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Introduction by Peter Arnold
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Card games for one player (known as patience games in the UK and solitaires in the USA) are relative newcomers in the history of playing cards, yet today they probably outnumber all other card games.


The first collection of patience games to be published in English was Illustrated Games of Patience, compiled by Lady Adelaide Cadogan in around 1870 (the second edition was issued in 1874; the last remaining copy of the first edition was destroyed during World War II). It contained 24 games, most with French titles, and was probably translated from French sources. Some of the games featured are still played today. Prior to the appearance of Lady Cadogan’s book, collections had been published in other countries, notably Sweden, Germany and Russia; the earliest known was published in Moscow in 1826.


There is evidence in 19th-century literature that card games for one were gaining in popularity. Both Tolstoy and Dostoevsky refer to patience games in their novels. Tolstoy, who was addicted to patience games, would sometimes base his solution to a problem on the outcome of a patience. He describes one such game in War and Peace, written in the 1860s, although the game in question was supposed to have been played in 1808. Dostoevsky, himself something of a mystic, has the wanton Grushenka calming herself with games of patience during a period of stress in The Brothers Karamazov, written in the 1880s. In addition, Charles Dickens mentions a patience game in Great Expectations, published in 1861 and thus predating Lady Cadogan’s book.


Famous patience game enthusiasts include Albert, Queen Victoria’s Prince Consort, and the US President Franklin D Roosevelt, who steadied his nerves in World War II by playing Spider (included herewith). But the list of addicts does not in all probability include Napoleon, whose association with the many games named after him, or after his island prison of St Helena, seems to have arisen from a case of mistaken identity.


Patience games are perhaps misnamed; although many certainly test patience, the absence of an opponent gives them more the nature of a puzzle than a game, particularly those which require skill. Those which depend entirely on luck are hardly games or puzzles, but merely pleasing ways of passing time. The satisfaction of success, or ‘getting the game out’, is nonetheless real, if illogical.


By far the most popular form of patience games is that where, from a dealt layout of cards called a ‘tableau’ (see Card Games Glossary), the player must endeavour to ‘build’ cards in suit sequence on ‘foundation cards’ (frequently, but not always, Aces). Cards are manoeuvred around the tableau by ‘packing’ them onto each other, usually in descending order of sequence and by alternate colours. Klondike and Demon, probably the most-played forms of patience, are examples of this type of game.


Quite different types of patience games are those in which the cards are paired with each other (eg Fourteens), eliminated altogether (eg Perpetual Motion), built into a single pack (eg Accordion, Rosamund’s Bower) or generally arranged in patterns (eg Captive Queens, Clock, Crossword).


This book contains as wide a variety of games as possible, with an indication given for each of the length of time it might take and the prospects of ‘getting it out’.


All 65 games herewith are worth playing, and it is suggested that the reader might like to try them all, with the hope that some will become part of his or her repertoire. At the very least, playing an unfamiliar game with an unfamiliar layout does rule out that familiar pest who leans over the shoulder with the remark ‘black 8 on red 9’.


Peter Arnold
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Accordion
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Accordion is the simplest of all patience games, so simple that it probably wasn’t invented consciously but just evolved, or – more accurately – just happened. It has acquired the name Accordion because it takes place in one line of cards that during the game tends to get longer and shorter, rather like the way an accordion does when it is being played.
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Aim


To end with all 52 cards in one face-up pile.


Preparation


A single pack of cards is shuffled and held face down in the hand.


Play


Cards are turned over one at a time and played to the table. The first is dealt to the top left of the available playing space. The second card is played to its right and the third to the right of that and so on, so that the tableau, if it can be so called, is a single line of cards, or piles of cards.


A card that is played to the right of a card that it matches in either suit or rank can be packed upon it. Similarly, if a card matches in suit or rank a card third to its left, it can be packed upon it (ie the card will have to jump over two other cards). Those are the only two moves allowed. A move must always be made when possible. Sometimes a card can be packed in either of these two places, when the player must decide which of the two is preferable. Sometimes one move allows another, and the turn of one card might provoke several moves and shorten the ‘accordion’ accordingly.


When a card is the top card of a pile, then it governs the whole pile, and if it can be moved to the left it takes the whole pile with it – the pile should never be split. When a gap in the line is created by moving a card or pile forward along the line, then the card or cards to the right move to the left to close the gap. If the line gets so long that there is no space for further cards then a second line is started below the first, but the two lines must be considered as one continuous line.


The game ends when all the cards from the hand are dealt to the table. The game is won if there is only one pile on the table. If more, it is lost.


Accordion is a difficult game to win, and can be very frustrating, as you can approach the end with perhaps only three or four piles on the table and then deal seven or eight cards in a line, none of which can be moved.


Example game


Suppose there is a line of five piles, as illustrated.
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The next card turned up is the ♣9. The ♣9 is played to ♣7, and that pile played to ♦9. Then ♣K is played to ♣9 and then to ♠K. The accordion is then reduced to two piles, headed by ♣K and ♦3. If the next card is ♦K or ♣3, then the piles would be reduced to one. Notice, however, that if in the position shown, the ♣9 had been played to the ♣K instead of the ♣7, the only other move possible would have been ♣9 to ♦9, and the accordion would be left with four piles instead of two.




Aces Up
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Aces Up is a simple and amusing game – that is if you consider it amusing to be foiled of success often by the very last cards you deal. It is a mechanical game of little skill (although mistakes are possible) but it pleasantly fills in any odd few minutes you may have to spare.
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Aim


To discard all the cards except the four Aces.


Preparation


The cards are shuffled.


Play


Four cards are dealt in a row. If there is more than one card of a suit, the lower one is discarded (Ace ranks high, above King).


Another row of four cards is then dealt, overlapping the cards in the first row and filling any empty gaps, thus maintaining four piles. Again, any card lower in rank and of identical suit to another is discarded.


The game continues like this, with the player discarding a card whenever a higher card of the same suit is the exposed card on top of another pile. Any gap in the piles is filled, when possible, by any available card (ie the top card) from another pile. This may allow further moves before the next four cards are dealt. Obviously Aces cannot be discarded, as they are the highest cards, but when available they can be moved into a space created by all the cards in a pile being discarded.


The object is to discard all the cards, leaving just the four Aces on the table.



Strategy A player should not automatically play an Ace into a gap in the piles as soon as possible, although that is usually the best move. The cards need to be studied to work out what would happen if another available card were moved into the space. Sometimes a snarl-up can be eliminated by playing cards to gaps in a certain order.


Example game


In the game in progress illustrated, certain cards have already been eliminated, and the first column has been cleared. It would be a mistake to move the Ace immediately into the gap, as that would end the possible moves. Moving the ♠K into the gap, allows the ♦5 and then the ♠7 to be discarded, creating another space into which ♦A can be played. Each column now consists of one card, each of a differing suit, and the next four cards are dealt.
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As You Like It
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This is an unusual patience game that can become addictive. Its name is a mystery, there being no apparent connection with Shakespeare’s play other than both require a little concentration, which is well repaid.
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Aim


To finish with a row of eight ‘index’ cards, above each of which is a pile of twelve cards in ascending sequence, beginning with a card one rank above the index card and finishing with a card one rank below the index card.


Preparation


The two packs are shuffled together and taken face down into the hand.


Play


The first eight cards from the pack are dealt face down in a row. The player continues to deal cards face down upon them one at a time until all the cards are dealt, when there will be a row of eight piles each containing 13 cards. This is the tableau.


The top card of each pile is then turned over and placed face up above its pile. These are the index cards. It does not matter if two or more cards are of the same rank (although the chances are improved the fewer the duplicates). The eight piles of the tableau are then turned face up. The top card of each pile is available for play.


The foundations are cards one rank higher than the index cards, irrespective of suit. Any available face-up card in the tableau, one rank higher than an index card, is played to a position above the index card, from where it is built on in an ascending sequence, irrespective of suit, until the pile reaches the rank below the index card, when it is completed. The building on foundations is ‘round the corner’, ie when a King is reached it is followed by an Ace.


When all possible moves have been completed, the first pile (ie that on the extreme left) is picked up, turned face down in the hand, and then redealt face up one at a time to each of the eight piles, beginning at the left, and including any spaces which might have been created (including the one created by the pile being picked up).


Play proceeds as before and when all possible building has been completed the second pile is taken up and redealt, one to each pile, again beginning with the pile furthest left, and including the spaces. When play following the redeal of the second pile comes to an end, the third pile is redealt, and so on until all eight piles, if necessary, have been redealt. After that, if play once more comes to an end before all cards are played to foundations, the game is lost.


Cards may be played to foundations only at the completion of each redeal, ie they cannot be played while the redeal is taking place. It may be (especially near the beginning) that the redealt cards will supply one to all eight piles with some over to begin again at the left, while towards the end of the game the pile to be redealt may consist of one or two cards only (or even none at all).



Strategy In order to keep as many cards as possible in the piles to the right, it is best, where two cards of the same rank can be played to a foundation, to choose from a pile that has already been redealt. Although it is not strictly strategy, a good tip is to keep close watch on the index cards when building on foundations, since if a foundation is built on beyond its index card the game is ruined, and it is pointless to go further. Players who make this mistake more than once can be permitted to turn foundation piles face down when they are completed, thus removing the temptation to play on them further. Another easy but very annoying mistake is to build on an index card instead of the foundation.


Example game


The tableau piles were dealt, the index cards turned and placed in a row above them, and then the piles themselves turned over to give the situation in the illustration.
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The ♦J is played to the foundation row above the ♥10. (Note: it is not placed to cover the ♥10, which remains uncovered throughout to remind the player that the particular foundation pile is complete when it reaches a 9.) The ♥Q can be built on it and the ♣Q can be played to the foundation space above ♥J. The ♦9 is played to the foundation above the ♦8 and the ♠10 built upon it. The ♣5 can be played above the ♠4.


Thus six cards have been played to foundations and six more cards exposed, some of which might be playable to the foundations. At all times (except when there is a space in the tableau row) there are eight cards available for play.




Baker’s Dozen
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Since a baker’s dozen is 13, and there are 13 cards to a suit, it was inevitable that sooner or later a patience game would adopt the expression. This one was very suitable, as the cards are all laid out in 13 columns at the beginning. A good game in which skill counts for as much as chance, skilful players can get it out more than half the time.
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Aim


To finish with each suit in its own pile, built up in sequence from Ace to King.


Preparation


The pack is shuffled and dealt face up in four rows of 13 cards, each row overlapping the other (see illustration). All Kings are moved to the tops of their columns. Two or more Kings in the same column are each moved to the top. This is the tableau. There is no stock or waste heap.


Play


The bottom card of each column is available for play. As Aces become available, they are moved above the tableau to a foundation row, where they are built upon in suits in ascending order of rank up to the King. In addition to being built to the foundations, available cards can be packed on each other in descending sequence of rank, irrespective of suit, but only one at a time, ie a sequence cannot be moved from one column to another. A space caused by all the cards of a column being played is not refilled.


Example game


In the layout, as dealt, the Kings in columns 7 and 10 are removed and moved to the head of the columns. The ♠A is played to its foundation. The player must now by judicious moves release the other Aces to the foundations and build on them. If the reader lays out the cards as illustrated, the strategy section below will take him part way through the game.
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Strategy The player can see where all the cards are so has his fate in his own hands. The problems lie when cards of the same suit appear in the same column with the higher card nearer the foot of the column. These ‘reverses’ must be overcome by manoeuvring cards around the tableau. This is more important than playing cards to the foundations, which can be done too quickly, since cards may be played to foundations that might be needed to resolve some of these blockages. If possible, it is best to build on the foundations more or less equally. In the tableau as illustrated, after the ♦K and ♣K have been placed at the top of the columns, potential problems can be seen in reverses in columns 1 (♣A, Q), 3 (♥3, A), 6 (♣10, 8), 11 (♦4, 2) and 12 (♥Q, 6). The play might start: ♥3 to ♥4, ♥A to foundation, followed by ♥2, 3, 4, 5, ♠A to foundation, ♦8 to ♥9, ♦9 to ♣10, ♠2 and ♠3 to foundation, ♥7 to ♥8, ♣Q to ♥K, ♣A to foundation, followed by ♣2, ♦6 to ♥7, ♥Q to ♠K, ♥6 to foundation, ♣5 to ♠6, ♦A to foundation, ♦6 to ♣7, ♥7, 8 to foundation, ♦8 to ♦9, ♥9, 10 to foundation, ♠J to ♠Q, ♣3, 4, 5 to foundation, ♠10 to ♠J, ♣6 to foundation, ♦4 to ♦5, ♦2 to foundation, and so on. If the player now concentrates on releasing ♣8 from below ♣10, he will see this game comes out quite easily.


Variant


In the variant called Good Measure (a traditional Baker’s Dozen can be said to be good measure, so the alternative title follows the same principle) the tableau consists of five rows of ten cards, the first two Aces to be dealt being placed straight to their foundations. From then on, the rules are the same, with the Kings being moved to the tops of their columns, etc. The length of the game, and its prospects of success, remain the same.




Baroness
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Baroness is a most pleasant name for this ancient game, maintaining a tradition in which patience games were often named after ladies of the aristocracy. Its alternative names are merely the number of its piles and the target number that governs its play.
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Aim


To remove all the cards from the tableau and discard them.


Play


Cards have their pip value, with King counting 13, Queen 12, Jack 11, and Ace one. The pack is shuffled well and taken into the hand. Five cards are dealt out in a row, to begin five piles. The five piles form the tableau. If any two cards have a combined pip value of 13 (eg Jack and 2, or 8 and 5), they are removed and placed to one side to start a discard pile. All Kings are added to the discard pile, since Kings count 13 on their own.


When any discards have been made, a further five cards are dealt to the tableau, either filling a gap in the row or being placed on a card already there. The top cards of each pile are now available for play. Any two whose pips total 13 (or Kings), are added to the discard pile. Another five cards are dealt to the piles, discards are made, and so on. When a card from a pile is discarded, the card below it becomes available.
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Alternative names Firing Squad

Number of packs required One

Time needed to get it out Four minutes

Prospects of success About one in eight
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Alternative names Five Piles, Thirteens

Number of packs required One

Time needed to get it out Five minutes

Prospects of success About one in six
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Alternative names Idle Year, Methuselah

Number of packs required One

Time needed to get it out Six minutes

Prospects of success About 1in 60
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