofPietro.7 The designs of this Neapolitan pattern

diverge a little from the Portuguese prototype, but far less than do those of the

Roman cards. There are no indices either on the Ciliberto cards or on those

shown on the table-tops. We may conclude that the Portuguese system was in use

6 Two points ~ particularly striking. Both in the Ciliberto pack and on the Newby Hall table
top, the dragon on the Ace of Coins resembles the classic Portugese version. detail for detail. ~\'e
that the Ciliberto and Newby Ball dragons both have a leg and claw missing from the natlve

Portuguese dragons. Both the Cilibeno and the Newby Hall \'ersions of the Cavallo of Batons
show the horse in right profile. with the cavalier turning his head to the right so as to be seen full
face. and raises his Baton wilh his lell hand: al1lhis differs from the standard Portuguese version.

1 See p. 488 afme article by Giuseppe Ceci cited in foomote 8.
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in the Kingdom of Naples throughout the XVII century; possibly earlier, but the

evidence is lacking.

There is evidence that the game of Tarot was played in the Kingdom of

Naples in the XVI and XVII centuries. There is a reference to the game of

wrocehi in a poem, 'Capitolo del Malcontento', by the eapolitan poet Luigi

Tansillo, published in 1547. And a collection of prammaliehe (customs) of the

Kingdom of Naples contains a list, dated 1586, of pennined games, including

(arochi, a list repeated with slight modifications, but still including tarochi, in

1612, 1631 and 1638. In 1631 the manufacture of playing cards was almost

ruined owing to the plague and consequent disorders The fifteen cardmakers

merged into a single company; prices are qUOIcd for ordinary packs, for those of

French and Spanish type, and for tarocehi II BUI we know of no reliable evidence

that the game was still played in the southern half of the peninsula in the XVIII

century, leI alone at the present day.

• We owe Ih~ references to Thierry DepauJis. They are laken from Ihe anicle 'II giuoco a
Napoli durante il viceregno' by Giuseppe Ceci in Archil'io siorico per Ie pro>'incie nopoletone,
Vol. XXII, 1897. Tansillo'S poem is included in his Capitoli giocosi e sOlirici, ed. Marchese di
VilIar05a, wilh notes by S. Volpicclla, Naples. 1870, pp. 265-77. The promlllotica of 1586 is
given in NI/ova colleziolle de/fe pramlllal;che del Regllo di Napoli, Naples, Vol. I, 1803, p. 337.



CHAPTER 14

Sicilian Tarocchi

A firsl sight of the Toraceo siciliano, now manufactured solely by the firm of

Modiano, situated far from Sicily in Trieste, must cause greal surprise to anyone

familiar with other types or Tarol pack. Most Tarot cards are larger than ordinary

playing cards: these are smaller even than the small cards of the regular Sicilian

pallem. The pack contains 64 cards; the suit of Coins lacks the 2 and 3. and the

other three suits the cards from Ace 10 4. The designs are not those of the regular

Sicilian pallem, which is of the Spanish type usual in southern Italy; rather, they

have a general appearance of belonging to the Portuguese system. The Batons,

though having the Conn of cudgels as on cards of the Spanish system, are

inlcrlaced, as are the straight Swords. The Kings are seated and !.he lowest coun

figures in all four suits are female. Those of Swords and Balons are not being

attacked by beasts, however, but hold a bird and a flower, respectively, in their

lefl hands. Funhemlore, all the numeral eards of the suits, from 4 to 10, bear

indices in the centre aI top and bottom, those 31 the bottom the other way up:

these lake Ihe form of rectangles enclosing a numeral for Ihe rank followed by a

lener for the suit (5, B, C and 0 for Ori). The only leature that belies the

'Ponuguese' appearance is the sole Ace, the Ace of Coins. which has no dragon

on It.

There is a Fool, bUI the trump-sequence is highly surprising. One trump is

unnumbered and quite unfamiliar from other Tarot packs: it depicts a beggar and

bears a scroll inscribed M1SERIA (it is in fact the 10weSI trump). The rest bear

Arabic numerals fi-om I 1020 in the top right*hand comer. Trump I is plainly the
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Bagallo. and trumps 2 and 3 the Empress and Emperor. Trump 4 shows a female

figure with a breastplate, helmet and shield holding a banner. Trumps 5·7 are

Temperance, Fortitude and Justice: their consecutive ordering suggests a descent

from the Bolognese or Florentine tradition. Trumps 8·\0 are readily identifiable,

respectively, as Love, the Chariot and the Wheel of Fortune. Trump II shows a

man hanged, by the neck, nOI by the foot, from a tree. Trump 12 represents the

figure known in the Tarot de Marseille and the Tarocco piemontese as the Hermit,

carrying a lighted lamp. Trump 13 is Death. We expect the Devil as trump 14.

but instead we have a Ship. Trump IS shows a Tower, with no element of fire or

destruction. Trumps 16-18 are the Star, Moon and SUll, with unusual details:

under the Star is a rider apparently holding up a circle enclosing it; beneath the

Moon a girl indicates a man asleep under a tree; the Sun shines on a man

attacking another with a club. Trump 19, which we expect to show the World,

depicts Atlas holding up a blue globe. Most surprising of all, the highest trump,

20, shows Jupiter seated and brandishing a thunderbolt. his eagle standing beside

him.

Before Modiano began to produce the Tarocco siciliano, in about 1966.

the only firm to produce the pack was a small printer in Catania called Concetta

Campione, which did not make any other kjnd of playing cards (and went out of

business altogether in 1975). It had probably started to produce the pack after the

closure in 1929 of the great cardmaking finn of Guglielmo Murari of Sari; it is

almost certainly due to it that the Tarocco siciliano has survived. In Concetta

Campione's version, the 'Hermit" held, not a lamp. but an hour-glass. as it had

been in all previous examples of the Sicilian Tarot pack; the misinterpretation

was that of whoever made the new designs for Modiano. nlis was a

misinterpretation that had been made many times before in different fonns of the

Tarot pack; an hour·glass was the original object held by this figure. who

symbolised Time. The mistake in the Sicilian pack differs only in that it occurred

so late in its history.
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Some of the perplexities that this unusual Tarot pack arouses at first sight

will be dissolved when we know the history of the cards and the game in Sicily;

others will not. We may resolve one straight away. Up to J862, the standard

fonn of the Tarocco siciliano was that of a 63·card pack, without Ihe Ace of

Coins. From that year until 1975, all playing cards sold in Italy were subject 10 a

State tax; in Latin-suited packs, the Ace of Coins was printed as an empty circle

in which the tax stamp was placed. Since the Tarocco siciliano then had no Ace

of Coins, one was borrowed from the regular Sicilian pack and added to the Tarot

pack for the sole purpose of bearing the tax stamp; it did not therefore properly

belong to the Sicilian Tarot pack. It has, through inertia, remained a part of that

pack even after 1975; but it is seldom used in play.

The Sicilian Tarot pack made today by Modiano, and its predecessor

made by COllcella Campione, can both be assigned to a new standard pattern

introduced in the XIX century. It may have been established by Gaetano Cimino,

13 cards from a Tarot pack by whom, from about 1850, are in the collection of

Mr. Stuart Kaplan of Stamford, Connecticut. An almost complete example

(missing only the numeral cards of Coins numbered lower than 8) by Lorenzo di

Lorenzo was discovered by Professor Mario Di Liberto of Palenno, and is now in

the collection of Dr Alberto Milano of Milan; the 13 cards by Gaetano Cimino

tally completely with those by di Lorenzo. A complete example of what is almost

certainly an earlier version, perhaps from about 1845, made by La Fortuna and

wilh a 4 but not an Ace of Coins, was discovered by Signor Vito Arienti and is

now in the Spielkanen-Museum in LeinfeJden; this differs in certain details;1 it

may have been the inspiration for Gaetano Cimino's definitive version.2

, .
Notably, lrump 2 shows, nOI an Empress bUI a seated moustached King, and on trump 9 the

Chariot is seen from the fronl, 1101 from the side (the Modiano version shows it in Ihree-quarters
View).

2 For a detailed fe\·iew of the history oflhe ne.....er slandard paftem of the Tamcco siciliano, see
M. Dummell, 'The Laler Paltem for Sicilian TatO!S', The Playing Card, Vol. Vol. XXV, no. 3,
1996, pp. 90-7.
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The older standard panern for the Sicilian Tarot pack has left few

sUlViving examples. The Musco Pitre at Palermo possesses an incomplclc set by

Felice Cimino, whose name we know from a list dated 1828 of cardmakers of

Palermo, discovered by Franco Pratesi. A separale card gives his name and

address. The sct lacks ninc cards: the lowest unnumbered trump and trumps 2, 5

and 7. the Cavallo of Cups, and the Cavallo, Maid, 8 and 7 of Swords. The 10 of

Cups bears the date 1802 and the 7 of Cups the initials F C. There is also in the

Museo Pitre an uncut and uncoloured sheet of numeral cards, in which the 7 of

Cups again bears the initials F C., although the 10 of Cups is undated. More

importantly, the same Museum has a pair of wood blocks for printing Sicilian

Tarcl cards of the older pattern, clearly, from details of their design, for the use of

another cardmaker than Felice Cimino: together, they have the images oflhe Fool

and of all 21 trumps. The Archivio di Stato in Palenno has impressions taken

from four wood blocks for a complete Tarot pack of the older pattern. In the

Cups suit, the name F. CIMCNO appears on the 6, the initials F C. on the 7 and

the date 1805 on the 10. These impressions were made in December 1838 in

order to value the wood blocks for inheritance purposes; we may take it that

Felice Cimino died in that year. Finally, a set of cards by the cardmaker

Tuzzolino, whose name appears on the 10 of Coins, is in the collection of

Michael Dummett: it consists of a complete set of trumps (including the Fool)

and a complete suit of Coins (including the 4 but not of couse the Ace); these

cards again exemplify the earlier pattern, and may be dated to the very end of me

XVIII century. Finally. a set 0[20 cards from a Tarot pack of tile older panern by

another member of the Cimino family. whose first initial was A, is in me

collection of Stuart Kaplan: it includes seven trumps and six court cards. and was

printed from a very worn wood block. Its date is certainly after 1828, since Mr.

Kaplan discovered below the face of the 6 of Swords a fragment of primed text

mentioning that date. With the exception of one unidentifiable card, the designs

appear to coincide exactly with those of Felice Cimino, and the wood block may
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have been that which fonnerly belonged to Felice, who, as we saw, died in 1838.

We may accordingly guess the date of the pack as at about 1840.

These six items fonn a fairly sparse set of remnants of the older standard

pattern for the 63-card Sicilian Tarot pack; but together they allow us to gain a

complete knowledge of its emire composition. The suit cards confonn

completely to the -Portuguese' system: the Balons are not cudgels, bUI regular,

though notched, staffs, and the Maids of Swords and BalOns are defending

themselves from beasts Ihat are attacking them. Like the XVU-century

Neapolitan pauern discussed at the end of Chapter 13, the designs resemble the

classic Portuguese ones far more closely than do those of the Roman paltem,

withollt coinciding either with them or with those of the Neapolitan cards. The

suit cards all have indices at top and boltom, but the Coins suit is represented by

the leuer D for Denari instead of 0 for Ori. The Kings, Cavalli and Maids, unlike

their later counterparts, all have indices: the let1ers Rand C are used for the first

two, and D for Donna (rather than F lor Fantesca) for the Maids. As on the

Roman cards, neither the Queens nor the JOs bear indices. On the numeral cards,

the numeral precedes the lelter for the suit, instead of following it, as on the

Roman cards; this last feature is unchanged in the later pattern. The Tarocco

siciliano, even in its later fonn, can truly be regarded as belonging 10 the

·Portuguese' system. In facl, since the Portuguese themselves abandoned that

system in favour of the French one, it is its sole remaining representative in

Europe.

There are also considerable differences between the trumps of the earlier

and of the later patterns. In the earlier pattern, they bear Roman rather than

Arabic numerals. The earlier version of the lowest, unnumbered, trump is

labelled PQVERTA instead of MISERJA, and the box held by the beggar is

labelled IN!. On the earlier fonn of trump 111I the banner is labelled COSTANZA

(Constancy). On trump XI, the man was hung by the neck from a gibbet, not the

branch of a tree, in the earlier version. On trump XVllII, the blue globe held up
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by Atlas was covered with Slars, identifying it clearly with the celestial realm.

Finally, trump XX bore the inscription GlOVE (Jupiter). Its design differed

completely from that of its later counterpart. Jupiter was riding through the aiT on

the back of his eagle. whose wings were outspread; he had his arm around a

youthful figure, presumably Ganymede.

lbcse earlier designs clear away some obscurities, The trump designs are

plainly influenced by those of the Minchiate pack, which was in fact introduced

into Sicily at the same time as the Tarot pack: the Sicilian trump 14. il Vascel/o

(the Ship), reproduces Minchiatc trump XXI. but its presence is still enigmatic.

Trumps xvun and XX. on the olher hand, are simply c1assicised versions of the

Minchiate Mondo and Trombe. Jupiter riding through the air on his cagle has a

strong visual resemblance to the angel on the Minchiate Trombc card OyingO\'er

the city. By the lime the later standard pattern came to be devised, the Minchiate

pack was no longer in use in Sicily, and this association had come to be forgouen.

There ....'aS no Angel in the Sicilian Tarot pack, only Giove.

We owe infonnation about the early history of Tarot in Sicily to Francesco

Maria Emanuele e Gaetani, Marchese di Villabianca (1720-1802). He was a

Sicilian patriot interesled in every aspect of Sicilian life. He published twO

books, La Sicilia Nobile (thre vols.. J754-9) and Notizie SlOriche intarna agli

antichi u!fid del Regna di Sicilia (1776). But his major output was unpublished:

2S volumes of manuscript diaries and 48 volumes of manuscript Opllscali.

covering every aspect of Sicilian life, are preserved in the Biblioteca Comunale of

Palenno. One of these Opl/scoli concerns games. and it is of course that which

provides us with infonnation about the history of Tarot in Sicily.

Two entries concern us. on Tarocchi and on Gallerini: as Villabianca

explains, 'Gallerini' was the name in Sicily For the game of Minchiate. since the

latter word had obscene connotations for Sicilians. If Villabianca's infonnation

is correct, the game of Tarocchi did not spread to Sicily from the Kingdom of

Naples; he tells us that the two games of Tarocchi and of Gallerini were
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introduced into Sicily in 1662 or 1663 by the Viceroy Francesco Gaetani, Duke of

Sennonela (viceroy from 1662 to 1667); the game and cards of Tarocchi, he says,

were often known as ·Iittle Gallerini'. Villabianca explains that he used to play

both games, but that he had given up playing in 1766 because of his deteriorating

eyesight. Unfortunately, Villabianca does not give a precise account of the rules

of either game, although he mentions certain features which we shall attempt to

elucidate later in this chapter. But he makes several statements that help us to

understand the history. In his youth, Villabianca says, the Tarot pack contained

figures of the Devil and, in an obscure and not fully legible phrase, of the fate of

the soul (ilnol'issimo dell'[al1ima]); but they displeased the players, and at the

expense of the Duchessa Massa, Rosalia Caccamo, these were changed into the

Ship (i1 VasceUo) and the Tower.3 We must suppose that trump XV, which

subsequently showed a Tower not in process of destruclion, originally resembled

Minchiate trump XV, showing a woman being dragged into hell by a demon.

Rosalia Caccamo was the wife of Cristofaro Massa, Duke of Casteldaci. She

probably paid for these changes to be made in about 1750. Villabianca tells us

that the game of Gallerini was becoming rare at the time he was writing, which

was probably in about 1786. The game of Tarocchi was usually played four

handed, he says. For the three-handed game, known as Tarocchini, the pack was

reduced by the omission of the lowest cards. He does not says how many were

omitted, but we may take it that this explains the reduction of the pack from 78 10

63 cards. Presumably, after Villabianca's time, the three-handed game gained so

much popularity that cardmakers stopped making 78-eard packs. Sicily shares

with Frmce the distinction of ranking the numeral cards, in all four suits, from 10

.J A lempi della mia ela Villabianca rappresentavasi ion quesle Carle di Tarocchi Ie figure del
demonio e dd novissimo dcll'lanima). ma perche qucsti davan piutloslo mOlivi di tristezza ai
Giuocatori che f...1 fur- abbolili, e cambiati nelle figure del VascelJo, e della Torre a spese Idellaj
duchessa Massa Rosalia Caccamo, che n~ fe' fare apposta spente. Square brackets indicate words
difficult or impossible to n:ad. 1be curious phrase Ma' tempi della mia eta Villabianca" also
OCcurs in the section on chess. where it refers to the reign, from 1755 to 1773, but effectively only
to 1768, of tile Viceroy Fogliani.
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dO"71wards. so that !.hose from Ace to 3 or 4 were really the lo\.",est in each suit.

h is interesting that, while the full 78-card pack survived, the reduced pack was

known as Tarocchini. just as the 62·card pack was known as Tarocchino in

Bologna. Villabianca's account thus resolves certain perplexities: the elimination

of the lowest-numbered cards of the suits and the presence of the Ship where we

should expect the Devil. It does not explain the most pU7...zling feature - the

presence ofan unnumbered card below Ihe trump I: Villabianca refers to the card

known as la Poverta without comment or special explanation.

The Tarot pack introduced in 1662 probably had suit cards of

'Portuguese' type, since it is most likely to have come from Rome; although

Gaelani had previously served a term as Viceroy of Milan. Sermoneta is close to

Rome and it was the Roman version of the game that he probably knew best.

(This may help to c.xplain the absence of the Pope and Popess from the Sicilian

pack.) One might well suppose that this would account for the use of the

Portuguese system for the suit cards of the Sicilian Tarot pack. But the

supposition would be mistaken: Ihe Portuguese system was already in use in

Sicily for the regular pack before 1662. This is proved by a sel of seven cards in

Ihe Museo Pitre, dated 1639. They are of indisputably Portuguese type. and

consist of the Cavallo and 7 of Swords. the King and 6 of Batons, the 7 and 4 of

Cups and the Ace of Coins (with a dragon): all have indices. enclosed in

rectangles, in the centre at top and bottom. with the numerals preceding lhe letters

for the suits (D for Coins), and wilh A for the Ace. The Portuguese system was

therefore already in use in Sicily when the game of Tarot was introduced:

certainly during the XVII century, and very likely before Ihat. Whether the

invention of the indices occurred in Sicily or in Rome we carulot say. It seems

somewhat more probable that it spread from Rome to Sicily than in the reverse

direction; in either case. it bypassed the Kingdom of Naples.

A famous complete 48-card regular pack of Portuguese type to the

Bibliotheque Nationale in Paris supplies confimtation to the hypothesis that the
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Portuguese pattern was used in Sicily for regular packs in the XVlI century. The

maker's name, A. lnfirrrera, is on the 4 of Cups, and the date, 1693, on the 2 of

Coins. The Maids of Swords and Batons are fighting ofT beasts auacking them.

The cards have the familiar indices at top and boltom, with 0 used for the Donne

(Maids) and for Denari (Coins), and nwnerals preceding letters. All the Kings

bear Maltese crosses on their breasts, and the 4 of Coins shows the coat of arms

of Adrien de Vignacourt, Grand Master of the Order of St. John of Malta from

1690 to 1697. It has therefore long been assumed that the pack was made for

Malta, perhaps for the Knights of St. John themselves. A very similar, but

incomplete, pack is in the U.S.P.C.c. Playing-Card Museum in Cincinnati: the

Kings again bear Maltese crosses on their breasts, and the backs are inscribed LA

FORTUNA, evidently the maker's trade-name. In the absence of the 4 of Cups

and 2 of Coins, there is no date. We can assign these two packs to a distinct

Maltese standard pattem. A remarkable recent discovery has brought to light a

great many other examples of the Maltese pattern and has shown that Infirrera

himself in fact lived and worked in Malta, since one card bears his name on its

back. So far as appears, none of the cards discovered is from a Tarot pack: but

what makes the Maltese pattern of interest to us is that, apart from its distinctively

Maltese features, it closely resembles the suit cards of the older Sicilian Tarot

pattern. While it was occupied by the Knights of S1. John, Malta continued to

remain closely connected to Sicily: in the Maltese panern, we are surely seeing

something deviating only slightly from just the kind of playing.-eard pack used in

XVII-cenlUry Sicily.

The discovery was made by Dr Joseph Schiro, Director of Studies at the

New Malta Centrc for Restoration, subsequently assisted by Mr Trevor DelUling.

·TI1C original lind was of 26 cards from eleven different packs kept between two

glass plates marked "Cards used by Knights 1609". A notice in the bulletin of the

Maha Historical Society has brought many more examples orthe Maltese pattern

to light: IWO complete 40-card packs. some wood blocks, and a very large number
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of individual cards, whose backs bear various names including lA FORTUNA; a

few of these, ranking 8 or 9, must have come from 48-card packs. One 2 ofCoins

bears the date 1696. The most surprising fact is that one of the complete packs

carries on the 4 of Coins the coat of anns of the Grand Master de Rohan, who

reigned from 1775 to 1797. Evidently the Maltese pattern survived until the last

quarter of the XVIII century. by which time the Portuguese system had surely

long been abandoned in Sicily itself in favour of the Spanish one for use in

regular packs. It seems that Malta was the last part of Europe other than Portugal

itself to have gone on using time the Portuguese system for anything but Tarot

packs.

The game of Tarocchi seems to have been popular throughout Sicily

during the XVIII century, particularly among the aristocracy. An edict of 1736

declares the game lawful, if played simply for enjoyment (per sempfice

dh'ertimclllo), thm is, not for money. An ediet of 1743 regulated the manufacture

and sale of larocchi and playing cards. A four-page XVIlI-century booklet, n
Giuoco dei Tarocchi, discovered by Franco Prntesi, mornliscs the game and

describes it as much played in Palermo. A document also found by Prates! shows

that Sicilian taxes on Tarot cards in the years 1838-52 amounted to a modest 2%

of the total of taxes on playing cards. An edict of King Ferdinand n in 1844

mentioned tarocchi as one of four types of playing cards permitted. We know

that various different Sicilian cardmakers produced Tarot packs in the XIX

century - A. Cimino, Gaetano Cimino. lorenzo di lorenzo, 'La Fortuna' and the

unnamed maker of a sheet of the early I840s in the collection of Signor Silvio

Berardi of Bologna. Players 3t Barcellona Pozzo di Gotto say ~ or used 10 say 

Ihat the game was brought to their to\l,'ll at the beginning of the XX century by

players from Palermo. It seems that Tarot remained well known in Sicily from

1662 until the 19OOs.

It is not well knO\\'ll now on the island. Hardly anyone in Palermo. or in

most Sicilian cities and towns. has ever heard of it. The Tarot tide has gone out;
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but it has left four rock pools - four small towns where the game continues to be

played and to be cherished as a local tradition; the players in each town seem at

best dimly aware that the game is played in any of the other three tovms. The

four towns are Barcellona Pozzo di G0I10, Tortorici, Calatafimi and Mineo. In

these, and nowhere else, the game of Tarocchi is played in differem ways but in

accordance with conunon basic rules. In the rest of the chapter we shall describe

the game as played in each of these four places, and then revert to hypotheses

about the manner of play in the time of Villabianca.

General rules of Sicilian Tarocchi

Terminology

Trump 20 is called Giove (Jupiter) and trump 19 is called la Palla or Balla (the

Ball) or l'Aflallle (AlIas). Trump I is called i Picciol/i (the lillie ones) or i

Bagol/i. The Fool is called il Fuggi/ivo (the Fugitive): in Sicilian u FujulU (stress

on the second syllable). The lowest trump is called la Miseria. Trumps are

called collectively tri01'.fi. briscole or nllmeri. The top five trumps, from the 16

(the Star) to the 20 (Giove), are called collectively aric. The Maids (the lowesl of

the four court cards) are called Donne.

Poin/-I'a/lies

The cards are always counted in threes. Two odd empty cards count 1 point, one

odd empty card counts nothing. The individual point-values dilTer from those in

all OIher fomlS of Tarot; they are:

Trump 20 (Giove)
Trump 19 (Ia Palla)
Trump 18 (il Sale)
Trump 17 (In Luna)
Trump 16 (Ia Stella)
Trump I (i Piccioni)
The Fuggitivo
Each King
Each Queen
Each Cavallo
Each DOIUla

10 points
5 points
5 points
5 points
5 points

10 points
10 points
5 points
4 points
3 points
2 points
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There are 5 points in addition for winning the last trick. There are thus 109 points

in all. Cards worth 10 points are called collectively diecine or decine; those

worth 5 points arc called cinquine.

Discard and play

A pack of63 cards is normally used. omitting the Ace of eoins. In all fOUf SUiIS,

the 10 ranks immediately below the Donna, followed by the 9 and so on

downwards. The Miseria is the lowest trump, ranking below the trump I

(Piccioui). When a discard is made. cards worth 10 or 5 points may never be

discarded, although court cards below the King can be; trumps cannot be

discarded unless they have 10 be, but, if they are, they do not need to be declared

or shown. The usual rules of play are followed. and the Fuggitivo serves as

Excuse wililOUI exchange; it is not played to the centre of the table, but simply

added face down to the pile of cards won in tricks. If the player or side has so far

won no tricks, it is placed face up until a trick is won; if this never happens, it

must be surrendered at the end of the hand to whoever won the trick 10 which it

was played. The Fuggitivo may not be led to a trick. save when it is perforce led

to the last trick; in that case, the suit in which that trick is played is detennined by

the card played by the second player.

Barcellona Pozzo di Gouo lies on the north coast ofSicily, in the province

of Messina. The game is probably a comparative newcomer there; since, unlike

elsewhere, the Ace and 4 of Coins are sometimes both used in play. it must have

arrived after 1862, when that card was first added to the 63-card pack. Tradition

dates the introduclion of the game [0 the very early years of the XX century. BUI

enthusiastic players remain faithful to it.

14.1 Three·handed Tarocchi (Barcellona. present dav)

A 63-card pack is used. including the Ace. but 1101 the 4. of Coins. The dealer

gives 20 cards to each of the three players in four rounds of five, and puts the last
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three cards, called i/ mOille (the mountain, in Sicilian II //IUlUi), face down in the

middle of the table, The player to the dealer's right may then say either "Vado

solo'" or "Passo". If he passes, the next player has the same choice. If either goes

solo, the bidding is over; the solo player picks up the three cards of the mOn/e,

shows them to his two opponents, adds them to his hand and discards three; he

will then play alone against the other two who are temporary partners. In all

cases the player to the right of the solo player leads 10 the first trick. If both the

first two players pass, the dealer has three options. He may pick up the monte and

say "Questa partita giocatcvela insicme" ("You must play this hand as partners"),

meaning that he will go solo. Or he may take the monte but indicate that each of

the three players is to play for himself. In both cases the dealer shows the cards

of the monre to the other two and discards, the discard of course belonging to him

at the end of the hand; and in both cases the player to the right of leads to the first

trick. Finally, the dealer may pass without picking up the moflfe; he does so by

throwing down his hand, in which case the others also throw in their hands and

there is a new deal by the next dealer.

When a Solo is played, the opponents place the cards they win in tricks

face down in a single pile. When either of the opponents has the lead, he may

infonn his partner (and, ofcourse, the solo player) of his possession of the Giove.

If he has the Giove and another high trump, he may use a conventional expression

to convey the fact. Ifhe has the Giove and either the 19 (Palla) or the 18 (Sale),

he may indicate this by saying, "Batto" ("I strike'). Ifhe has the Gio\'e but not the

19 or 18, he may say simply, "1·10 il 20" C"I have the 20"'). To show that he does

not have the Giove, he may say "Non batto".

At the end of the hand, the solo player has won if he has more than 55

points. In this case, he marks a positive score of four times the difference

between his poinHotal and 55; the opponentS each record a negalive score of

twice the difference between their combined poinl-Iotal and 54. The three scores

will thus add up to O. Conversely, if the solo player has less than 55 points, he
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records a negative score of four times the difference from 55, while each

opponent records, as a positive score, twice the difference between their

combined poinHolal and 54. If the solo player has exactly 55 points, nobody

scores.

When the first two players pass and each plays for himself, the dealer

marks the difference. positive or negative. between his point-total and 37 points.

while each of the other two marks the difference. positive or negative. between

his point-total and 36 points.

Variants

Some play that if the first two players pass in the bidding, the dealer has

no right to go solo, but must choose between annulling the deal by

throwing down his hand without picking up the monle and taking the

monte and lcuing each player play for himself, the player to his right

leading to the lirsttrick.

Some allow other conventional expressions whereby a player may infonn

his partner ofa strong hand. One who has the Giove and two of the 19. 18

and 17. may say, ·'Batto forte" ('I strike hard'); if he has the Giove and

three other arie, (16-19), he says, "Sfondo·· ('I break·); and ifhe is lucky

enough 10 have all five arie, he says, '·Sfondo i tavoli" ('I break the

lables').

Some do not require the //lollfe to be shown.

For some the declarer ofa solo leads to the first trick.

Some play that a solo player receives or pays only double, not four times.

the difference between his point-total and 55, and that the opponents each

payor receive the simple difference between their combined point-total

and 54.

The next game is the only fonn of Sicilian Tarocchi in which the whole

pack, as now manufactured. is used.
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14.2 Four·handed Tarocchi (Barcellona, present dav)

A 64·card pack is used, including both the 4 and the Ace of Coins. The game

may be played either with fixed partnerships, partners facing each other across the

table, or with each of the four players playing for himself; the procedure in either

case is the same. The dealer gives 16 cards to each player, in four rounds of four.

There are therefore no eXira cards and no discard. The player to the dealer's right

leads to the first trick. At the end of the hand, the cards are as usual counted in

threes; two odd cards count I point, one odd card counts nothing. When there are

partners, the winning side simply marks, as a positive score, the difference

between its point-total and that of the opposing side. When each plays for

himself, each marks, as a positive or negative score, the difference between his

point-total and 27 points. (This will not always have the effect that the scores add

up to 0.)

Tortorici IS also in the provmce of Messina, but lies a considerable

distance inland. The game has clearly been played there for a long time. The

name .Vanta' , used for the three·handed game, properly belongs to an older fonn

that has now died out. There are many circles oftarocchi players in Tortorici, and

many variations of rules alllong them.

14.3 Vanto ITortorici. present davi

Deal and bidding

This is a game for three players. A pack of 63 cards is used; nowadays the Ace of

Coins is relained as the lowest card of thaI suil and the 4 is set aside. As in game

14.1, the dealer gives 20 cards to each player in four rounds of five, and putS the

last three cards face down in the middle of the table to fonn the l1lollte or //lullti.

Each player in tum, beginning with the one on the dealer's right, may now make a

bid or pass. There are only two positive bids, "Chiamo" and "Vado solo" ("Vaju

sulu" in Sicilian). The second is higher tlwn the first; it is legal to make it even if
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no one has said "Chiamo", but there is lillie advantage in doing so. In practice,
the player to the dealer's right almost invariably opens the bidding by saying

"Chiamo". If an earlier player has said "Chiamo", a subsequent player who is

content to pass says "Bene". Ifno bid of "Vado solo" is made, a player who has

said "Chiamo" becomes declarer and must play at Ihat [evel, that of a Chiamato.

But if, after a bid of "Chiamo" has been made. a subsequent player wishes 10

make a positive bid, he must of course say "Vado solo"; the player who bid

"Chiamo" then has the option of either saying "Va bene", so allowing the

subsequent player to become declarer in a Solo game (Solita). or saying "So[o

io", thus asserting his prior right to become declarer in a Solo. Both in a Solo and

in a Chiamata. the declarer takes the three cards of the monte and discards three

under the usual constraints.

Play

In a Solo the declarer of course plays against the other two who are temporary

panners and keep the cards they win in a single pile; the declarer leads to the first

trick. In a Chiamata, each plays for himself; the player to the declarers right

(who will nonnally the one to the dealer's left) leads to the first trick. Play takes

place under the usual rules.

Scoring

At the end of the hand (il/cata), the cards won in tricks (pigliate) are counted in

threes. In a Chiamata, the declarer marks as his score, positive or negative. the

difference between his point-total and 37, while each of the other two marks the

difference, positive or negative. between his total and 36. In a Solita, the declarer

marks twice the difference, positive or negative, between his total and 55. while

each of the opponentS marks as his score, positive or negative. the difference

between their combined point-total and 54. If the solo player makes cappoltO.

that is, wins all the tricks, the opponents must surrender the Fuggitivo (here called

in Sicilian 1/ Frusta/Ii); of course he could not have won all the tricks if he had
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had that card himself. In this case his poinHotal will be 109, and he will score

108 game point's (twice 54).

There is also a four-handed game, although the three·handed onc is

preferred. The use of the Ace instead of the 4 of Coins does not indicate a recent

introduction of Tarocchi into Tonorici, but only a disregard for tradition.

14.4 Four-handed Tarocchi (Tonorici. present day)

The game is played with 63 cards, including the Ace but not the 4 of Coins.

There are fixed pannerships, panners facing each other across the table. The

dealer gives 15 cards to each player in three rounds of five cards. In each of the

first twO rounds of the deal, the dealer may, at his choice, expose one card given

to each player, in order to increase infonnation about the players' holdings.

During the course of the deal, the player to the dealer's right may, if he chooses,

tell his panner about imponant cards that he holds. If he does not exercise this

right, no other player may do the same; but, ifhe does so, the dealer's partner may

tell about imponant cards he has. It is not lawful, however, to announce

possession of more than two Kings, even if one has three or all four. If the player

to the dealer's right has spoken, the third player has the option of saying either

"Mischio" (shurne), indicating that he would like to abandon the hand, or

"Tengo" (hold). If he says "Tengo", the dealer completes the deal and the hand is

then played; if he says "Mischio", the dealer may either throw his hand in,

reshume and redeal, or cominue the deal, in which case the hand is played out.

At the end of the deal, the dealer takes the three remaining cards for himself,

without showing them to the other players. and discards three. The player to the

.right of the dealer leads to the first trick. At the end of the play, the dealer and his

panner record, as game points, the excess (if any) of their combined point-total

over 55. and their opponents record the excess (if any) of theirs over 54; a couple
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that has not attained the required total scores nOlhing. The rubber (par/i/o) ends

when one couple has gained 50 game points (or 51, by initial agreement).

Varia11l

Some allow that if, after two rounds of the deal, the player to the dealer's

right has announced good cards that he has, the dealer's partner may cede

the right to do this to the dealer. In this case, the third player then has the

right to say either "Mischio" or "Tengo"; if he says "Mischio·'. the

dealer's partner now decides whether the deal is to continue or the hands

are thrown in for a new deal.

A more complicated fonn of Vanto, which has the true claim to that name,

was played in Tortorici up about 1930. We owe a description of it to the great

kindness of the late Avvocato Gaetano Franchina, who had played it in his youth

and preserved a wonderful memory of its roles.

14.5 Vanto <Tortorici. original fonn. up to c. 19301.

Deal and discard

There were three players. The 63-card pack was used, including the 4 but not the

Ace of Coins. There was a plate, constituting a pool, to which all contributed

equally at the start of pia)', and whenever it became empty. a sum equivalent to 10

game points. The dealer gave 20 cards to each player in four rounds of live cards

each; he had the right, at the end of the first round of the deal. to look at the card

at the bottom of the pack. After dealing all the cards. the dealer placed the last

three cards face down in the centre of the table. It was 10 be agreed before the

deal began whether the player who obtained these three cards had to show them

to the others or not. At the end of each of the first three rounds of the deal. any

player had the right to declare that he wished to play Solo; after the final round.

no one any longer had this right. A player who declared "5010" after the first

round of the deal was called a solisra di cinque: one who did so after the second
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round a solisla di dieci. and one who did so after the third round a so/ista di

quindici. One who had declared "Solo" and had in his hand all three cards worth

10 points - the Giove, Fuggitivo and Bagotti - had the right to declare scommessa

either in the same round of the deal or in a later ones, but not in the last round of

the deal. This meam that he undertook 10 have all three decine among his tricks

at the end of play. Since the Giove and Fuggitivo could not be lost, this

amounted to a declaration to bring the Bagotti home. When the deal was

finished, a player who had declared Solo took the three cards in the centre of the

table, showing them to the others or not according to agreement, and discarded

three under the usual constraints. He then had the right, if he wished, to declare

an intention of winning the last trick. Whether he did so or no, he then led to the

first trick. If no Solo had been declared. the player on the dealer's right said

"Chiamo" - there being no point in passing - and took the three cards in the same

way, discarding three. In this case he then led to the first trick.

Play alld scorillg

Play followed the usual rules, and was conducted in complete silence; no

signalling was allowed. A Solo player was of course playing against the other

Iwo players in temporary partnership. If he captured a cinquinQ - a King or an

aria (trump 16 to 19) - from the opponents, each immediately paid him 5 game

points; if he lost one of these cards to them, he immediately paid each of Ihem 5

game points. He must make 55 points to win the hand. A soJisJa di quindici,

who had announced Solo after the third round of the deal, received from each of

the other two players, ifhe won. as many game points as he had points above 55;

ifhe lost, he had to pay each of them as many game points as he had points below

55. For a solista di died, who had announced Solo after the second round of the

deal, these payments were doubled; for a solista di cinque, who had announced

Solo after the first round of the deal, they were trebled. If the Solo player had

announced that he would win the last trick, and did so, then. as well as the 5

points for the lastlrick, he took allihe contents of the pool on the central plate; if
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he failed, he doubled the contents of the pool. If he had announced the

scommessa, and succeeded, each opponent paid him an additional 5 game points

if he made the announcement after the third round of the deal, IO if he made it

after the second round. and 15 if he made it after the first round. If he failed, he

paid each opponent the same amount. If, at the end of the hand, thc Solo player

had all four Kings among his tricks. each opponem paid him an additional 10

game points; if the opponents had between them all four Kings among their

tricks, he paid each oflhem 10 game points. The same rule applied to having all

four arie other than the Giove (trumps 16 to 19). 1fno Solo was announced, each

played for himself. The player on the dealer's right. who had said "Chiamo" and

received the three eXIra cards, received or paid, in all, as many game points as the

difference between his point-total and 37; each of the others received or paid, in

all, the difference from 36. Any player who captured a King or an aria from one

of the others was immediately paid 5 game points by that other. An oddity of this

game was the so-called remOl1e, consisting of trumps 13, 14 and 15. A player

who had this combination in his hand could declare it before first playing one of

them by saying "Questa vi saluta"; he then received 5 game points from each of

the other players, even if he was one of the two opponents ofa Solo player: he did

not have to bring these trumps home in order 10 gain this bonus.

The hill town of Mineo, in the province of Catania, was once the capital

of the hero Ducezio (c. 489-440 B.C.), the leader of the Siculi against the Greeks.

It has preserved a variety of Tarocchi that must resemble the game as played in

the time of Villabianca more closely than thai played in any other of the four

towns. There are also a few players in nearby Grammichele and Palagonia. who

play after the manncr of Mineo. The three-handed game is the more popular

foml.
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14.6 Three·handed Tarocchi (Mineo. present dayt

387

Nomenc/a/ure and deal

A 63-card pack is used, without the Ace of Coins (called a siccia = the cuttlefish

in Sicilian). Trumps are called /nmji, trump 19 a Badda and trump 2 u

paparieddu. Batons are called mazze and empty cards without point-value

scarlini. The dealer, called cortaro, gives 20 cards to each orthe three players in

four rounds of five cards; before starting, he may look at the bottom card of the

pack. Having finished the deal, he puts the last three cards face down in the

centre or the lable 10 [ann the monte, and at this stage may look at all three. After

each of the first three rounds of the deal, the players' hands may be thrown in and

the deal abandoned, but only if alllhree players agree. At the end of a round of

the deal, a player may indicate his desire to bring the deal to an end by saying

"Mischio" (Shuffle), or by holding his cards together and scraping them along the

side of the table; but one who wishes the deal to continue can make sure that it

does by saying, "AlIre cinque" ('Another five'). lfaH agree to abandon the deal,

the next dealer in rotation starts to give out the cards. After the first round of the

deal, a player may say "Vado solo", thus becoming the declarer in a Solo game.

In this case, the deal must be completed; before giving out any more cards, the

dealer hands to the Solo declarer the three bottom cards of the pack, which he

thcn shows to the other two players. Such an event is called stata (dark) in

Sicilian.

Bidding, discard and dec/orations

When the deal has been completed, one who declared a Solo after the first round

of the dcal must discard three cards under the usual constraints; having done so,

he S;ays "Fallo e". If no such declaration was made, each player in tum has the

right to become solis/a (declarer), playing alone against the other two in

temporary pannership; this is done by saying "Vado io" (or equivalenLly "Vado

solo" or "Vediamo chi c'e"). Starting with the player to the right of the dealer,
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each may either pass or say "Vado io'"; as soon as this is said by any player, the

bidding ceases, there being no higher bids. If all pass, there is a new deal by the

next dealer. [fthere is a declarer, he lakes the three cards of the mOille; unless he

is the dealer, he shows them to the other two players and then discards three cards

under the usual constraints, but the dealer need not show them. In practice, a

declarer never actually says "Vado io", but simply picks up the three extra cards,

thereby making plain his intention. Before play begins, the $olista has the right to

announce a scammessa. By this he undertakes to have all three decine - the

Giove, Fuggitivo and the Picciotti - among the cards he has won in tricks al the

end afthe hand. The first two he can only have ifhe has them both in his hand

already, and is then certain to have them at the end: so his declaration expresses

his intention either to bring home or to capture the trwnp 1. Whether the declarer

has announced a SCQmmessa or not, either opponent then has the right to

announce rivaflfo: this is an undertaking that one or other opponent will win the

last trick.

Play

The player to the righl of the declarer leads 10 the first Irick. Play is under the

usuallllles. Note that it is never lawful to lead the Fuggilivo. except perforce to

the last trick; this can happen only if the player holding tlte Fuggitivo finds it

unexpectedly impossible to get off lead. An opponent of the declarer may suggest

10 his panner what suil to lead by means of conventional expressions. Thus he

may say "faglio" to advise him to lead a card of a suil in which the declarer is

void; "10 stcsso gioco" advises a lead in the same suit as the preceding trick.

"gira", "altro gioco" or "un gioco nuovo" a lead in a new suit, and "un giOCo

nuovo nuovo" a lead in Coins. The suit to be led may never be actually named,

but the expressions "il primo gioco" and "i1 secondo gioco" may be used to

indicate respectively the suit first led and the suit next led. Moreover, the player

may add <omi fid u Ret> or "mi fici a Regina" to convey. respectively, thai he has

the King or the Queen of the suit whose lead he is advising. The player with the
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lead may say "posso lomare" to indicate thai he is ready to lead the same suil.

When one opponent has made his lead, his partner may ask to be told how many

cards of that suit, and what court cards, he still holds, by saying "Quanta ti ni

mancano?". One of the opponents may say "trunfu" to advise his partner to lead

a trump; the partner may ask "grossu a picciriddu?" to find whether it should be a

high trump or a low one. The partner may add "mi vania" to convey that he has

the Giove, or "mi rivanto" that he does not have il. Holding one's cards before

one's chest indicates possession of a Queen.

Scoring

At the end of the hand, the cards won by the two sides are counted in threes, with

the usual 5 points for the last trick. If the declarer had the Fuggilivo (for which

no exchange is given), he will have one odd empty card, which counts nothing. If

the opponents had the Fuggitivo, the declarer will have IWO odd empty cards. If

he has 54 points on the other cards, he has obtained Ihe minimum point-tolal

needed 10 win, called the rimal1ura, namely '54 points and IWO cards' (more

simply expressed, he has 55 points). Game points are assigned to the players in

accordance with several different feats achieved in play. If the declarer has

achieved the feal, he receives the premium from each of the other two; if the

opponents have achieved it between them, they each recei\'e the same premiwn

from him. The various feats are:

rimaflura - 1 game point for winning the hand (the declarer has won if he has at

least 54 points and IWO cards, the opponcnts havc won ifhe has less);

ramo e rimtlto - I game point for winning the last trick if the opponents did not

announce "rivanto", 2 game points if they did;

pigliaw - I game point for each capture of any of trumps 19, 18, 17, 16 and 1

(these premiullls are paid immediately the capture takes place);

scommessa - if the declarer has announced "scommessa", and given Ihat he has

the Gio\'e and the Fuggiti\'o, I gam~ point 10 him ifhe captures the trump I or

brings it home and I to each opponent if they capture it or bring it home;
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quattro Re - I game point to a side that has all four Kings in irs tricks;

ode - I game point to a side that has all four arie below the Giove (trumps 19.

18, 17 and 16) in irs tricks, and 2 game points if it has the Giove as well.

If the dedarer announced Solo after the first round of the deal, all premiums are

doubled.

Variant

In Palagonia, a player is allowed 10 announce that he will play solo after

any but the final round of the deal. Ifhe does, all scores are doubled.

A four-handed fonn of Tarocchi is also played in Mineo.

14.7 Four·handed Tarocchi (Mineo. present day)

The game is similar 10 the three-handed form 14.6. Each of the four players

receives 15 cards in three rounds of five cards. [t is possible for a player 10 say

"Solo" after the first round of the deal; he will then be declarer in a Solo game.

In this case he is immediately given the last three cards of the pack, which he

shows to the other players; he discards three cards under the usual conSlraints

when the deal has been completed. Ifno one said "Solo" after the first round of

the deal, then, when the deal has been completed, Ihe last three cards are placed

face down in the middle of the table. The bidding then takes place. Starting with

the player to the dealer's right, each player may pass or make a positive bid. The

lower of the two positive bids is "Chiamo", the higher "Solo"; once "Chiamo"

has been said, a later player must say "Solo" or pass; but "Solo" may also be used

as an opening bid. Bidding ends when anyone bids "Solo" or all four players

have spoken. If the declarer said "Solo" during the round orbidding, he takes the

three cards of the monte, showing them to the other players, and discards three

under the usual constraints. A Solo declarer of course plays alone against the

other three. The player to his right leads to the first trick. If the declarer said

"Chiamo", he calls a card that he does not have. which can be the Giove or an)'
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other aria down to the 16. The player holding this card becomes his partner but

does not announce the fact. It is lawful for the declarer to call a card that he has

in his hand, in which case he will play alone against the other three, who will not

at first realise this. Only after having called a card does the declarer take the three

cards of the mOllie; if the card he called proves to be among them, he is

compelled to play alone against the other three. When the declarer has discarded,

the player to his right leads [0 the first trick. It is customary for a player, during

lhe round of bidding, not to say "Chiamo", but 10 name the card he intends to call,

say "Giove" or "Palla"; of course he may be overbid by another player saying

'·Solo·'. Ifall four players pass in the round of bidding, the player who holds the

Giove takes lhe three cards of the monJe, showing them to the Olher players, and

discards three under the usual constraints. He then calls the highest trump lhat he

does not have, and its holder becomes his partner without announcing the facl. In

every case, the player who received tbe three cards of the mollfe has the right to

announce a scammessa, and any of his opponents the right to say ·'rivamo". The

declarer, together with his partner if any, must make at least 54 points plus two

cards to win the r;malfura. The scoring is exactly as in game 14.6: when one

plays against three, the declarer pays or is paid by each opponent; when there are

two couples, each member of a couple pays or is paid by one member of the

other. As before, all scores are doubled when Solo was declared after the first

round of the deal.

In Calatafimi, in the provlllce of Trapani, Tarocchi is emhusiastically

played, principally at the Circolo 15 maggio, which takes its name from the date

on which, in 1860, Garibaldi's Thousand defeated 3,000 Bourbon troops on a

plain a little to the west of Calutafimi. At Barcellona Pozzo di Gouo, Tortorici

and Mineo lhe Tarocco siciliano manufactured by Modiano is now used. But

these are the only places on the island where that pack is sold for use in play; the

Sicilian representative of Modiano has assured us of that. Yet there is an
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enthusiastic school of Tarocchi in Calatafimi in the province of Trapani; the town

is now officially known as Calatalimi Segesta. after the nearby ruined ancient

town with its well-preserved temple and theatre. The players use the Tarocco

piemontese, very different from the Tarocco siciliano. The explanation is that.

when the finn of Guglielmo Murari ceased production in 1929, players in

Calatafimi never became aware of the Sicilian Tarol cards produced by Concena

Campione of Catania. They therefore took to playing with the Tarocco

piemontese as the best substitute they could find. Allhough they have now

become aware of the Tarocco siciliano manufactured by Madiaoo, they continue

to play wjth the Tarocco picmontese, preferring the larger size of the cards. They

discard the Ace to 3 of Coins, and the Ace to 4 of the other three suits. They rank

the trumps in numerical order, from the I up to the 21, but, in defiance of the

images they depict and the names (hey bear, call them by the names of the trumps

of the Tarocco siciliano that correspond in rank. Thus the 21 (the World) is

called Giove, and the 20 (the Angel) the Palla. Trump I (the Bagauo) is called

the Miseria and is without point-value and trump 2 (the Popess) is called the

Picciolti and is worth 10 points. This might be called the Popess's revenge. She

has so often been suppressed from various forms of the Tarot pack;4 but here she

has been promoted to have a high point-value. We may say that the players of

Tarocchi in Calatafimi play spiritually with the Tarocco siciliano, but physically

with the Tarocco piemontese, and we shall for convenience describe the

Calalafimi game as if it were still played with the Tarocco siciliano, instead of

with its ghosl. Where the players in Mineo have most faithfully preserved (he

original form of the game, as recorded by the marchese di Villabianca, those in

• She was suppressed from lhe Minchiale pack. rather than being securalised, like the Pope: she
was suppressed. with the olhu Papi. from the Tarocco bolognese in 1725, when Ihe Popi w~
replaced by Moors; she was replaced by Juno (and the Pope by Jupiler) in Ihe Tarot de Besan~n.

used by German-speaking players outside Italy; and she was replaced by Ihe Spanish Captain (and
the Pope by Bacchus) in the so-called Belgian Tarot.
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Calatafimi have been the mosl inventive in introducing new variations. Their

preferred fonn is thai with four players.

14.8 Four-handed Tarocchi (Calatafimi. present day)

Deal and bargaining

Suits are known as merei; that of Coins is called Oremi or Aremi. Before dealing,

the dealer may look at the bottom card of the pack. He then gives ten cards to

each of the four players in two rounds of five. The players look at their cards, and

there follows an interval of bargaining, to establish agreements, called patti, on

the level of payments each will make or require to abandon the deal. The players

speak in any order; the bargaining is usually opened by a playcr who has poor

cards and offers a cenain number of game points, called morel/e, to abandon the

deal. (The highest number of game points is nonnally 8; 10 in an extreme case.)

Another player may then offer another such sum; the expression "Mi stnco" can

be used to indicate that a player does not yet wish to say anything. A player

content to abandon the deal without paying or being paid says "Mcscolate"

('Shume'), or "Mescolo" if he is the dealer. A player with good cards who has

not yet spoken must decide whether or not to accept the total of game points

offered and so abandon the deal. lfhe accepts, he says "Prendo"; ifnot, he says

"Tengo", and the dealer gi\'es out the last fh'e cards to each player and pUlS the

last three cards face down in the centre of the table.

Example

Player A offers 6 game points, player B says "Mescolate" and player C

offers 2 game points. Player D must now decide whether or not to have

thc deal abandoned for;) payment to him of 8 game points. If he decides

to do so, he says "Prendo": 8 game points are added 10 his running total, 6

subtmcted from A's and 2 subtmcted from C's. The cards so far dealt are

thrown in, and there is a new deal by the same dealer. But if D is not
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willing to abandon the deal for 8 game points, he says "Tengo" and the

deal is completed.

It can happen that. when fewer than three players have yet spoken, one player

feels willing to abandon the deal for a payment less than the total so far offered.

If so, he says how many game points he will accept. The last player to speak will

have to decide whether or not to accept the payment that remains.

Example

Player A otTers 5 game points, and player Coffers 4. Player B says he

will accept 3 game points. Player D now has to decide whether to accept

the abandonment of the deal for a payment to him of 6 game points (5 + 4

- 3 :::: 6). If he will, he says "Prendo"; the deal is abandoned, 5 game

points are subtracted from A's running IOlal, 3 added to B's, 4 subtracted

from C's and 6 added to D's. If not, he says "'Tengo" and the deal is

resumed.

Bidding

When all have looked at their cards, the dealer asks if any player wishes to play

Solo against the other three. The prior right 10 do so belongs to the earliest player

in anticlockwise rotation from the player on the dealer's right. If any of the three

other than the dealer wishes to do so, he picks up the three cards from the centre

of the table, shows them to the other players and discards three under the usual

constraints. If none of them does. the dealer may choose to play Solo: he picks

up the three cards from the centre of the table, but does nor show them to !.he

other players; he then discards three cards under the usual constrainlS. If no one

wishes to play Solo, the dealer again picks up the three cards without showing

them. and discards, There is then a round in which players speak in order to

decide partners, Slatting with the player to the dealer's right, each player may say

either "Twenty" or "Zero". He may say "Twenty"' only ifhe has in his hand cards

worth 10 or 5 points each totalling 20 points or over; but he is not obliged to say

"Twenl)''' if he does. lfall four players say "Zero", the hands are thrown in and
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there is a new deal by the next dealer. As soon as any player has said "Twenty",

he becomes the:: de::c1arer and this part of the procedure comes to an end. The tum

to speak now passes to the declarer's right, and each in tum may say either

"Fifteen" or "Zero", It is legal for a player to say "Fifteen" only if he has exaclly

15 poims on cards in his hand worth 10 or 5 points each; but again it is not

obligatory to do so. The first player to say "Fifteen" becomes the declarer's

partner, the remaining two being in temporary partnership. If no one says

"Fifteen", the declarer calls a King that he does not have; the player holding this

King becomes his partner, but does not reveal the fact. So as to call a King he

does not have, he may, if he has all three other Kings, be forced to call the King

of a suit in which he is void. But when this does not happen, he must call the

King of the shortest suit in his hand in which he does not have the King and is not

void; if he has two equally short such suits, he must call the King of that suit in

which he has the highest court cards. (E.g. or that suit in which he has the Queen,

if he does not have the Queen of the other, or of that in which he has the Queen

and Cavallo ifhe has the Queen but not the Cavallo of the other.) If this rule does

not detennine his choice, he must call the King of Coins if Coins (Oremi) is one

of his shortest sui IS. (This is because the suit of Coins contains more cards Ihan

the.others, so Ihal there is less danger Ihat the King will be trumped.) These are

obviously stfnlcgic principles which have hardened inlo rules. If the declarer has

all four Kings, he calls a Queen, under analogous constraints; if he has all three

other Queens, he is compelled 10 call the Queen of a suit in which he has a bare

King (the only card of the suit), but he may not otherwise call the Queen of a suit

in which he has a bare King. In calling a Queen, a player is under similar

constraints as one calling a King, He must call the Queen of the suit in which he

·is shortest, but in which he has a card other than the King; if two suits qualify, he

must callihe Queen of that one in which he has the higher cards; and if they still

qualify, he must call the Queen of Coins if !hat is one of them. If the declarer
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calls a Queen which the dealer has discarded. the dealer must say so, and

becomes the declarer's partner.

Play

The player to the declarer's right leads to the first trick, whether the declarer is

playing Solo or has a partner. When it is known who the partners are (that is,

unless a King or a Queen was called), partners keep cards won in tricks in a

single pile. When the player who holds a called King or Queen first obtains the

lead, he is obliged to lead the suit of the called card, though not necessarily lhe

called card itself. The Fuggitivo as usual serves as Excuse without exchange: if

the onc who played it, together with his partner ifany, makes no tricks, it must be

surrendered to the opposing side (and is kept face up until it is known that this

has nOi happened). The Fuggitivo cannot be Jed to a trick (unless perforce to the

last trick). A player who has the Giove or the Palla may reveal the fact, when he

has the lead, by striking the table and saying "Giove" or "Palla". If he has both,

he may say both, or simply strike the table very hard; but he may also say "Giove"

and "Palla" at different times. A player may also simply say "Batto" to indicate

that he has one or other of these cards, without disclosing which he has. He may

also say this when the Giove and Palla have both been played, to indicate that he

has the highest trump that has not yet been played.

Scoring

At the end of the hand, the cards won by each side are counted in threes, with the

usual 5 points for lhe last trick. Each player keeps a running total of game points:

these must together always add up to O. The side to which the player belongs

who received the three extra cards must make more than 55 points to obtain a

positive score; while the other side must make more than 54 points for the same

purpose. When a Solo was played. the Solo player scores three times as many

game points as he had points abo\'e 55 ifhe won. while his opponents each have a

negative score of as many game points as they together had below 54.
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Conversely, if the Solo player lost, he has a negative score of three times his

deficit from 55, and the opponents each make a positive score equal to their joint

excess over 54. If the Solo playcr made exacdy 55 points, no score, positive or

negative, is made by anyone. When the players arc divided into two pairs, the

pair to which the dealer belongs must make more than 55 points to obtain a

positive score, while the olher pair must make more than 54. Each partner in the

winning pair obtains a positive score of as many game points as they together

have points in excess of the required total (55 or 54), while each partner in lhe

losing pair receives a negative score equal to the diflerence of their point-total

from that they required. If the pair to which the dealer belongs makes exactly 55

points, no one gains or loses.

Tarocchi is also played in Calatafimi wilh three and with only two

players; but these are not considered by devotees to be serious games.

14.9 lbree-handed Tarocchi (Calatafimi. present dayL

The same 63-eard pack, cut down from the Tarocco piemontese, is used as for

game 14.8. There is no bidding, and each of the three players plays for himself.

The dealer gives 20 cards to each player, in four rounds of five each; after the

third round of the deal, there is a pause for bargaining to determine whether the

deal shall be completed, as in game 14.8. If the deal is not abandoned, the dealer

gives out the last five cards to each player and takes the last three cards for

himself. When he has discarded, the player to his right leads to the first trick.

Play is subject to three special rules. (I) A player who holds the King of a suit

must pia)' it to the first trick in that suit. (2) A player who holds the Cavallo of

.any suit, together with just one numeral card of the suit, must play the Cavallo to

the first trick in that suit. (3) A player who holds lhe lowest court card of a suit

(fante or Donna in the Tarocco siciliano, Fante in the Tarocco piemontese) must

play it to any trick in that suit to which the King has already been played. At the
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end of the hand. the dealer records a score, positive or negative, equal to the

difference between his point-total and 37, and each of the other two players

records onc equal to the difference between his point-IOIal and 36.

14.10 Two-handed Tarocchi (Calatafimi, present day)

The 4 of Coins is discarded, and the game is played with the resultant 62-card

pack. The dealer gives 15 cards to his opJXlnent and himself, five cards each at a

time. He puts the remaining 32 cards face down in the centre of the table to form

a stock. The deater's opponent leads 10 the first trick. After each trick, the

winner of the trick takes the top card of the stock, shows it 10 his opponent and

adds it to his hand; the Olhcr player does the same with the next card of the stock.

When the stock is exhausted, the hands are played out. At the end of the hand.

the cards are counted in threes; two empty cards count I point, one counts

nothing. The player with (he higher point-total scores the difference between that

and his opponent's point-total.

It is not possible fully to reconstruct the XVIII-century form of the game

from the hints given by Villabianca. Nevenheless. from games 14.5. 14.6 and

14.7, we can suggest probable interpretations of those hints.

14.J I XVIII-century Sicilian Tarocchi

The four-handed game was played wilh a full pack of 78 cards. It had three

forms: one with fixed partnerships. one in which the dedarer called a card for a

panner, and one in which each player played for himself.' The three-handed

game was played with the reduced 63-card pack, which was presumably also used

for the two-handed game mentioned by Villabianca. We should probably assume

J ·Questo Giooco di Tarocchi perlo pili si suole giocare in quamu a Compagni. 0 pure a chiamare.
e finalmente a modo di guerra che si dice a quadriglia. O\'e ognuno fa parte da SC' solo e per suo
COIllO: Villabianca's Opusr:olo on games has an entry on Ombre. in \\nich he explains the
pr.lCtiee of calling a King for a partner.
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that at least the four-handed game was scored like thai now played at Mineo: ilial

is to say wilh one fixed payment for winning the hand, irrespectively of the

margin by which it was won, lind other fixed payments for achieving various

particular feats in play. Villabianca gives the names of these, referring 10 these at

first simply as terms used in the game, bU! speaking later of iliem as names of

patti, that is, of undertakings to achieve particular feats. He adds that there were

other potli, which he has now forgotten. We here attempt to conjecture what the

ones he names were.

vonto, mi rh'alllo alld Arcirivomo

We know from game 14.6 thai these must have to do with winning the last trick.

Either vanto is a premium for doing so, or, more probably, it is the announcement

of an intention by the declarer (or player who received the three extra cards) iliat

he would do so. Mi rivanto must have been an announcement by an opponent of

the declarer that he would win the last trick; perhaps Arcirivamo was a counter·

announcement by the declarer to Mi ri\'alJlo, undertaking that the declarer himself

would win it. There would be suitable payments for success or failure.

vonto call 'aria

This must have been an announcement of intent to win the last trick with an aria;

possibly only with an aria lower than the Giove.

I'allto colla scommesstl

We know the scommessa as an undertaking to have all three cards worth 10

points among one's tricks at the end of play. VantQ colla scommessa could be

interpreted as an announcement of an intention both to do this and to win the last

trick; bUI il seems more likely to be an undertaking to win the last trick with a

card of the scali/messa, that is to say, either with the Giove or with the Piccioni

(obviously it cannot be won with the Fuggitivo).
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fare if \'omo colla carla designata

This must have been the announcement of an intention to win the last trick with

some named card. It makes it more probable that a plain vanlO was not the mere

winning aCme last trick, but the announcement ofan intention to do so.

andar,,; solo

Literally 'to go there alone', this must have been an of an intention 10 play alone

against the others. perhaps allowed as an alternative 10 calling a card for a panner

in the form of game in which the declarer did that.

fare tltfte Ie Arie

Either a bonus for having trumps 16·19 among the cards won in tricks, or the

annourn;emenl of an intention to gain such a bonus.

Scommetrere per fi quollro Re

There must have been a plain scomme.~sa - the announcement of an intention by

one who has the Giove and the Fuggilivo to bring home or capture the Picciotti 

although Villabianca does not mention it separately. To scammet/ere per Ii

qllottra Re must have been to announce an intention to have all four Kings among

the cards won in tricks.

The inlcrpretations of all these phrases are not certain. although we are

helped to arrive at them by the game still played in Mineo. But lhey allow us to

fonn a very good idea of how the game of Tarocchi was played in Villabianca's

time. In the section of his Opuscola on Gallerini, the Sicilian fonn of Minchiate,

Villabianca says that in it there are also (he scammesse of Vanti, RiI'onli and

Arcirivollli as in Tarocchi; presumably lhe tenn "scommesse" is here being used

to mean any announcement to undenake some feal in play. Among these, he adds

vaguely. are those called Virzicali. We may thus conclude that the Sicilian game

of Gallerini retained the scores for l'ersicoli. special combinations of cards.

characteristic of the prototypical Florentine game, bUI lhat il differed from it by
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adding various announcements of intention to achieve panicular feats. at least

ones relating to the last trick. Gallcrini had died out in Sicily by the end of the

XVLlI century, or soon after. What was presumably the same game continued to

be played in Genoa until the 19305 under the name of Gallerini; it is now too late

to discover the exact rules.
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