Rulesto Play Four Hand Cribbage

Deal

Deal five cardsto each player. Each player chooses one card from his’/her hand to discard
tothecrib.

TheCrib

Each player looks at higher five cards and lays away onein front of the dealer to reducethe
hand to four cards. When choosing a crib card, consideration isgiven to the hand's
potential for scoring during the counting phase at the end of theturn. The cardslaid away
together constitute the crib, which belongsto the dealer but isnot exposed or used until
after the play.

The Starter

After thecrib islaid away, the player to the dealer'sright cutsthe pack (the remaining deck
of cards) and the dealer turns up thetop-card of the lower packet. Thiscard, placed face
up on the pack, isthe starter. If thestarter isa Jack ("HisHeels") the dealer pegs (scores) 2
pointsimmediately. The starter card isnot used in the play.

ThePlay

After the starter isturned, thefirst round begins. The player to theleft of the dealer lays
one card face up on thetable. Each player clockwiselaysa card, forming a stack separate
from the other players. Aseach player laysdown a card, the player announcestherunning
total reached by the addition of hisher pipsto those previoudy played, or declaresa Go.
(Example: Non-dealer beginswith a 4, saying “four”, the next player playsa 9, saying
“thirteen” and so on). TheKings, Queensand Jackscount 10 pipseach; every other card
countsits pip valuewith the Ace being 1.

TheGo

During the play, therunning total of the cards may never exceed 31. All playable cards
must be played, so if a player isunableto add another card without exceeding 31, he/she
passes by saying “ Go” and the next clockwise player plays.

Theplayer in around laying the last card pegs 1 point. A new round then begins with the

next clockwise player. Besidesthe point for thelast card, the player isentitled additional
pointsfor pegging 15, pairs, runs, 31, etc.

Pegging

The object in the play phase isto score points by pegging (moving the pegs on the cribbage
board). In addition to last card, a player may scorefor the following combinations:

15 pips—for laying a card that makes arunning total of 15, peg 2 points

Pair —for adding a card of the samerank asthat last played, peg 2 points (note that
face cards pair on by actual rank Jack with Jack, but not Jack with Queen)

Triplet —for adding a third card of the samerank, peg 6 points



Quadruplet —for adding a fourth card of the same rank, peg 12 points

Run (Sequence) —for adding a card which formswith those played previoudy a
sequence of three or more, peg 1 point for each card in the sequence (runsare
independent of suits, but go strictly by rank, eg., 9-10-J isarun, 9 -10-Q isnot)
31 pips- for laying a card that makes a running total of 31, peg 1 point

It isnecessary to keep track of the order in which cards are played to deter mine whether
what lookslike a peggable sequence has been interrupted.

Counting the Hands (T he Show)

Therounds end when all cards have been played. Then hands are shown, counted and
scored. Thereisno counting of handsif one player pegsto 121 during the play.

Thefive hands are counted in clockwise order starting with the player to theleft of the
dealer. Thedealer getsto count hishand and crib last. Thisorder isimportant, for
towardsthe end of a game the non-dealers may “ count out” and win beforethe dealer getsa
chanceto count, even though the dealer’s hand total would ordinarily exceed that of his
opponents.

The starter isconsidered to be part of each hand in the show so that all handsin counting

comprisefive cards. Notethat when scoring a hand the same card may be counted and
scored as part of several different combinations.

Scoring
Points are scored on the cribbage board for the following combinations:
Fifteen — count 2 pointsfor each combination of cardsthat total 15
Pair —count 2 pointsfor each pair (two of the samerank)
Triplet —count 6 pointsfor each triplet (three of the samerank)
Quadruplet —count 12 pointsfor each quadruplet (four of the samerank)

Run (Sequenceof 3,4 or 5) —count 1 for each card in the sequence (runsare
independent of suits, but go strictly by rank, eg., 9-10-J isarun, 9 -10-Q isnot)

Flush of 4 or 5—count 4 pointsfor a hand of cards of the same suit, or 5 pointsif the
starter card isincluded in the flush

HisNob (or Nib) - count 1 point for a Jack in your hand of the same suit asthe
starter card

After handsand crib have been counted and scored, the cards are gathered and dealt for
the next turn. Player to theleft of thelast dealer isthe dealer for the new turn.

Winning

When a player has scored to 121, hisher team isthewinner. Play stopsimmediately.



