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CHESSBackgammon is one of the oldest two-person 
games and has been enjoyed by players around 
the world for over 5,000 years. 
To win at backgammon, you must move all your 
checkers to your own board and then drop them. 
Follow these easy steps to learn how to play 
backgammon.

This game is played on a board containing 
24 narrow triangles (also known as dots) 
of alternating colors and grouped into four 
quadrants, each containing six triangles. 
The quadrants are of four types: each player's 
own board and each player's external board. 
The central part of the board, which is the
intersection of the four quadrants, is divided by a 
ridge, which is known as a bar.

To play, players must sit across from each other on 
opposite sides of the board. Each player's board is 
located in the right quadrant closest to the player. 
The boards themselves are on opposite sides and 
the same goes for the outside boards. The latter 
are found in the left quadrant.

Players must move the pieces in a horseshoe shape 
and counterclockwise from the opposing player's 
own board.

On most backgammon boards, the 
numbering of the triangles ranges from 1 to 24. 
Point number 24 is the one furthest from the 
player and point number 1 is the one on the far
right of the board. of the player. Players must 
move their pieces 
from opposite sides of the board. So, a player's 
first point is the opposing player's 24th point, a 
player's second point is the opposing player's 
23rd point, and so on.
To start the game, players must each have 
their 15 pieces. These consist of two different 
colors, which are traditionally red and white 
or black and white, although they can also be 
other colors. Each player arranges the board 
by placing two pieces on point number 24, 
three on point number 8, five on point number 
13 and five more on point number 6.

Don't forget that the numbering system is 
different for each player and, therefore, the 
pieces will not overlap.

Whoever gets the highest number on the dice 
will play first. If both players get the same 
number, they must roll it again. The numbers 
each player rolls will count as the first move of 
the player who rolls the highest number. 

Although in backgammon the winner does not 
get points, the loser does lose them. Therefore, 
if you win, your opponent will lose based on the 
face value, double value, or triple value of the
 bets on the doubling die. The latter is not a dice 
but a marker. Although it starts with the number 
1, it is possible to increase the bets at any time 
when your turn begins before you have rolled 
the dice.

If you want to raise the bets and the other
player agrees, the new number is shown 
on the doubling die and placed on your 
opponent's board, who will have 
ownership of the die and may propose 
doubling the bet at any time. . . of their 
shifts in the future.

If the other player does not accept the 
offer, he must abandon the game and 
lose according to the original bets.
It is possible to continue doubling each 
other's bets (doubling down), although 
it is not traditional to do so more than 
three or four times during a match.
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BACKGAMMON
Bingo is a fun game of chance for all ages. 
It is played with cards or cards with 25 
spaces. If you manage to cover 5 squares
in a row, you win!

Deal at least 1 card to each player. Bingo 
cards have 25 random numbers printed 
on them and the word "BINGO" above 
the grid. The objective of the game is to 
cover 5 of the squares in a vertical, 
horizontal or diagonal line.

Explain to participants how combining 
letters and numbers works. In the 
standard version of the game, there are 
75 different combinations. Each letter 
and number possibility corresponds to 
one of the spaces on the cards.[2]
For example, all the numbers in the “B” 
column of the card will correspond to 
one of the combinations of numbers 
with the letter “B”. If the caller sings 
the combination “B 9,” you will need to 
look for the number “9” in the “B” column.

Name the caller. In bingo, there is a person 
who reads aloud (or “sings”) the letters and 
numbers that determine which box the card 
should cover.
If you are going to play at a bingo hall, there 
will be a designated person to call. In that
 case, he will not be just another player.

Distribute the cards to all players. Each 
one will receive at least one card. 
Players can have more than one, as long 
as they can keep track of the letters and 
numbers on all of them.

Provide tokens to each player. The chips 
will serve to cover the squares of the 
cards. You can use any small object, as 
long as it fits inside the box.

The caller must read a combination of 
letters and numbers. The person in 
charge will have to choose a combination 
at random, without looking, and read it 
aloud. It is recommended to repeat it 
several times so that everyone can hear.

If you have the combination, place a token 
on the corresponding space on the card. 
Once the caller says the combination, check 
your card to see if there are any matches. If 
so, place a token on the space.

  Continue playing until someone fills a line of 
  5 chips on the card. The caller must continue 
  singing the combinations he obtains. Likewise, 
  players will have to continue placing chips in 
  the spaces on the card that correspond to the 
    combination read.
    A player wins if he manages to cover 5 squares 
    in a horizontal, vertical or diagonal line.
    There is no limit to the combinations the caller 
    can sing. The idea is to keep getting more combinations 
    until someone wins.
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If you manage to cover 5 squares in a 
row, shout “bingo!” When a player has 
5 tiles in a row on a card, he must shout
 “bingo!” so everyone knows he won. 
When this happens, the caller stops 
choosing new combinations. If more 
than one player shouts in the same turn, 
everyone wins.

Once someone wins, all players must 
clear their cards. When someone yells 
“bingo!” and win, the round ends and 
everyone must remove the tokens from 
the cards. You should always start a new 
game with empty cards (except for the token 
in the center space).

BINGO

It is played using two English-style decks
 of 52 cards, plus 2 jokers or JOKER in 
each one.
Deck of cards. In addition to the four wild 
cards, the eight
Twelve. (The numbers three have a special 
use in this game, which will be explained 
later.)
It can be played between two or more 
players, up to a maximum of six: but the 
most interesting and The most accepted is 
four players playing as a partner.
The two decks are distributed and each 
player takes a card. The two players who 
have
The highest cards play against those with 
the lowest cards, with the "hand player" 
being the one
He drew the highest card, which chooses 
the place, and his partner sat in front of him.

The player in front of the "hand" deals the 
cards one at a time, until completing 11 
cards at a time. each player, turning over 
the top card of the deck, which will be 
revealed on the table, that starts the well. 

If this card were a joker-joker, a joker two,
a black three or athree red, will become 
the next card in the deck, placing it on top
 of the previous one that started the well.

PURPOSE AND OBJECTIVE OF THE GAME

It consists of getting rid of the cards you 
have in your hand, exposing them in
minimum combinations of three cards 
of equal numerical value, to form combinations 
of seven cards (BASKET) and reach before the 
opponents, in several partial games, the A 
minimum of 5000 points is required to win a game.

To perform the WELL for the first time it is 
necessary:

1. Have in your hand two identical cards (without
 jokers) to the top one in the well.

2. That the value of the cards to be exposed for the first 
time in one or more combinations reaches the initial 
valuation, being able to count on the value of the top 
card in the pot. It is enough that Only one player from 
each pair of teammates meets these conditions.

For a player to finish a game it is necessary 
that in the common game exposed
between him and his companion,
there is at least one finished Basket, being
able to display then the cards remaining in 
your hand in one or more combinations or
in the cards already exposed, ending the 
game with no cards in hand. If you had 
one left without combining, you can also 
end the game by discarding it.
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CANASTA
Blackjack, or 21, is one of the most popular 
card games played in our casino. It is easy 
to learn and exciting to play. We provide: 
Two, Six, and Eight Deck 21 where the cards
are dealt from a box called the “shoe.”

When you receive your first two cards, you 
may either “stand” or “hit.” When you “stand” 
it means you feel you are close enough to 21 
and no longer wish any additional cards and 
indicated by waving off with your hand. If you 
wish to receive another card or “hit,” tap or 
scratch the table behind your wager with your 
finger.  In either situation, you will never touch 
the cards, everything is communicated using 
hand signals. You may draw as many cards as 
you want until you are close to 21 or until you 
“bust.”

If you are closer to 21 than the dealer, you win 
and are paid an amount equal to your original 
wager. If your hand is less than the dealer’s,
you Lose. If the dealer’s hand “busts” or “breaks,” 
you win as well. Ties are a standoff or “push” and 
your bet remains on the table.

If your initial two cards total 21, any Ace 
with a 10, Jack, Queen, or King, you have 
a Blackjack. Blackjack is paid either 6 to 
5 or 3 to 2 depending on the type of 
Blackjack you are playing.

In 21, the player has many options to 
choose from:

Splitting Pairs
If your first two cards have the same 
numerical value, you may split them into 
two hands. The bet on the second hand 
must equal the original bet. If the split 
pair is Aces, you are limited to a one-card 
draw on each hand.

Doubling Down
After receiving your first two cards you may 
elect to wager an additional amount not to 
exceed the value of the original bet. With a 
double down, you will be dealt one additional 
card only.

Insurance
If the dealer’s face up card is an Ace, you 
may elect to take insurance. The insurance
 bet is a wager that the dealer has a blackjack. 
You may bet up to one half of your original bet. 
Insurance bets pay 2 to 1 if the dealer has a 
blackjack, but lose in all other instances.

Surrender
Players have the option of surrendering one 
half of their original wager after receiving 
their first two cards. If you surrender your 
cards, the dealer will take half of your wager. 
(Note: the Surrender option is not available 
on the Double Deck game.)
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BLACKJACK

!

Blinds
At the start of each hand you need to be aware 
of where the dealer button is. This indicates 
which player is the nominal dealer for that hand. 
Before the dealer begins, the player immediately 
clockwise from the button puts chips in to pay the 
“small blind”, this is compulsory. The value of chips 
required for the blinds is decided by the table limits 
which are posted for each table. The player immediately 
clockwise from the small blind posts the “big blind”, 
which is usually twice the size of the small blind. Blinds 
can vary so make sure you check before you join a table.
In some games, particularly tournaments, 
each player may also be required to post 
an ‘ante’ at the beginning of each hand 
into the pot. This is also compulsory and 
helps to increase the pot size.
Preflop & Postflop Action

Preflop
Once the dealer has delivered the ‘hole cards’ 
the first player clockwise to the big blind 
must decide what to do. They have the option 
to ‘check’ or ‘bet’. If that player doesn’t bet 
then all other players have the option to check 
i.e. not betting but keeping their cards. If that 
player places a bet (minimum bet is equal to 
the big blind), then subsequent players can fold, 
call or raise. To call is to match the amount the 
previous player has bet. A raise is an increase 
on the previous bet.
For example, if the big blind was 2, it would cost 
other players 2 to call, or at least 4 to raise. 
Action then proceeds clockwise around the 
table until all preflop betting is complete.
   Exactly which options are available at any 
   given time therefore depends on the action 
    taken by the previous player. Each player 
       The FLop, Turn and River
            Next comes the flop, where the dealer 
            places three cards face-up on the board. 
              These are community cards. They are 
                        available to all players still in the hand. 
                        etting on the flop begins with the first 
                        remaining player immediately clockwise 
                        from the button.
                    Once betting flop is complete, the turn 
                     card is dealt face-up on the board. The 
                     turn is also a community card. Another 
                     round of betting is available now once 
                     again beginning with the active player 
                     immediately clockwise from the button.
                    Finally, the river card is dealt face-up on 
                    the board. The river is the fifth and final 
                     community card and the dealing is now 
                      complete for that game. 
                        

Betting again 
begins with the active player immediately 
clockwise from the button, and the same 
betting rules apply as they do for the flop 
and turn.
So…who won?
If there is more than one remaining player 
when the final betting round is complete, 
the last person to bet or raise shows their 
cards, unless there was no bet on the final 
round in which case the player immediately 
clockwise from the button shows their 
cards first.
The player with the best five-card poker hand 
wins the pot. In the event of identical hands, 
the pot will be equally divided between the 
players with the best hands.
After the pot is awarded, the button moves 
clockwise to the next player and the next 
hand is ready to begin. Blinds and relevant 
antes are placed, and hole cards are dealt to
each player.
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TEXAS HOLDEM
Before learning to play Texas, you must know
the Card Levels
Mus is a card game originating from Basque 
country, which includes Spain and Southern 
France. Due to the nature of its geographical 
origin, it is widely played in Spain and France. 
The game’s objective is like that of Poker– drawing 
cards and betting on the best hand- the game is 
generally not played for money. The oldest known 
reference to the game was in 1795, when it was q
uoted in a trilingual dictionary (Basque-Spanish-Latin) 
by Manuel Larramendi, a philologist.

Mus is a 4 player game with fixed partnerships. 
Partners should sit opposite each other. The 
game moves counter clockwise.
The Spanish deck has 40 cards.
Suits: Swords, Batons, Cups, & Coins. Suits have
no significance in Mus.
Within each suit are Rey (R) or 12, Caballo (C) or 
11, Sota (S) or 10, 7, 6, 5, 4, 3, 2, A. The card ranking 
can be found above.
Point Value of Cards:
R or 3: 10 points
C: 10 points
S: 10 points
7: 7 points
6: 6 points
5: 5 points
4: 4 points
A or 2: 1 point

The game is won when a team hits 40 points. 
This typically takes several hands. Generally, 
players play for best 2 out of 3 games. Points 
are counted with Piedras or small stones. 
Players gain points by having the best hand 
in each of the categories: Grande (high), 
Chica (low), Juego (game), and Pares (pairs). 
Players increase points gained by betting on 
        a category. The betting on these categories 
follows a strict order, and only after the four 
rounds is the showdown. At showdown, the 
hands are revealed and points determined.

Vocabulary

A round is one betting round for one of the 
4 categories. A hand is the play from the deal,
 the 4 betting rounds, to the showdown and 
scoring. A game is the amount of hands needed 
to reach the 40 point threshold. A match is 2 or 
3 games. Win 2+ games to win the match.

The dealer shuffles the cards and the player to 
their left cuts the deck. After, the dealer passes
 each player 1 card at a time until everyone has 
4 cards. The dealer deals counter or anti clockwise. 
The player to the right of the dealer is the mano. 
Players can agree to improve their hands by 
discarding and being dealt an equal number of new 
cards. However, all players must agree. This is called 
the Mus. 

The players declare one at a time, 
starting with the mano. The others can 
agree by also declaring “Mus,” or 
disagree by saying, 
“No hay Mus.” If anyone declines, there is 
no discarding, and the first round of 
betting begins.
If all agree to mus, each player, beginning 
with the mano, discards between 1 and 4
 cards face-down and are dealt a new e
qual number of cards. After all the 
players have their new hands, they 
may Mus again. This continues until 
players are satisfied. If the dealer runs 
out of cards, they can collect the cards 
that were discarded, reshuffle, and 
continue.
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MUS
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Players move alternately, starting with the player 
with the dark checkers.
Ordinary checkers can move diagonally forward 
to an adjacent cell.
When an ordinary checker ends its move on the last 
row of the board it is promoted to a king.  If an ordinary 
checker reaches the last row by capturing an enemy 
piece (i.e. by jumping over it) then this checker is 
promoted to a king and the move ends immediately 
even if the new king can continue capturing other 
enemy pieces.
Kings can move diagonally both forward and 
backward to an adjacent cell.
Neither ordinary checkers nor kings can land on 
an occupied cell.

Ordinary checkers and kings can capture an adjacent 
enemy piece if the next cell in the same direction is 
empty.  The capture is made by jumping over this enemy 
piece and placing the own piece on the next empty cell. 
The captured enemy piece is removed from the board. If 
the same player's piece can continue capturing another 
enemy piece then it must do it.

The direction in which an enemy piece can be captured 
is the same as for non-capture moves, i.e. the ordinary 
checkers can only jump diagonally forward and the kings 
can jump both diagonally forward and backward.
Capturing is mandatory.  This means that if a player can 
capture an enemy piece (or pieces) on his turn then he 
must do so.
If a player has a choice of jump sequences then he can 
choose any sequence he wants.

ENGLISH CHECKERS

The goal of English Checkers is to capture 
all opponent’s checkers or to block them,
leaving the opponent without any legal move

Kelvinsa Air Kelvinsa_MxKelvinsa Mx

Equipment
The Chinese Checkers or Chinese Chequers 
board is in the shape of a six pointed star. Each 
point of the star is a triangle consisting of ten 
holes (four holes to each side). The interior of 
the board is a hexagon with each side five holes 
long. Each triangle is a different colour and there 
are six sets of ten pegs with corresponding colours.

Preparation
Chinese Checkers can be played by two, three, four
 or six players. Obviously, for the six player game, all 
pegs and triangles are used. If there are four players, 
play starts in two pairs of opposing triangles and a two 
player game should also be played from opposing 
triangles. In a three player game the pegs will start in 
three triangles equidistant from each other.

Each player chooses a colour and the 10 pegs of that 
colour are placed in the appropriately coloured triangle.

Many rules state that any unused triangles must be left 
populated with their unused pegs so that they cannot be 
used during the game. We suggest that the game is slightly 
more interesting if unused triangles are left empty so that 
pegs can hop through and come to rest in them, if desired.

Objective
The aim of the game is to be the first to player to move 
all ten pegs across the board and into the triangle opposite. 
The first player to occupy all 10 destination holes is the winner.

Play
A toss of a coin decides who starts. Players  
take turns to move a single peg of their own 
colour. In one turn a peg may either be simply 
moved into an adjacent hole OR it may make 
one or more hops over other pegs.

Where a hopping move is made, each hop must 
be over an adjacent peg and into a the vacant 
hole directly beyond it. Each hop may be over 
any coloured peg including the player's own 
and can proceed in any one of the six directions. 
After each hop, the player may either finish or, if 
possible and desired, continue by hopping over 
another peg. Occasionally, a player will be able to 
move a peg all the way from the starting triangle 
across the board and into the opposite triangle in 
one turn!

Pegs are never removed from the board. However, 
once a peg has reached the opposite triangle, it may 
not be moved out of the triangle - only within the 
     triangle.
The question soon arises as to whether it is possible 
to move a peg into a triangle that is the starting or   
target triangle for another player. House rules apply 
but Masters Games suggests the following: A peg 
 can be hopped through such a triangle but is 
not allowed to come to rest in that triangle.
Anti-Spoiling
Debate has always arisen over the 
situation where a player is prevented 
from winning because an opposing 
player's peg occupies one of the holes 
in the destination triangle. Most Chinese 
Checkers rules omit to mention this - 
implying that it is perfectly legal to 
block opponents in this dubious fashion.

A number of anti-spoiling rules have 
been proposed - one work-around is to 
say that should one or more of the holes 
in the target triangle contain a peg 
belonging to another player, this does 
not prevent a player from winning. The 
game is simply won when all the 
available points within the triangle 
are occupied.
Masters Games suggests the following 
additional rule invented 
by James Masters in 2002 which is wide 
enough to capture all 
such situations:

If a player is prevented from winning because
 of the presence of an opposing peg in the 
destination area, the player is entitled to 
swap the opposing peg with that of his own 
peg. This applies for 
both a single hole move and any part of a 
hopping move.
Multi-player Variations
For a more involved game, when three players
 play, each player can control two sets of pegs
 instead of one. Two players can control three
 sets of pegs each.
Super Chinese Checkers
Chinese Checkers can be speeded up and 
subjectively made more interesting by allowing 
'long jumps'. In this variation called Super Chinese 
Checkers, a piece may jump over a piece any number 
of empty spaces away, provided it can land the same 
number of empty spaces beyond it in a straight line.

Put another way: A piece can jump a single other piece 
at any distance, provided that the jumped piece lies at 
the exact midpoint of the jump. The basic 'adjacent 
jump' allowed in the standard game is just the shortest 
form of a long jump.

CHINESE CHECKERS
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Before play begins, all dominoes are turned facedown
 and mixed. Each player draws five dominoes and 
stands them on the edge before him so that his opponents 
cannot see his domino faces, The remaining dominoes, 
become the draw pile, play moves to the left. Each domino 
is divided into two parts, or ends each containing a set of 
spots. A double domino contains matching ends ( 6 -6. 5 - 5,etc ), 
and the player who draws the highest double domino places it 
in the center of the table to begin the game. If no double was 
drawn, all dominoes are returned to the draw pile, reshuffled, 
and redrawn. 

The second player then turned to match one of his dominoes to 
one end or side of the double. For example, the first domino played 
is a double four, the second player may add any one of his dominoes 
containing four sports on one end. The next player may play to the 
double four, or he may try to match the end of the s second domino 
played. .Blanksi match other blanks. Only one domino may be played 
at each turn; dominoes are placed length-wise rather that at right 
angles.except in the case of a double, as shown, at any open end of a 
row. He must draw from the extra dominoes until he is able to do so. 
Should he draw the last domino and still not be able to play.he passes 
and then tries again on his next turn. A player must play a domino if 
he is able to do so. Doubles are always placed crosswise to the end 
they match, there by giving two new directions in which to place
dominoes.

Play continues until one player has used all of his dominoes 
or until no one can play.if no further plays can be made, and 
all dominoes have been drawn, the player with no dominoes, 
or with the least number of points(spots) on his remaining 
dominoes, wins the round. He subtracts the total of his points 
from the total of each of his opponents points and scores the 
balance of points from each. Rounds continue until one player 
scores 100 points. The game is won by the first person to score 
100 or more points.
Players match ends of the dominoes but may play together to 
end or to either side of a doubles.

DOMINOES DOUBLE SIXES

Kelvinsa Air Kelvinsa_MxKelvinsa Mx

Object
Be the first player to place all their dominoes 
cards on the table.

Draw
The dominoes cards are shuffled placed facedown on 
the table. Players then take turns drawing cards from 
the table, one at a time until all cards have been collected. 
Each player must hold an even number of cards to start, 
odd cards are discarded until all players have an equal, 
even number of cards.
Game Play

The first player lays a card faceup on the table, continuing 
to lay cards down if that player can match the number on 
the card until out of cards (winning the game) or until stuck 
without a match. The next player attempts to match the 
number on the last card played. If the player can’t match, 
he or she is stuck, and the next player takes a turn. This 
continues until one player has no cards left. That player 
wins that hand and all other players add the number of 
dots on their remaining cards to determine 2nd, 3rd place 
and so on.

CUBAN DOMINOES DOUBLE NINES
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Number of players/domino set: 2 to 4 
players using a double-9 set; 2 to 8 players 
using a double-12 set; and 9-12 players, or 
more, using a double-15 or 18 set. Adaptations
 can be easily made should your players/sets 
not exactly fit this guideline. Conventional 
dominoes with pips (dots) or Number 
Dominoes™ can be used.
Additional equipment: A score sheet and 
one train marker per player.

Object of the game: To rid your hand of as 
many dominoes as possible and to be the
 first to do this. The other players then must 
total the pips or numbers remaining in their 
hands and keep a running total for their score. 
The lowest score wins. To start, pull out the 12-12 
(double-12) if playing with a double-12 set
 (or the 9-9 if playing with a double-9 set, 15-15 for 
a double-15 set, 18-18 for a double 18 set) from 
the deck. This domino is called the “engine” and 
will be the starter domino for this game. Place 
the engine in the center of the table or in the 
centerpiece. Shuffle the remaining dominoes 
face down. Number of tiles drawn using a double 
12 set: 2 players - 16 tiles each; 3 players – 15; 
4 players - 14; 5 players - 12; 6 players - 11; 
7 players – 10; 8 players - 9. Additional players 
can play by adjusting this numerical arrangement 
to fit. For double-9, 15 or 18 sets, adjustments 
can be made so that the number of tiles drawn 
in each player’s hand and the bone pile are reasonable. 
This is not critical to the game and it will balance itself 
as the game is played. The remaining tiles are set aside in 
“bone piles” to be drawn as needed in the game. The players 
then organize the tiles in their hands in a playable progression 
beginning with the same denomination number as the engine. 
The ends of the tiles in your hand must match and form a line to
be ready to play onto the engine as your “personal train” after 
the game starts (example: 12-5, 5-7, 7-8, 8-11 and so on). 

When you are no longer able to line up your tiles in a matching series, 
the leftover tiles are considered your “extras” and will be used on 
the “Mexican Train” or on other players’ “personal trains” during 
the game. If you do not draw a domino with a playable end that 
matches the engine tile, you can begin the line-up in your hand 
with any domino that will make up the longest line of end-matching 
tiles and the fewest “extras” possible. Thus, you will be ready when 
an opportunity arises for all or some part of that line-up to become
 playable somewhere as the game progresses. To begin, choose a 
player at random to play first and then rotate the starters 
clockwise thereafter. The starter player must begin by either 
playing a matching tile from the “line-up” in his hand onto the engine
 in a location that will point toward him, thereby beginning his 
“personal train,” or by playing one of his “extra” dominoes to be the
 first of the Mexican Train. This Mexican Train is a line of “end-matching” 
dominoes that can run around the edge of the table or be stacked at some 
side space convenient to all players. The Mexican Train, or one’s own 
“personal train”, or another player’s “personal train” (when marked) are the 
three options for playing one’s dominoes to rid themselves of their tiles. 
General rules: Players must always play if they have an eligible tile. 
They cannot at any time hold back and pass and/or draw for some strategic reason. 
If there are no more tiles in the bone pile, a player must pass if he does 
not hold a playable tile, and then place a marker on his train The game is over 
when one player has dominoed (played his final tile) or when the game is 
blocked because no one holds a playable tile and all of the tiles in the bone 
yard have been drawn and everyone passes and the game is totally stalled. 
It is possible for a game to end by someone playing a double or two doubles 
as his last play and without a follow-up domino. When any player has played 
his last domino no matter if it normally requires a follow-up, the game is over 
and no other players can play. Then, all players must count the number of pips
 or numbers on the tiles left in their hands (0, in the case of the player who has 
dominoed), and give that number to the scorekeeper. As soon as the first round 
is completed, the next game begins by pulling out the 11-11 if playing with a 
double-12 set, or 8-8 if playing with a double-9 set, or 14-14 with a 
double-15 set, or 18-18 with a double-18 set. The starter tile is placed in 
 the middle of the table as the engine, and the rest of the deck is shuffled 
      before drawing hands. All “personal trains” and the Mexican Train must 
              be started with this same numbered tile as the new, center engine tile. 
                  Each new game thereafter should begin with the next-lowest double 
                  being played as the engine, with the 0-0 tile being the final engine for 
                     the last game. The player with the lowest total score after all the 
                      games have been played is the winner.

Object of the game: To rid your hand of as many 
dominoes as possible and to be the first to do 
this. The other players then must total the points
 or pips remaining in their hands and keep a 
running total for their score. The lowest score 
wins.

MEXICAN TRAIN DOMINOES DOUBLE TWELVES
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Equipment
A Ludo board is is square with a pattern on it in 
the shape of a cross, each arm being divided into 
three adjacent columns of eight squares. The 
middle squares form the home column for each 
colour and cannot be landed upon by other 
colours. The middle of the cross forms a large 
square which is the 'home' area and which is 
divided into 4 home triangles, one of each 
colour. At each corner, separate to the main 
circuit are coloured circles (or squares) where 
the pieces are placed to begin.

Counters start their circuit one square in from 
the end of the arm and adjacent to the starting 
circle. Avoid modern boards which incorrectly 
place the first square at the end of the arm.

The starting square, the starting circle, the home 
triangle and all the home column squares are 
coloured to match the corresponding pieces.

Each player chooses one of the 4 colours (green, 
yellow, red or blue) and places the 4 pieces of that 
colour in the corresponding starting circle. A single
 die is thrown to determine movement.

Play
Players take turns in a clockwise order; highest 
throw of the die starts.

Each throw, the player decides which piece to 
move. A piece simply moves in a clockwise 
direction around the track given by the number
 thrown. If no piece can legally move according 
to the number thrown, play passes to the next player.

A throw of 6 gives another turn.

A player must throw a 6 to move a piece from the 
starting circle onto the first square on the track. 
The piece moves 6 squares around the circuit 
beginning with the appropriately coloured start 
square (and the player then has another turn).

If a piece lands on a piece of a different colour, 
the piece jumped upon is returned to its starting circle.

If a piece lands upon a piece of the same colour, this 
forms a block. This block cannot be passed or landed 
on by any opposing piece.
     Winning
When a piece has circumnavigated the board, it proceeds 
up the home column. A piece can only be moved onto the 
home triangle by an exact throw.

The first person to move all 4 pieces into the home triangle wins.

LUDO
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Jigsaw puzzles are fun, they can also be not fun, 
if you are building a hard jigsaw puzzle (or an easy 
one) these few tips should help.
I have compiled a full step-by-step how to complete 
a jigsaw puzzle.

I am using a 100 (108, the box was wrong!) piece 
jigsaw puzzle, I used a smaller puzzle to work on 
because I had to pull it apart and put it together a 
few times.
Well, enough of the intro, lets get started!

The first thing you should do before starting any 
jigsaw is separate the pieces (actually, you should 
take it out of the box...) start this by separating the 
edges from the middle pieces.
Once you have done that, take out the corner pieces.
Now, with all the straight edge pieces it is time to color
 sort, put light pieces with light pieces, dark with dark
 and medium color with medium color, if you don't 
have many medium color pieces just put them with 
the closest category.

When you have done that you should scroll down to the next step!
Now, you should start to see the patterns in the edge pieces, put
 together the easy parts and then the harder parts, when you have 
finished that, you have made what is known as "the frame".
Now you can start separating the middle pieces into colors!
To separate the middle pieces you will use the same principle as 
the edges, if you see any patterns appearing in certain pieces 
separate them, I have 5 piles, going from top to bottom-left to 
right I will explain them;
Light color pieces, these are going to go together so I pile them up.
Mostly blue pieces, these have no "light or dark" category but I 
saw a pattern.
Random pieces, these couldn't fit in any of my 4 categories so
 they got a category of their own.
Fish and coral, this particular puzzle is an underwater scene so 
these will go together.
Last but not least I have a pile of black pieces, judging by the 
patterns depicted on these pieces I can tell that they will go together.

PUZZLING
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ROULETTE
You need to know how to bet 
on roulette if you want to play
 any of its many variants. As 
we’ve said, you can be general or 
specific with your predictions. 
In practice, this means you can try 
to predict the exact number the 
ball will stop on.
Alternatively, you can bet on a 
group of numbers that share 
common characteristics. If the ball 
stops on any of these numbers, you win.

Before we give you a breakdown of how 
to bet on roulette, it’s important to note 
that some variants have slightly different 
rules. For example, if you play European
 roulette at Wild Casino, you’ll notice that
 the standard payout for a single number is 
30x. If you play European roulette at 
BetOnline, the payout for a single number
 is 35x.
This is because the rules of each game are 
slightly different and that affects the payouts. 
We’ll talk a bit more about the different 
variants you can play later on in this roulette 
guide. Before that, here are the standard 
betting options and their associated payouts:

Inside Bets aka Specific Picks

Inside Bet Example Payout
Straight Up (one number) 27 35x
Split (two neighboring numbers) 17/20 17x
Street (three numbers in a line) 1/2/3 11x
Corners (four connected numbers) 20/21/23/24 8x
Six-Line Bet 1/2/3 + 4/5/6 5x

Outside Bets aka General Picks

 Outside Bet Example Payout
Column 12 numbers in a column 2x
Dozen 12 numbers on a third of the board 2x
Odd All the odd numbers 1x
Even All the even numbers 1x
Red All the red numbers 1x
Black All the black numbers 1x
1-18 All the numbers from 1 to 18 1x
19-36 All the numbers from 19 to 36 1x

By now, you should have a clear idea of how to play 
roulette in any setting. Of course, there are some 
differences between playing roulette online and in 
a land-based casino.
We’ll walk you through the process of joining one
 of our top-rated US online casinos and placing bets 
in a moment. Before that, here’s a quick recap of how 
to bet on roulette and what the table looks like:
• A roulette wheel showing black and red numbers 
from 1 to 36 + the number zero (which is green).
• A roulette board showing a corresponding set of 
numbers to the wheel.
• A ball that gets dropped onto the spinning 
wheel and settles in a slot to determine the outcome.

• Chips used to signal where you think 
the ball will stop.
The only thing missing from our list is you. 
The ball is dropped onto the spinning wheel 
by a croupier, but only if someone has placed 
a bet. You’re a fundamental part of the 
equation, so here are the steps you need to 
follow in order to play roulette online:
1. Use our secure sign-up links to join 
your chosen online casino.
2. Complete the registration process 
using any exclusive promo codes to unlock 
a welcome bonus.
3. Log into your casino account and 
go to the cashier page.
4. Choose a secure payment option and 
make a deposit.
5. Go to the game lobby and use the quick
 link to call up a list of roulette games.
6. Choose a roulette game and choose a 
chip denomination.
7. Place chips on squares that match 
where you believe the ball will stop.
8. Wait for the wheel to stop spinning 
and see if your bet is a winner.
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RUMMY
Object of the Game

Each player tries to form matched sets consisting 
of groups of three or four of a kind, or sequences 
of three or more cards of the same suit.

The Play

Beginning with the player to the left of the dealer, 
players either draw the top card of the stock or 
takes the top card of the discard pile and adds it to 
his hand. The player may also lay down on the table, 
face up, any meld (matched set). If the player does 
not wish to lay down a meld, he discards one card, 
face up, onto the discard pile. If the player has 
drawn from the discard pile, he may not discard the 
same card on that turn.

Laying Off

A player may add one or more from their hand to 
any matched set already shown on the table. Thus, 
if threes are showing, they may add the fourth three; 
if 10, 9, 8 are showing, they may add J, or Q, J, 7, or 7, 6.

Going Out

When a player gets rid of all of their cards, they win 
the game.
If all of their remaining cards are matched, the player 
may lay them down without discarding on their last 
turn. This ends the game and there is no further play.

If the last card of the stock has been drawn and no 
player has gone out, the next player in turn may 
either take the top of the discard pile, or may turn 
the discard pile over to form a new stock (without 
shuffling it) and draw the top card. Play then 
proceeds as before.

How to Keep Score

Each player pays to the winner the pip value of 
the cards remaining in their hand, whether the 
cards form matched sets or not. Face cards count 
10 each, aces 1 each, and every other card its pip 
value.

A player goes "rummy" when they get rid of all 
cards in their hand at once, without previously 
having put down or laid off any cards. In this event, 
every other player pays double - twice what 
opponents would otherwise owe.

Rank of Cards
K (high), Q, J, 10, 9, 8, 7, 6, 5, 4, 3, 2, A. 
(In many forms of Rummy, the ace may
 rank either high or low.)
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SNAKES AND LADDERS
A worldwide classic board game! Navigate your 
piece from start to finish, avoid the snakes, and 
take shortcuts going up the ladders. The origins 
of this game are found in ancient India were it 
was known as ‘Moksha-Patamu.' A player moving 
up the board represented life's spiritual journey, 
complicated by virtues - the ladders, and
 vices - the snakes.

Equipment
• Snakes and Ladders board
• 1 die
• Playing pieces

Setup

Before the game can start each player will roll 
one die, the player who throws the highest 
number will be the one to have the first turn.
 
Gameplay

The players will move their pieces from left to 
right, starting at 1, following the numbers on 
the board, then the next row from right to left 
and repeat. If a player rolls a 4, then the player 
would move their piece four places.

Snakes

When a player lands on a top of a snake, their 
playing piece will slide down to the bottom of 
the snake
Whereas landing on the bottom of a snake the 
player will remain in the same spot until their 
next turn.

Ladders

When a player lands at the base of a ladder, it 
immediately climbs to the top of the ladder.
Whereas landing at the top of a ladder the 
player will stay there until the next turn. The 
player does not move to the bottom of the ladder.

Whereas landing at the top of a ladder the player 
will stay there until the next turn. The player does 
not move to the bottom of the ladder.

Winning the Game

The first player that reaches the highest space on 
the board, 100, wins the game. To win the player 
will need to roll the exact number to get you to 
the last space. If the player rolls a higher number 
than needed to land exactly on 100, their piece 
does not move and remains there until their next 
turn, when they can roll again.

The Bounce Back Variation

The first player that reaches the highest space
 on the board, 100, wins the game. To win the 
player will need to roll the exact number to get
 to the last space. If the roll is too high, the 
player's piece will bounce off the last space and
 move back. For example, if a player had four 
spaces to get to 100 and rolled a 6, the piece 
will move four spaces to 100, then 
“bounce back" two spaces to 98.
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CRIBBAGE
Cribbage, card game in which the object is to
 form counting combinations that traditionally 
are scored by moving pegs on a special cribbage 
board. The appeal of the game, usually played 
by two but with a popular variant played by four 
or occasionally by three, is evident from two facts: 
few changes have been made in the original rules, 
and it remains one of the most popular of all card 
games. In the United States cribbage is played by 
more than 10 million people, principally across the
 northern states from New England to the Pacific, 
and the game has remained popular in Canada as 
well. In Great Britain one to two million players 
compete in nationwide leagues, to which might be 
added a comparable number of casual players.

Though commonly credited to the invention of the 
17th-century English poet Sir John Suckling, cribbage 
clearly developed from an earlier game called noddy, 
which also used a special scoring board, as did the 
related but more-complicated game of costly colours, 
described by Charles Cotton in The Compleat 
Gamester (1674) and current in parts of England until 
nigh on the 20th century. Cribbage would quite likely 
have become the most popular of all two-hand card 
games if so many descriptions had not called the 
cribbage board indispensable, which it is not.
Almost the only big change from the original rules is 
that, in the United States and in the British two-player 
domestic game, each player is dealt six cards instead of 
the original five. Five-card cribbage remains popular in 
British club and tournament play, however, since it is 
commonly played as a four-hand partnership game where 
five is the norm and a switch to six cards for two players 
would be confusing.

Scoring

Scoring is traditionally called pegging because 
it usually is done by moving pegs on a scoring 
device, the cribbage board. This cribbage board 
is essentially a tablet with 60 counting holes (in 
two rows of 30) for each player, plus one game 
hole for each and often extra holes for holding 
pegs when not in play and for keeping track of 
games won. Game is 121 (twice around the 
board plus one for the game hole) or 61 in the 
less frequently played game of once around. 
Each player has two pegs, and each scoring point 
is marked by jumping the rearmost peg ahead 
of the other (thus showing at a glance the number 
of points scored on a move as well as the total). 
Scores must be pegged in order because the first 
player to reach 121 (or 61) or, in some games, to 
pass it is the winner. Emphasis on the board as a 
scoring device created the idea that the game 
could not be played without it, but the score can 
be kept with pencil and paper or with chips or 
other counters. Cribbage boards are also available 
with 180 holes (for playing up to 181).

The cut and the deal

The standard 52-card deck is used, the cards ranking 
from king (high) to ace (low). Face cards count 10 each; 
other cards count their index value (number of pips). 
The player cutting low card deals first, the deal 
alternating with each hand. Six cards are dealt 
alternately to the nondealer and to the dealer. 
Each player then discards two cards facedown to 
form the crib. In discarding to the crib, since it scores 
for the dealer, the nondealer tries to lay away “balking” 
cards, those least likely to create scoring combinations. 
After the discard, the undealt remainder of the pack is 
cut by the nondealer; the top card of the lower packet is 
turned faceup on top of the reunited deck and becomes
the starter. If the starter is a jack, dealer immediately 
pegs (scores) two points, called “two for his heels.” If the 
starter is any other card, the jack of that suit—formerly 
called “knave noddy,” an unmistakable link with the earlier 
game—is worth one point to the holder for “his nob” but is 
not scored until later. This is followed by the two stages of
 scoring, the play and the showing.

The play and the showing

The nondealer begins the play by laying faceup before him 
any card from his hand, announcing its counting value. Dealer
 then plays a card (each adds cards to his own pile so that his
 original hand may be counted later in the showing) and 
announces the total of the two cards. Play continues 
alternately, each player announcing the new total, until the 
total reaches 31 or until one player cannot play without 
increasing the total beyond 31. If either player cannot add a 
card without exceeding 31, his opponent must play any card(s)
 in his hand that may be added without exceeding 31. The last 
to play in each sequence scores a “go”—two points for reaching
 exactly 31 or one for any lesser total. After a go, count begins
 again at zero.
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MANCALA
For 2 players – Ages 7 to Adult Mancala is an ancient 
family of board games, and there are numerous variants. 
This is a version of the basic game, known as two-rank 
Mancala and also known as Kalah. Contents: 1 Mancala 
board 48 colored plastic pieces (also called “stones”) 
Set Up: The Mancala board is made up of two rows of six 
pockets (also called “holes,” or “pits”) each. Four pieces are 
placed in each of the 12 pockets. The color of the pieces is 
irrelevant. Each player has a “store” (also called a “Mancala”) 
to his/her right side of the Mancala board. Object: The object 
of the game is to collect the most pieces by the end of the game.
 Game Play: 1. The game begins with one player picking up all 
of the pieces in any one of the pockets on his/her side. 2. 

Moving counter-clockwise, the player deposits one of the stones 
in each pocket until the stones run out. 3. If you run into your own 
Mancala (store), deposit one piece in it. If you run into your opponent's 
Mancala, skip it and continue moving to the next pocket. 4. If the last 
piece you drop is in your own Mancala, you take another turn. 5. If the 
last piece you drop is in an empty pocket on your side, you capture that 
piece and any pieces in the pocket directly opposite. (See figure below: 
In this image, player B has moved his/her piece from space B1- B2. By 
occupying the empty pocket on his/her side, player B earns THAT piece 
IN ADDITION TO the pieces in pocket A5 on the opposite side) 6. Always 
place all captured pieces in your Mancala (store). 7. The game ends when 
all six pockets on one side of the Mancala board are empty. 8. The player 
who still has pieces on his/her side of the board when the game ends 
captures all of those pieces. 9. Count all the pieces in each Mancala. 
The winner is the player with the most pieces.

Importado, diseñado y distribuido en México 
exclusivamente por: KELVIN S.A. DE C.V.

RFC: KEL910709M10
Cerrada de Ximilpa No. 2,

Col. Deportivo Pensil
Alcaldía Miguel Hidalgo,

Ciudad de México, México. C.P. 11470
Tel. 5527·1803 / 5527·8352 / 5386·6583

Visítanos en: www.kelvinsa.mx
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TUMBLING TOWER

Giant Tumbling Tower can have any amount
of players, in fact we find the more the merrier
One player builds the tower on a flat, sturdy 
surface. Place three blocks in each layer, at right 
angles to the previous layer like in the image to 
the right. Once built there will be 18 storeys.
The player who built the tower starts the game.
Take turns to remove a single block from anywhere 
below the highest completed storey and stack them
 on top of the tower at a right angle to the blocks below.
To remove a block, use one hand at a time. You can 
switch hands whenever you wish. As play proceeds 
and the weight of the tower shifts, some blocks become 
looser than others and are easier to remove. You can 
touch other blocks to find a loose one – but if you move 
a block out of place, you must fix it (using one hand only) 
before touching another block.
While stacking, always complete the 3 block storey before 
starting a higher one.

ENDING THE GAME

If a player attempts to remove a block and the tower falls, 
they lose and the game is over. A real pro can build a tower 40 storeys high or more!

54 Blocks
Carry Case
Rules and instructions
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LOTERÍA

                                      

Traditionally you would use raw beans as 
your marker, but there are no rules here 
and, honestly, anything you have an 
abundance of can be used, like pennies, 
small rocks, beads, anything! 
For this game you will need one "tabla" 
for each player and one deck of lotería cards. 
To play this game there needs to be at least 
three players, but the more the merrier, 
just make sure you have enough tablas 
to give around.
 
One person, will be announcing the cards. 
This person, known as "el gritón" or yeller, 
has to be witty and good with puns and 
rhymes as their job is not only to yell the 
name of the card but also to distract the 
players while doing so, and usually with 
humour. This person can also be playing 
their own board at the same time as the 
other players, but they need to be good at
 multi-tasking.
All the cards are in Spanish and they have
 an illustration of different things like 
"La Rosa" or "El Músico" sometimes you 
can even say a poetic phrase after each 
card like "La Dama, La dama puliendo el 
paso, por todo la calle real" translated to 
The Lady: The lady, taking an elegant walk 
along the main street. The point of the game 
is to be the first to fill your card and shout out 
"buenas" or "lotería" to declare your winning 
victory!

 
To us Mexicans, Lotería is always spent as a 
good time regardless of who wins or loses! 
It's a great game to play because, unlike
 other family board games, this game is easy 
to understand so people of all ages can play.
 Also, there are some families who add levels 
of difficulty to this game by playing several 
boards at the same time as a big one. Others, 
have the cards called out with riddles instead 
of the image, so you would have to guess what 
the card is. There are thousands of creative 
ways to play this game!
Did you know...
Lotería can be an excellent way to learn 
Spanish! Mostly because of its nature of 
simple, easily pronounced words associated 
with images and for its repetition, but also for
 the rhymes that help understand the use of 
vocabulary and its context!
Also, through the images of lotería one can 
get to know a lot about Mexican culture in 
general. From the calavera or la muerte that 
represent día de muertos and our relationship
 with these images, to la chalupa that is a 
typical element from Xochimilco (a traditional 
place in Mexico city).

Lotería is not traditional to one specific state 
or region: everyone in Mexico has played this
 game! This is why the images shown here are
 so iconic and can be found everywhere in 
Mexico.
We would like to know what are some of your
 most greatest and funniest memories you've 
experienced while playing Lotería! A small 
healthy dose of competition won't hurt 
nobody right? 

Learning how to play Lotería is pretty
simple if you have played bingo before,
so no need to stress! The rules are very
similar to regular bingo, placing mark
spots on your board but here we call it a
“tabla” or “carta”.
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MAH JONG
The basic game has 136 tiles, including 36 
characters, 36 bamboos, and 36 circles, which
 are the suits. These are, in turn, divided into 
four sets of numbers 1 to 9 in each suit. There 
are also 16 wind tiles and 12 dragon tiles. Many
 sets also include eight bonus tiles with four 
flowers and four seasons, but these are not 
needed in the basic game.
One pair of dice is used to determine the deal. 
It is optional to have four racks.
The goal of the game is to get a mahjong, 
which consists of getting all 14 of your tiles 
into four sets and one pair. A pair is two identical 
tiles. A set can either be a "pung," which is three 
identical tiles, or a "chow," which is a run of three 
consecutive numbers in the same suit. A single tile 
cannot be used in two sets at once.

Determine a starting dealer. In Chinese tradition, 
the four wind tiles are shuffled face down and dealt 
to the players. Players then sit according to their tile 
and sit clockwise in the order north, west, south, east. 
East starts as the dealer. Modern players may simply 
roll the dice to determine the dealer.

All tiles are shuffled together, and the players 
build a wall of 34 face-down tiles in front of 
themselves, 17 tiles long and two tiles high. 
The result should be a large square wall of 
tiles in the center of the table.

The dealer rolls the dice and counts that 
many tiles from the right edge of their wall, 
and separates the wall at that point to begin 
dealing tiles from the left of that spot and 
going clockwise. Each player receives 13 tiles, 
with the dealer starting with an extra 14th tile.
Each player then arranges their own tiles so 
they can see them and other players cannot. 
Racks are often used for this purpose. The 
dealer then discards one tile, and play begins 
to the left of the dealer.
Before your turn, you must give other players 
a few seconds to claim the most recently 
discarded tile.
The first priority goes to any player who can 
claim the discarded tile to complete a mahjong. 
A player who can do this claims the tile, then 
reveals the winning hand of 14 tiles.
Failing that, any player can claim the discarded 
tile to complete a pung. The player says "pung", 
and then reveals the two matching tiles that 
match the discard. For example, if the discarded 
tile was the 7 of bamboo, and the player had two 
more bamboo 7s on the rack, that player would 
call "pung". When calling pung, a player turns the 
completed pung (with all three bamboo 7s, in this 
case) face-up, discards a different tile, and the 
turn passes to the right.
If nobody claims the discarded tile but it completes 
a chow for you, you may claim it at the beginning 
of your turn by saying "chow". You then must turn 
your chow face-up, revealing the completed run 
(e.g. 5, 6, 7 of bamboo) as in the pung example above. 
You then discard a different tile and play continues 
as normal.
If the discard does not complete a set for you, then on 
your turn you draw the next tile from the wall (going left). 
Unless this gives you a mahjong, you then discard a tile face-up.

Note that only the most recently discarded tile can be claimed.
Simple scoring awards one point to whoever achieved the 
mahjong and won the hand.
Many more complex scoring arrangements exist, which vary 
widely by region. Bonus point-scoring awards an additional 
point for not winning by taking a discard, or winning with the 
last tile in the game, or having a pung of dragons. Exponential 
scoring scores each pung at 2 points, which is doubled if the
 pung was not revealed, doubled if the pung used ones or nines, 
and doubled twice more if the pung was a kong.
Due to the many scoring variations, players should be careful 
to agree on scoring rules before a game.
Players play to a pre-determined number of points, or 16 rounds, 
or until players agree that they are done.
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CHINESE STICKS GAMES

Pick-Up Sticks is a simple game, played with a set of sticks in
 different colours.  After the sticks are bundled up in one hand
and then let go on a flat surface, the fallen sticks must be picked, 
one by one, without touching or moving the rest; when this cannot 
be done, the next player takes over.  Each colour has an assigned 
point value, and once all the sticks have been lifted, the player with 
the highest score wins the game.  The origin of this game is still 
disputed, and might have even evolved in parallel in different corners 
of the world.  One origin might be connected to I Ching Chinese Divination, 
which involves yarrow sticks, which were later used as a game for gambling 
or for fun; this game might have been adopted in other Asian countries, 
such as Japan and Korea.  Native American cultures such as the Lenape
(in Delaware), and the Sac and Fox (in Iowa), have traditional games with 
sticks, carved or adorned with different designs at the tips, but it has been 
debated whether they were created by them early on, or adapted from 
tantamount games that British and French settlers might have brought 
from Europe, such as Spellicans and Jonchets.  Other games with similar 
rules are Jackstraws, and Spillikins

In Europe, there is a version of pick-up sticks called Mikado (Japanese emperor), 
and in Mexico, they are called “Palitos chinos” – “Chinese Sticks” which seem to 
suggest an Asian origin.  Mikado sticks are nowadays coded, as follows, by number 
of sticks of the category, colour, point value per stick, and name (using Asian words
 for different titles and occupations): 1 blue stick – 20 points (Mikado); 
5 yellow sticks – 10 points (Mandarin); 5 orange sticks – 5 points (Bouzu); 
15 green sticks – 3 points (Samurai); and 15 red sticks – 3 points (Kuli).  In Mexico, 
Palitos chinos have been mostly made with plastic since I can remember; the colours 
and point values are similar to Mikado, but the main stick is always black, which once
 retrieved from the pile, may be used as a tool to collect more sticks.
To make a pick-up sticks game at home, all that is needed is  a pack of 
bamboo skewers and some acrylic paint or markers in different colours
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BEER PONG
REQUIRED ACCESSORIES

• 4 players, 2 balls, 22 red cups, beer, beer pong table / playing area
• every player on a team throws one ball per round
• Hit cups must be drunk
• the elbow must always stay behind the edge of the table when throwing
• If both players hit, the team may throw again (“balls back”)
• Impacts count as two cups, but may be fended off
• the teams take turns throwing
• When the last cup has been hit, the team has another counter attack
• the team hits the counterattack: game continues - otherwise game ends
• If both players hit the same cup, 3 cups are put away (“bomb”)
• If a player announces a stand-alone cup, 2 cups are put away (“Island”)

GENERAL GAME PROCEDURE

Beer Pong is usually played by two teams of two people each. Both team members 
try to throw a ball into the opposing team's cups per round. If a cup is hit, it must be 
drunk after both balls have been thrown. Balls must always be removed from the 
cups immediately. The team that hits all of the opposing team's cups first wins.
Since there are many different variations of Beer Pong, the special rules should be 
mentioned again shortly before the game so that everyone can agree on them.
The winner of the game typically stays at the table and awaits the next opponent.

DECIDE WHO BEGINS / EYES

The first game of the evening is decided by "eyes". One team member from each 
team looks the opponent in the eye. Both throw at the same time. Whoever hits 
first can start the round with his team. The hit cup is not removed or drunk. The 
team only gets the ball.
or
The winner of the last game gets the balls.

ELBOW RULE

When throwing, the thrower's elbow should never protrude over the rear 
edge of the beer pong table. If this fundamental rule is not followed, the 
shot taken does not count and the other team gets the ball. If the ball is 
pocketed, the thrower has one more try.

BALLS BACK

If both team members meet in the same round, the team receives the 
balls back and is allowed to throw again. The cups are removed before 
the second throw.
COMPILING

You can put it together once per game. You can do this with a number 
of five remaining cups. After a "balls back" this rule does not apply 
because the round is still going on.The last cup should always be 
moved to the "center" (middle) of the former triangle formation

PICK UP / BLOW AWAY

If a player throws the ball with a bouncer over the table top or another 
cup into a cup, the opposing team must drink two cups.
In order to avoid landing, the ball may be knocked away or caught after 
the first contact with the table or cup.

ADJUST

During the course of the game, players may request that the opposing 
team bring their cups back into shape if they are not standing as they should.

FINGERS / BUBBLES

If a ball is still circling around in a mug and has not yet touched the beer, it can 
be blown out / fingered to make the hit invalid. As a rule: boys finger, women suck!

DEAD CUP
As soon as a cup has been hit, it should be drunk. But if it is not emptied and is in the 
hand of a player / at the table, that team automatically loses if the cup is hit again by
 the other team. Dead cups are therefore extremely dangerous.

TRICKSHOT

If a player throws the ball and it rolls back over the table to his own side and is caught
 (without touching the ground), it is the thrower's turn again. The throw has to be a trick 
shot. Means: close your eyes / with your left / behind your back / etc

BOMB

If both team members meet in the same cup, the "bomb" rule applies. 3 cups are removed 
from the opposing side and the team receives both balls back (balls back) and is allowed to throw again.
ON FIRE

If a player lands two hits in two rounds in a row, he can shout "heating up" and in the case of a third hit
 may throw in the next round until he no longer hits. He is "on fire".
ICELAND

This rule can be used by each player once in the game. If a cup stands alone (without touching others), 
the player can refer to "Iceland" on the cup. If the named cup is hit, the shooter may choose a second 
cup for the opponents to drink. However, if the player accidentally hits another cup, the hit will not count.
REVENGE / ACCOUNT

If, during the game, a throw by the opponent is caught directly behind the table top, the catcher of the 
ball may throw the ball twice in the following round (he may counter).
and
After the last cup of the opposing team has been hit, the opponents receive both balls and are each 
allowed to throw a counterattack. In the event that the countering team manages to hit one / both cups 
(= same number as opponents), the game continues in possession of the actual winning team and no cups 
are removed.
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