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CHINESE GAMES WITH DICE AND DOMINOES.

By Stewart Culin.

" The earth hath V)ubhles, as the water has, and these are of them."

This paper,* of which a preliminary study was printed in 1889,t is the
first of a series on Chinese games, to be continued by similar accounts
of playing cards and chess. It has been considerably extended, through
recent studies in connection especially with the collection gathered by
the author in the Anthropological Building in Chicago, and that in the

National Museum. |

The games described are chiefly those of the Chinese laborers in

America, a limitation found as acceptable as it is necessary, since even
among these people, who all came from a comparatively small area, there

exist variations in the methods of gambling, as well as in the termi-

nology of their games. The latter is made up largely of slang and col-

loquial words and presents many difficulties. The gamblers are usually

men of the most ignorant class, and those most familiar with the games
are often the least able to furnish correct Chinese transcriptions of the

terms employed in them, so that the task of interpretation would have
been extremely difficult but for the assistance received from Chinese

and Japanese scholars.§

' This paper lias been prt-pared at the request of the authorities of the U. S. National

Museum, to illustrate a portion of its extensive collection of games.

t Chinese Games -with Dice.
|
By Stewart Culin.—Read before The Oriental Club

of Philadelphia. | March 14, 1889.
|
Philadelphia.

| 1889. 8^. pp. 1-21.

tThis collection, though the author modestly refrains from mentioning the fact,

owes much of its completeness to Mr. Culin's own generous contributions.

G. Bkowx Goode.

§ The Chinese words printed in italics are transliterated according to Dr. Williams'

"Tonic Dictionary of the Chinese Language in the Cauton Dialect," Canton, 1856.

Dr. Hepburn's Japanese-English Dictionary has been followed for Japanese, and the
Korean words, in the absence of any native standard of orthogra])hy, and for the

purpose of convenient reference, have been made to accord with that admirable work,
the Dictionnaire Coreen-Fran^aia, Yokohama, 1880.
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Fig. 1.

CHINESE DICE.

GAMES WITH DICE.

Chinese dice* are small cubes of bone marked on each side with

incised spots from 1 to (5 in number, (fig-. 1) which are arranged in the

same manner as the S])ots on modern European dice, as well as those of

Greece and Eomeof classical antiquity;! the " six" and "one," "five"

and "two," and "four" and "three" being on opposite sides.

The "four" and "one" spots on Chinese dice are painted red, and the

"six," "five," "three,"

and "two" are painted

black. The "one" is

always much larger and
more deeply incised than

the other spots, possibly

to compensate for its

op])osite, the " six."

The origin of the cus-

tom of painting the
"fours" red is accounted for, according to the Wa Kan san sai dzu e,|

by the following story:

An emperor of the Ming dynasty (A. D. 1368-1643) played at suqorokn with his

queen. He was ahnost defeated by her, but had one way of winning through the

dice turning "fours." He cried and threw the dice, and they came as he desired,

whereupon he was exceedingly glad, and ordered that the "fours" thereafter be

painted red, in remembrance of his winning.

A similar story was related to me as a cominon tradition among the

Cantonese, by an intelligent Chinese, who gave the emperor's name as

Ld Ling Wong^\ who reigned under the title of Chung Tsung (A. D.

* The common name for dice among the Cantonese is shik tsz', composed of shilc,

"colors," and tsz\ " seed," " dice."

In Medhurst's English and Chinese Dictionary, Shanghai, 1847, three other names
for dice are given: t 'an tsz' composed of t' au, written with a character compounded
of the radicals, kivat, "bone," and shii, "a weapon," "to strike," and the auxiliary

tsz'; sJietuig Ink, "double sixes," from what is regarded as the highest throw with 2

dice, and htk ch'ik, literally "six carnation." The last name may be considered as

a compound of the terms for the most important throws: "six" and carnation or

red; the "four," to which, as will be seen, an especial signiticance is attached, as

well as the "one," the lowest throw with a die, being painted red. In Japanese dice

are called sai, a word written with a Chinese character, ts'oi, "variegated," "lucky."

t About the only dotted cubical dice which depart from this arrangement are those

of the ancient Etruscans, which are regarded as having the "one" and the "three,"

"two" and "four," and "five" and "six" opposite, a system which does not appear,

according to the writer's observation, to have been constant.

t "Japanese Chinese Three Powers' (Heaven, Earth, Man) picture collection."

Osaka, 1714; vol. 17, fol. 4.

^ Whence a vulgar name for dice among the Cantonese, hot lb, composed of hot,

"to call out loud," and lb, for Lb Ling Wong.
Modern Indian dice are usually marked with black and red spots. In the Mahab-

harata (iv, 1, 25) reference is made to "dice, dotted black and red." (Prof. E. W.
Hopkins, J. A. O. S., vol. 13, p. 123.)
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684, 701-710). Mr. Herbert A. Giles* tells me that this story is men-

tioned by a Chinese author, but I am inclined to regard the account as

fanciful, and think that it is probable that the color of the '' fours"

was derived, with the dice themselves, from India.

Several sizes of dice are used by the Chinese, varying from a cube

01 two-tenths to one of seven-tenths of an inch. Difterent sizes are

employed in different games, according to custom.

Dice are usually thrown by hand into a porcelain bowl, the jdayers

throwing around in turn from right to left, and accompanying their

efforts with cries of lot! "come !"

The Chinese laborers in the United States play several games with

dice, but they are not a popular mode of gambling, and are generally

neglected for fan fan, and Chinese dominoes.

sz' 'ng luk.

The best known of these games is called sz^ ''ng lul\ " four, five, six,"

commonly contracted to sing lul; and is played with 3 dice of the

largest size. The throws in it in the order of their rank are: ''Tliree

alike from three "sixes " down, called teatA " Four, five, six," called

sing Jul- or chiin fd.^ Two alike, the odd die countingfrom " six " down
to ace, the last throw being called yaf fat, "ace negative." One,

two, three, called mo lung, "dancing dragon," or she tsai, "little

snake."

The first player is determined, on throwing around, to be the one
who throws the highest number of red spots. The other players lay

their wagers, usually in sums di\asibleby3, before them. The first player

throws until he makes one of the above mentioned casts. If he throws
sing litJc ("four, five, six"); 3 alike; or 2 alike, "six" high, each of the

players at once pay him the full amount of their stakes; but if he
throws mo lung or yat fat, he pays them the full amount of their

stakes. If he throws 2 alike, "five," "four," "three," or "two" high,

the next player on his left throws. If the latter makes a higher

cast, the first player must pay him, but if a lower cast, he must pay
the first player. The amounts thus paid are usually proportionate

to the difference between the throws with the odd die. If it is 4
or 3, the full amount; if 2, two-thirds, or if 1, one-third of the stakes

must be paid.

The third player throws in the same way, and the game is continued

until the first player is out-thrown.

* Chinese dice are the exact counterpart of our own except that the ace and four
are colored red; the ace because the combination of black and white would be
unlucky and the "four" because this number once turned up in response to the call

of an Emperor of the T'ang dynasty, who particularly wanted a "four" to win him
the jiarfie. (Strange stories from a Chinese Studio, Vol, ii, p. 145.)

t Wai means "to inclose," and is a term that is also employed in Chinese games of

chess and cards.

t Literally, "strung flowers."
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KON MIN YEUNG.

Kon min yeung, " pursuing sheep," is played with 6 dice of the larg-

est size. It is a game played for small stakes, usually for something

to eat, and is seldom resorted to by professional gamblers.

In it the player throws until he gets 3 alike, when the sum of the

spots on the other dice is counted.

The throws in the order of their rank are: Six " sixes," called tdi

min yeung, " large sheep." Six " fives," " fours," '• threes," " twos," or

"ones," called min yeung Jcung, ^^ yauis.^^ Three alike and "six, six,

five," called wm y<?MM5' M(/, "ewes." Three alike and the other throws

than the above. These are designated by the number representing the

sum of the throws with the 3 odd dice.

The throws, tdi min yeung and min yeung Jcung, take all the stakes.

If min yeung nd, or any other cast of 3 alike, is made, the next player

throws until he gets 3 alike, when he pays if his throw is lower, or is

paid if it is higher, as in sing luk.

The throw of 3 "fours" is called ivong i^ang fui, concerning the

origin of which name the following story is related

:

A boy ami girl were betrothed by their parents. The girl's father died, and the

family having been reduced to poverty, her brother sold the girl to become a prosti-

tute. This she resented, and anxious to lind her betrothed, whose face she well

remembeied, she caused it to be advertised that she would yield herself to the man
who could throw 3 '' fours" with the dice. Many, attracted by her beauty, tried and
failed, until her husband, Wong p'ang-fiii, Avho had obtained the rank of kdi iin, or

senior wrangler at the provincial examination, presented himself. For him she sub-

stituted loaded dice, with which he threw 3 "fours," whereupon she disclosed her-

self, and they were happily united.

chIk t'in KAU.

ChdTi fin I'liu, "throwing heaven and nine," is played with 2 dice. In

this game the 21 throws that can be made with 2 dice receive different

names, and are divided into two series, or suits, called man, "civil,"

and mo, "military."

The 11 mail throws, in the order of their rank, are figured on the

right of Plate i. They are:

" Double six," called fin, "heaven."

"Double one," called ti, "earth."
" Double four," called yan, "man."
" One, three " called tvo,* " harmony."
" Double five," called miii, "plum (dower)." t

*Thi8 throw is called by some ngo, a " goose," a name, like those of the throws
that follow it in this series, evidently derived from a fancied resemblance of the
spots on the dice.

tThe 5 spot is also called by the name of mitme or " plum (flower)," in Japan. In
Korea the same name, mai-hoa, "plum flower," is given to the sequence " five, one;"
"five, two;" "five, three;" "five, four;" "five, five;" "five, six " in the game of
Ho-hpai, with dominoes.
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"Double three," called ch^e'uny sdm, '" long threes."

"Double two," called j;a'» tang, "bench."
" Five, six," called /«' fan, '' tiger's head."

" Four, six," called htuig fan shap, " red head ten."

" One, six," called kb ke'uk ts'at, " long leg seveu."

" One, five," called hung ch'ui luk, "red mallet six."

The 10 mo throws in the order of their rank are figured on the left

of Plate I. They are:

" Five, four," and " six, three," called kau, " nines."

" Five, three," and " six, two," called pat, ' eights."

•' Five, two," and "four, three," called ts'at, " sevens."

" Four, two," called luk, " six."

"Three, two," and "four, one," called 'ng, " fives."

"One, two," called sdm, " three," or srfw kai, "three final."

The first player determined, the other players lay their wagers on

the table. The first player then throws and his cast determines the

suit, whether wmw or mo, for that round, i^o other throws count and

1 ^ I

• • 1^1 •
• •
• • • •! • •

• • • • • •
Fig. 2.

PAT CHA BOARD: CHINA.

the players throw again, if necessary, until they make a cast of the

suit led. If the first player throws the highest pair of either series,

that is the " double six " of the man, or one of the '' nines '' of the mo,

each player at once pays him, but if he leads the lowest of either suit,

tliat is, the "five, oue,"or '^ one, two," he pays them the amount of

their stakes.

If he throws any other pair than the highest or lowest of either suit

the second player throws, and is paid his stakes, if he throws higher,

by the first player, or pays him if he throws lower. The game is con-

tinued until the first player is outthiown. when he is succeeded by the

second player, and the others lay their wagers as before.

PAT CHA.

Pelt chd, " grasping eight," is played with 8 dice, preferably of the

smallest size. In this game the banker is provided with a diagram
(fig. 2) numbered or dotted, lilie the G faces of a die, upon which the
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Fig. 3.

CHINESE TEETOTUM.

(From specimen in the
museum of the University
of Pennsylvania.

)

players place their stakes. It bears the iegeud ^jat fung, " unlike,"

which expresses the desire of the banker as to the manner in which

the dice sliall fall. A player throws 8 dice. If at least 3 fall like the

number bet on, the gamekeeper pays him 8 times, or if G or more are

like the number bet on, 16 times the amount of his

stakes. In any other event, the player loses. A
similarly marked tablet is used in playing with the

chh' me, or teetotum (fig, 3). This implement is made
with G dotted sides. The players lay their stakes

upon the numbers on the tablet, and wia 4 times

the amount of their stakes if the one played on turns

uppermost, or lose, if another number comes up.

The ch^e me is said to have its sides decorated

sometimes with pictures of fish and animals instead

of numbers or spots, and the diagram, which is

called the c/i'J me p^di, or the • "tablet for the

teetotum," is then similarly inscribed (flg. 3).*

CHONG UN CH'AU.

CJiong ihi cWaii is a game played with tallies, ch'au, the highest of

which is called ehong iin, the name given the 02)timi(s at the examina-

tions for the degree of Hanliu, whence I have styled it "The Game of

the Chief of the Literati." (pi. 3.) Two or more persons may play, using

6 dice and 63 bamboo tallies. The latter receive the following names:

First. One piece about G inches in length, called chong iin, the tirst

of the Hanlin doctors. This counts as 32.

Second, Two shorter pieces called j^omj ngdn, second of the Hanlin,

f dm fa, third of the Hanlin. Each count as 16.

Third. Four shorter pieces called ui iin, the First of the tsun sz\ or

literary graduates of the third degree. Each count as 8.

Fourth. Eight shorter pieces called tsun zs\ literary graduates of the

third degree. Each count as 4.

*A similar game from Mauila, Philippiue Islamls, in the United States National

Museum (Plate 2), consists of a cardboard with 6 equal divisious, with numbers,

represented by disks of colored paper, from 1 to 6; a hexagon-shaped top with num-

bers from 1 to 6, and a saucer in which to spin it. It is described by the collector,

Hon. Alex. R. Webb, United States Consul, under the name of prinola, as a popular

game in the market places with the native women. " Bets are placed on the spots on

the board, the top is spun rapidly in the saucer, and the winners are paid double the

amount of their bets. Only one number can win, of course the one corresponding

to that which turns up when the top stops turning, and the chances are therefore

quite largely in favor of the dealer." The name is evidently the Portuguese pirinola,

but the game is probably of Chinese or Indian origin. In India a 6-sided teetotum,

chuK-ree, identical with the Chinese, is used, and is turned like a top on a wooden or

china plate. " The stakes are placed on a board with 6 partitions, and the game is

decided on the settling of the die with a particular number uppermost. The play

of this game is allowed only during the Diwali festival, when gambling is sanc-

tioned as a religious observance," (Ms, catalogue of Indian games and toys pro-

cured for the Chicago exhibition. Provincial Museum, Lucknow, India.)
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Tallies for "Chong un chau."
Cat. No. \mm. U. S. N. M. KwangtuiifT, China.
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Fifth. Sixteen shorter pieces called Jcil yan, graduates of the second

degree. Each count as 2.

Sixth. Thirty-two shorter pieces called sau ts^oi, graduates of the

first degree. Each count as 1.

The first, second, and third classes bear rude jDictures and names,

but the others are usually distinguished only by their size.

Two or more persons can play. The players throw in turn from right

to left, and after throwing each draws the tallies he is entitled to

according to the appended table. If the tally called for by a throw

has been drawn, its value maybe made up from the remaining ones;

but the winner of the chong iln must surrender it without compensation
if another player makes a higher throw than that by which he won it.

The one who counts highest becomes the winner.

The game is said to be played by women and children, and is not

played b}' the Chinese laborers in the eastern United States, although

they are generally acquainted with it.

A set of implements for this game from Johore in the collection of

His Highness the Sultan at the Columbian Exposition was similar

to that above described, and was evidently of Chinese Avorkmanship.
It was catalogued under the name chong tcan chiani {chong iin ch^au),

the tallies being called huah-buah bertulis.

The throws in chong iln ch^au, in the order of their rank, are:

6 "fours." 6 "fives." 6 "twos."

6 "sixes." 6 "threes." 6 "ones."

These throws are called ts'un shik, and take all the tallies:

5 "fours" ami 1 "six," or 1 "five," or 1 "three," or 1 "two," or 1 "one."
.5 "sixes" and 1 "four," or 1 "five," or 1 "three," or 1 "two," or 1 "one."
5 "fives" and 1 "four," or 1 "six," or 1 "three," or 1 "two," or 1 "one."
5 "threes" and 1 "four," or 1 "six," or 1 "five," or 1 "two," or 1 "one."
5 "twos" and 1 "four," or 1 "six," or 1 "five," or 1 "three," or 1 "one."
5 "ones" and 1 "four," or 1 "six," or 1 "five," or 1 "three," or 1 "two."
4 "fours" and 1 "three" and 1 "one."

4 "fours" and 1 "twos."

4 "sixes" and 1 "four" and 1 "two."
4 "sixes" and 1 "five" and 1 "one."

4 "sixes" and 2 "threes."

4 "fives" and 1 "four" and 1 "one."

4 "fives" and 1 "three" and 1 "two."
4 "threes" and 1 "two" and 1 "one."
4 "twos" and 2 "ones."

4 "fours" and 2 "sixes."

4 "fours" and 1 "six" and 1 "five."

4 "fours" and 2 "fives."

4 "fours" and 1 " six" and 1 "three," or 1 "six" and 1 "two."
4 "fours" and 1 "five" and 1 "three," or 1 "six" and 1 "two."
4 " fours " and 1 " five" and 1 " two," or 1 " five " and I " one."

4 "fours" and 2 "threes," or 1 "three" and 1 "two."
4 "fours " and 1 " two " and 1 " one," or 2 "ones."

Each of the above throws counts as thirty-two, and takes the chong un.

H. Mis. 184, pt. 2 32
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2 "fours," 2 "tiveS;"' and 2 " sixes."'

2 "ones," 2 "twos," aud 2 "threes."

3 "fours" and 3 " sixes," or " fives," or " threes," or " twos," or " ones."

3 " sixes" and 3 "fives," or "threes," or "twos," or " ones."

3 "fives" and 3 "threes," or "twos," or "ones."

3 "threes" and 3 "twos" or "ones."

A sequence from "one " to " six."

Each count as 10, and takes either tbe j)ong ngnn or film fa. Three

"fours" with any combination except those mentioned count as 8, and

take one of the ili iin. Four " sixes," 4 " fives," 4 " threes," 4 " twos,"

or 4 "ones," with any combination of 2 dice except those ah-eady men-

tioned count as 4, and take one of the tsim sz\ Two " fours" count as

2 and take one of the l:ii yan. One "four" counts as 1, and takes one

of til e .vr(7( f.s'oi.

flflflOQQOQ

OQOQOflOQ

QQQQQOaQ

QQOSQQSa

CHINESE BACKGAMMON.

( From De Lmlis Orienlalibus. 1694, )

The Chinese game similar to backgammon, which that accomplished

scholar, Dr. Thomas Hyde, described in his work on Oriental games

under the name of Chinensium Nerdiludium (
The Nerd Game of the

Chinese) * is not played by the Chinese laborers in America, nor do

any I have met appear to be acquainted with it (fig. 4.)

According to Dr. Hyde, it is called by Chinese goan Ki, which he

translates as erectns ludus, or erectorum Indus, but which might be

rendered as " the bottle game " or " bottle chess" go<ni {tsnn), meaning

a vase or bottle, aud Ki (A:'r) being a generic name for games played

with men as chess.

This game is played with dice and small upright pillars, from which the name is

derived. The board is divided into eight equal parts by transverse lines, and the

pieces, which are from 2 to 3 inches high and number IG on each side, are arranged

upon it when the playing commences, as seen in the figure.

The pieces are moved line by line, according to the throws with the dice, from the

places on the left to the eighth place on the right, and from thence ascending'to the

*De Ludis Orientalibus. Oxford, 1694, p. 65.



CHINESE GAMES WITH DICE AND DOMINOES. 499

opposite side and back to the starting jilace, the player who first gets all his pieces

there winning the game.

Two dice are thrown, and the pieces are moved to the places which the nnmlter of

the throws directs. One may move whatever piece or pieces one chooses, according

to the number, either pieces which have been moved before or those which have not

yet been moved. If, instead of upright pieces, one plays with small flat discs, which
is also permitted, they may be placed side by side or piled on top of each other, as

seems most convenient.

A throw of 2 "ones" causes a piece to be set aside and delivered uji as lost, or, if

the game is played for money, it loses the player the tenth part of his stakes. Who-
ever throws "twos ' or " threes " begins moving to the second or third lines, and so

on. If doublets are thrown, one may move to the place corresponding to the half

uximber of such doublets; and this maybe done by moving 1 piece once to such

half number, or 2 pieces at the same time to the place corresponding with such whole
number, for in this case either 1 or 2 pieces together may be moved. If " five " and
"six," which make 11, are thrown, one may move 1 piece to the fifth place and
another to the eleventh, or else move 2 pieces at the same time to the tenth line

or place, and then 1 of them to the next line, which is the eleventii. And thus

with resi>ect to other throws : If single (as " two " and " four "), for the single num-
bers move as many places, but if joined (as "five" and "six"), then otherwise, as

already stated.

The game of backgammon, played upon a board of 24 stations simi-

lar to the boards in common use in Spain at the present day, exists

along the entire eastern coast of Asia, from Korea to the Malay Penin-

sula.

SSANG-RYOUK.

In Korea the game of backgammon is known as ssang-ryouk (Ohi^lese

slu'umj Jul), doable sixes. It is played with wooden pins or men
(fig. 5), called mal (Chinese md), '' horses," upon a hollowed board, «san^-

ryouk-lipan* according to the throws with two dice.

The throws receive the following names:

1-1, syo-syo (Chinese siu siii), " smallest."

1-2, tjoui-hko (Chinese shii pi), "rat nose. '

1-3, syo sdm (Chinese sUl sdm), " small and three."

1-4, putk 8(i (Chinese jja'/t sz'), " white and four."

1-5, |jfliA; i (Chinese pdk 'ng), " white and five."

1-6, pdik ryoiik (Chinese j>a'A; luk), "white aiul six."

2-2, tjoun-a (Chinese tsun a), "superior two."

* Hpan, the ^ord used for "board " in ssana-ryouk, as well as Korean chessand other

Korean games, is written with the Chinese character meaning "an order," "rank,"
which the Cantonese call kuk. The men are about 31 inches in height. I^ifteen are

employed on each side, one set being painted red and the other left the natural color

of the wood. They are usually made of boxwood, but some softer wood is emjjloyed

for the cheaper sets.

Dice are called in Korean //]/0M-.9rt-« (Chinese c/u* sftrf, " vermillion," d f ), and are

identical in every respect with those of China. The only other Korean games with
dice than ssang-ryouk with which I am acquainted areas follows: One which my
informant tells me has no particular name, but which might be calledtjyou-sa-d-nol-ki

Three or four boys sit around, and one puts a peanut or pine nut on the floor and the

die is thrown, the nut going to the one throwing the highest. The other, consists

in the substitution of a cubical die for the four staves used in the prevailing Korean
game of nymit-nol-ki.
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2-3, a 8am (Chinese a sdm), "two und three."

2-4, a sd (Chiuese li sz'), "two and four."

2-5, loan-a (Chinese kiin a), " sovereign two."

2-6, a rijouk (Chinese a Ink), "two and six."

3-3, tjyang-sam (Chinese cV4img sdm), " long three."

3-4, sam sd (Chinese sdm sz'), "three and i'oiir."

3-5, sam o (Chinese sdm '«</), " three and five."

3-6, sam ryouk (Chinese sdm luk), " three and six."

4-4, ijoun-hong (Chinese tsun hung), "superior red."

4-5, sd (Chiuese sz' 'ng), "four and five."

4-6, sd rijouk (Chinese s^' luk), "four and six."

5-5, tjoun-o (Chinese tsun 'ng), "superior five."

.5-6, rifoiik (Chinese 'ng luk), "five and six."

6-6, tjoun-riionlx (Cliinese i-iiin Ink) "superior six."

KOREAN PIECE FOli

BACKGAMMON.
SSANGRYOfK (BACKGAMMON) BOARD; KOREA.

A diagram of the board, net as at the coimneucement of the game,

is shown in tig. C.

The board lias mortised sides, which extend abont 2 inches above the

surface. The divisions on either side, called jja^ (Chinese f in, "helds"),

are simply outlined in black. The larger ones in the middle are not

counted in moving, and are used to throw the dice in. The first player

is determined by the highest throw with 1 die. The pieces are moved

around according to the throws, as in the English game of backgam-

mon; but it is customary to move 2 pieces when doublets are thrown,

and doublets do not entitle the player to another throw, nor to any

additional count than if the dice were dissimilar.

A player may take an opponent's piece, which must be again entered,

as in the English game. This is called tjap-ta,'^ to catch." When a

player gets all his men around into his home place he bears them off

according to his subsequent throws. •
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In Siain the game of backgammon is known as salca, and is played

upon a board, represented in tig. 7, with 2 dice.* Sixteen discs of ivory,

Fiff. 7.

SAKA (liACKGAMMON) BOABD: SIA5I.

like draftsmen, are used on each side, one set being white and the

other, red. The small compartments on either side of the board are

Fig. 8.

KRABOK: CYLINDER FBOM WHICH DICK AKE THROWN.

(Siamese Backgammon.)

said to be intended for cowries (/>/«), which are used as counters. The

pieces are entered, according to the throws, in the right hand side of

the board opposite the player, aiid are

moved around, as in our game, to the

side directly opposite, where they are

thrown off. A player does not take

his opponent's pieces. The dice are not

thrown directly with the hand, but are

loaded into a tube {Iraholc) of ivory,

about 3 inches in length (tig. 8), called

l-rahok saM, and shot obliquely through

another cylinder of ivory, 2^ inches high

(tig. 9), called by the same name, placed

upon the board. These implements

correspond with the Roman fritiUus

or dicebox, and the pyrgus, the latter

being defiued as ''a little wooden tower

on the side of a gaming board, hollow.

and having steps inside, through wiiich the dice were thrown upon

the board.

t

Fig. 9.

CYLINDER INTO WHICH DICE ARE
THROWN.

* Dice are called in Siamese lok hat. They are ideutical with those of China.

t Andrews's Latin-Englisb Lcxieou.
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TAEAL.

A backgammou board from Joliore, exhibited by His Highness the

Sultau iu the collection of games at the Columbian Exposition under
the name of tabal., is represented in fig. 10. It is played with 2 dice,

cladu, those exhibited being marked in black and red, like those of

Fig. 10.

TABAL (BACKGAMMON) BOARD: JOHORE, MALAY PENINSULA.

(Fnim sperimen in the Museum of the University oi Pennsylvania.'

China. The name of the game, tabal, is doubtless from the I'ortuguese

tabola or Spanish tabla, and datht from the Portuguese or Spanish dodo,

'•a die."

SUGOROKU.

The game described by r>r. Hyde agrees in some respects witli the

Japanese game of sugorol-u, as illustrated in native encyclopedias.

In tig. 11, rei)roduced from the Kum mo dzu e iais ei* the board is

Fij;. 11.

SUGOROKU BOARD: JAPAN.

represented as being divided into VI parts by longitudinal lines, wliich

are broken in the middle by an open space similar to the ho Mi, or

"dividing river," of the Chinese chessboard. According to the same
work the 12 compartments, called in Japanese me, or "eyes," symbolize

tlie 12 months, and the black and white stones, with which the game is

played, day and night.

* "Very Complete Collection of Pictures to Teach tlie Uueulightened." Kiyoto,

1789, vol. 4, part 8, tol. 5.
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The moves are made according to the throws of the dice, the name
being derived from that of the highest throw, suf/oroJcu (Chinese, s/imwp

luJc), or '-double sixes."*

tSugorolcu appears to be of great antiquity in Japan. The Wa Kan
sdn sat states that it is recorded in the Japanese Annals that sugoroku

was forbidden in the time of Jito Tenno (A, D. G87-C02), and that it is

probable that it was played in Japan before the game of <7ot was brought

to that country. The same encyclopedia, in the careful manner usual

in such works, makes a number of citations from Chinese authors with

reference to the origin of the game. It says it is recorded in the Suh
sz' ch'it that Ts'ao Chih§ of Wei invented svgoroliu^ and used 2 dice

for it, but at the end of the Tang dynasty (A. D. 618-013), the number
of dice was increased to 6.

It is written in the Wii tsah tsu that sugorolu is a game that was
originally played in Hu (Japanese, Ko), the country of the Tartars. It

relates that the King of Hu had a brother who was put to deatli for a

crime. While in prison he made the game of sugoroku and sent it to

his father, writing with it a few words in order to make known how men
are' oppressed by others when they are single and weak.

The Ngau lui yau states that sugoraku came Irom the T'ien Chuh,

''India.''

The name of stigorolu is applied at the jiresent day in Japan to

various games played upon boards or diagrams, in which the moves
are made by throwing dice.|| Of these there are many kinds, among

* Sugoroku is also called rokiisai, as will be seen from the names appended to fig. 11.

t Chess, by whicli tlie game of 360 men, half black and half white, called by the

Chinese tvai k'i is meant.

JIamnnable to identify either this or the two following works quoted in the

Wa Kan san sai.

^ Ts'ao Chih (A. D. 192-232) was the third son of the great usurper, Ts'au Ts'au,

who overthrew the Han dynasty. He was distinguished by precocious talent and
poetical genius, and devoted himself wholly to literary diversions*. (The Chinese

Reader's Manual, No. 759.)

II The name is also applied to at least one simple dice game in which no board or

diagram is used. Mr. Kajiwara informs me tliat in the Province of Aomori, a com-
mon game with 2 dice is called ichi-san suyoroku; so called from the name of the

highest throw, ielii san, "one, three."

Japanese dice at the present day usually have their 6 faces marked with black

dots. Those used by gamblers are said to be larger than the kind employed in

popular amusements. The dice games are said to vary in dift'erent parts of the

Empire. Japanese sailors in New York City play a game with 2 dice called cM han,

" even and odd." They throw 2 dice under a cup. The even throws are called cho

and the odd han. The players, two or more in number, bet on the even or odd by
calling out and laying their wagers before them while the cup remains inverted over

the dice. They use foreign playing cards cut lengthwise in strips and tied in bundles

of 10 as counters, instead of money ; a custom that they say has its origin in the use

of the narrow Japanese playing cards, or bamboo tallies at home for this purpose.

The same game, under the same name, called by the Chinese dieumj pun, is known
to the Cantonese laborers in the United States as a common game in China.



504 REPORT OF NATIONAL MUSEUM, 1893.

whicli the most popular is called <io chiuj or " trave]iii_j>" sngorol-n. It

is played upon a large sheet of paper, ou which are represented the

various stopping- places upon a journey; as, for example, the 53 post

stations between Tokio and Kiyoto, and resembles the games of " snake"

and "steeplechase," familiar to

English and American children.*

Such games are much played by
the Japanese at the season of the

the Xew Year, when new ones are

usually published. In 18S9, Japa-

nese newspapers reported that two

new games oi sugoroku found much
favor in Tokio.

Fig. 12.

The same general name would
JAPANESE CHILDREN PI-AYING SUGOROKD. *

be given by the Japanese to the

following Chinese game, which I have occasionally seen played by

the clerks in Chinese stores in our cities.

SHINCI KUN t'o.

Shing kun fo, the "table of the promotion of the officials," is the

celebrated game which is best known through Dr. Hyde's account as

''the game of the promotion of Mandarins,'''

t

It is played by two or more persons upon a large paper diagram, on

which are printed the titles of the different officials and dignitaries of

the Chinese Government. The movements are made by throwing dice,

and the players, whose positions upon the diagram are indicated by

notched or colored splints, are advanced or set back, according to

their throws.

f

The following story was related to me concerning the invention of

the game

:

* A paper diagram for a game of sugoroku is entitled, according to the characters

on the sheet, Hokkaido shin do ichi ran sufioroku. or "A glance at the Hokkaido new
road sugoroku." This game was published in 1873 ou the occasion of the opening of

a new road tlirough the sontheru part of the island of Yesso, from Hakodate to Sap-

poro, the capital.

The diagram consists of an impression in colors, 32^ by 20 inches, and is divided

into 38 parts, exclusive of the goal and starting place. These contain pictures of

the scenery at the diffiereut stations ou the road, each division liaving a taljlet beside

it ou which the name of the place is written, with the distance to the next stopping

place. The game is played with 1 die, the players throwing in turn, and advanc-
ing from the lower right-hand corner to the goal at the center. Each spot of the
throw counts as one station on the diagram. If a player's move leaves him upon a
division having the character tomare, " stop over," he loses his next throw. When
a player near the goal makes a higher throw than is just necessary to take him to

the central space, he is set back; if he. has an excess of 1, to the fifth place from the
goal; 2, to the fourth place, and so ou.

tDeLudis Orientalibus, p. 70,

t A similar but much simpler game, with the titles of .Ia])anese instead of Chinese
officials, is played in .Tapan under the name of kiiwanroku.
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The Emperor Kienliing (A. D. 1736-1796) was in the habit of walking at nightfall

among the houses occupied by the candidates for the degree of Hanlin, who came

up to Peking for the triennial examination; and hearing, night after night, the song

of the dice issuing from one of them, he sum-

moned the oftender before him to exjilam his

conduct. In excuse, fearing jiunishment, he

told the Emiieror that he had constructed a

chart, on which were written the names of all

the official positions in the Government, and that

he and his friends threw dice, and according to

their throws traversed the board, and were thus

impressed with a knowledge of the various

ranks and steps leading to official advancement.

The Emperor commanded him to bring the chart

for his inspection. That night the unfortunate

graduate, whose excuse was a taction created at

the moment, sat until daybreak, pencil in hand,

and made a cliart according to his story, which

he carried to the Emperor. That august prince

professed to be much pleased with the diligence

of the scholar who improved his mind, even

while amusing himself, and dismissed him with

many commendations.

This familiar sounding story can not

be accepted without question, especially

since it will be seen that Dr. Hyde jiub-

lished his account many years before the

period mentioned; but my informant, a

clerk in a Chinese shop in Philadelphia,

may not have stated the date correctly.

The paper charts for the game may be

purchased at the Chinese stores in New
York and San Francisco. The names of

the different offices are arranged upon

them in rectangular divisions, alongside

of each of which is a tablet with the

name of the board or class under which

those within it are included. They
ascend from the lowest to the highest

in successive stages, arranged in order

around the chart from right to left, and
from the outer division, which is devoted

to provincial officials, to the innermost,

which has the titles of the members of

the metropolitan administration. The
center is occupied with rules for play-

ing. Four dice are thrown in turn by each player, instead of G, as

formerly recorded by Dr. Hyde. Entrance is obtained by making a

cast, either of 4 alike, by which the player is at once advanced to an

''hereditary rank;" of ''three, four, five, six," called cWihifd; of 3 alike

Fig. 13.

FIRST PLACES FOR ENTERING IN THE GAME
OF "PROMOTION OF MANDARINS."

(From ne Ludia Orientalihus, 1691.

)
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or 2 alike. All of these tlirows, in descending' order, enable the player

to enter one of the positions from \vhi(;h advancement may be obtained.

Subsequent promotion depends upon the tlirows, doublets enabling the

]>]ayer to move once; .'? alike, twice; and 4 alike, 3 times. "Double fours"

count highest, "double sixes" next, and so on down to "ones," through

which the'player is set back. The appropriate move for eacli throw is

indicated in small characters beneath each of the titles on tlie chart.

A curious contrast is presented between the little sheet reproduced

by Dr. Hyde (fig. 13), upon which only the principal officials of the

Ming dynasty are represented, and that now current, whereon may be

seen the innumerable ramifications of the Chinese "civil service" under

the present Tartar domination.

The charts such as I have seen used in the United States are printed

in Canton, and bear an impression about 23 inches square. They
are divided into 63 compartments, exclusive of the central one and

the place for entering at the lower right-hand corner. The latter

contains the names of 13 different starting places from ymi shany, or

"honorary licentiate," down to fund *'/'f"'i/, or "student," between

which are included the positions of fin man shawj, " astrologer," and
i shang, "physician." These are entered at the commencement of the

game by the throws of " three, four, five, six," 3 " fours," 3 " sixes," 3

" fives," 3 "threes," 3 "twos," and 3 "ones;" and then in the same
manner double "fours," and so on down to double "ones."

The 03 compartments, representing as many classes of officials or

degrees of rank, comprise 397 separate titles, of which the highest, and

the highest goal of the game, is that of man fa tin tdi hok sz\ or " grand

secretary." This, however, under favorable conditions, can only be

reached by a player who starts from a favorable point, advancement
in the game being regulated by rules similar to those which actually

regulate promotion under the Government. Thus a player whose
fortune it is to enter as a physician or astrologer can only obtain pro-

motion in the line of his service, and nuist be content with a minor
goal, as he is ineligible to the high civil office of "grand secretary."

The dice are thrown into a bowl placed in the center of the sheet,

the players throwing in turn, and each continuing to throw until he

has made a cast of doublets or higher. It is noticeable that " fours,"

as in Dr. Hyde's account, constitute the highest throw. A pair of

"fours," according to the rules, is to be reckoned as talc, " virtue," and
leads to a higher place than those of other numbers. "Sixes" are

next highest, and are to be reckoned as tv'oi, "genius;" and in the

same manner, in descending degree, "fives" are to be reckoned as

Mng, "skill;" "threes" as leung, "forethought;" "twos" as yaii,

"tractability;" and "ones," chong, "stupidity."

The game is much complicated by being played for money or counters,

which is necessary under the rules. \\y this means advancement may
be purchased, degradation compounded for, and the winner of a high
position rewarded.
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The main point of difference in the game as it exists to-day and as

described by Dr. Hyde is in the number of dice employed. The
enlarged form of the diagram is of minor importance, as he himself

says that the names of the officials written on the tablet are many or

few, according to the pleasure of the players.

The game of .shing lihi fo and the Jai)anese game of many stations,

described under the name of sugorolu, I regard as having been derived

from the ancient Tartar game played Avith staves, which exists at the

Fig. 14.

PI) TSZ' (CHINESE).

(From specimen in tlie .Museum of the Universily uf reunsylvania.

)

jiresent day in Korea under the name of nyout-nol-M. As to the back-

gammon game, which I consider to be a develojmieut of the same game,

and which I have described as existing in Korea, China, Japan, Siam,

and the Malay Peninsula, I am uncertain whether it is indigenous, has

come over from India, or been acquired from the Portuguese or Span-

iards in the fifteenth or sixteenth century.

PO TSZ'.

The po tsz\ or covered die, is not, proi)erly, a die at all. It consists

of a small wooden cube (fig. Ha), which is i^laced in a square recep-

tacle in the top of a brass prism (fig. II r), over which a brass cover
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(fig. 14^) tits very closely. A specimen exhibited by His Higbness, tbe

Sultan of Jobore in tbe section of games at tbe Columbian Exposition

consisted of a wooden cube about one-half an incb square, baviug one-

balf of eacb face painted red and one-balf wbite. Tbe prism in wbicb
tbe cube fitted was sligbtly convex on tbe bottom, and, wben placed

upon a smootb surface, could be twirled rapidly. Tbe game is i^layed

by placing tbe box containing tbe pb in tbe center of a square crossed

by diagonal lines, wbicb is drawn upon a mat. One of tbe four

divisions of tbe square is painted red. Tbe players lay tbeir bets upon
tbe otber divisions, and tbe box is spun rapidly by tbe gamekeeper,

wbo repeats tbe operation until it comes to rest squarely witb tbe cor-

ners corresponding witb tbe intersecting bnes. Tbe cover is tben lifted,

and tbose wbo bave staked ojiposite tbe red side of tbe die win. Tbe
banker wins wben tbe red side comes opposite tbe side of tbe square

painted red.* Tbere is said to be a current notion, amounting to a

superstition among tbe Cbinese in Jobore, tbat if a player stops tbe

box as it is spinning tbe luck will surely go against bim.

KONG POH.

Anotber specimen in tbe Sultan's collection, called at Jobore, l;ong

poll (Obinese fung po), " current treasure," furnishes an explanation ot

the name po. It consists of a wooden die (fig. 15((), witb a face 1|

inches square, and three-fourths incb thick, wliicb fits into a brass box
witb a broad base (fig. loh). A wooden cover (fig. 15 c) fits over tbe

box. This die is not spun, but is concealed in a bag which accompanies

it, and tbere adjusted by the gamekeeper. Tbe face of the wooden
die is carved witb tbe characters fang po (fig. 15 a), on one side in the

ordinary, and on the reverse in seal characters, tbe character fung

being painted red, and po wbite. The inscription fimg po, "current

treasure," occurs on the face of all modern Chinese coins (fig. 15 <1), and

tbe common name of tbe game is evidently derived from tbe character

GAMES WITH DOMINOES.

t

Chinese dominoes, connnonly called Icwat p'dijf "bone tablets,"' con-

sist of 32 rectangular pieces of wood, bone, or ivory, similar to tbose

used in Europe and America (pi. 4).

They differ, in tbe absence of tbe " blank" in the Cbinese series (fig.

* The Manners and Customs of the Chinese of the Straits Settlements, Singapore,

1879, p. 63. The Chinese laborers in the United States are generally unfamiliar

with the game.

t Read in part before The Numismatic and Anti(iuarian Society of Philadelphia,

November 4, 1886.

tThis is the connnon name among the Cantonese. Medhurst's English and Chinese

Dictionary, Shanghai, 1»47, gives in addition two other names

—

ntjd jy'di, "ivory tab-

lets," and tim t8z' p'ai, " dotted tablets."
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Chinese Dominoes with counters, in tin box.

Cat. No. ltJ8'208, U. S. N. M. Kwangtung, China.
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Fig. U.

KONG POEk JOHOEE, MALAY PENINSULA.

( From epecimen in the Museum of tfap University of PennsylTania.

)
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10), wliion coiiiuieuces ^Yitll "double one" instead of "double blank,"

and contains 21 different pieces instead of 28 as in the European
j;ame (tig-. 17). Eleven of tlie 21 pieces are duplicated, making 32

l>ieces in a set.

The " one '' and '' four" marks and the alternate "threes," which com-

o
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are duplicated are paired with their doubles, aud form a series or

suite, to which they give the name of man^ "civil," while the remain-

ing 10 pieces are paired with each other, in accordance with the sum
of their spots, and from a suite called wo, "military."

The man pieces, in the order of their rank, are:

6-6, called /'('/(, •' hea\ en."

1-1, called ti, '• earth."'

4-4, called yan, '"mau."

1-3, called wo, ''liariiiouy."

5-5, called mui, "plum" (Hower).

3-3, called ch'vuiig sum, " long three."

2-2, called j)dii iang, "bench."

5-6, called /«' Van, " tiger's head."

4-6, called hung fan sliap, "red head ten."

1-6, called kb keitk is'at, " long leg seven."

1-.5, called hutig ch'ni Ink, " red mallet six."

The mu pieces are

:

2-4 aud 1-2, called chi isiiii, "supreme."
6-3 and 4-5, called isdp kan, " heterogeneous nines."

6-2 and 5-3, called isdj} pat, " heterogeneous eights."

4-3 aud ,5-2, called tsdp ts'at, "heterogeneous sevens."
1-4 and 2-3, called tsdp 'luf Ink " heterogeneous sixes."

Both pieces in all the pairs are of equal value and rank in their suits

Fijr. 19.

STACK OF nO.MINOES AT OPENING (>F GAMES

in the order "iven, except those which compose the pair called chi tsiin,

which together form the highest pan-, but separately are the lowest of

the mo series.

The arrangement of the dominoes called skeiing tuny, or " stack," at

the opening of games, is shown in tig. 19.

Tif u.

A simple game called thi it, "to angle," is played by 2 or 3 persons
with 2 sets of dominoes. The pieces are well mixed and piled face

down, side \>y side, m a stack 4 high. Four piles of 4 each are now
drawn from one end of the stack and placed face up on the table.

When 2 play, both players draw 3 piles (12 dominoes), or if 3 play, 2

l)iles (8 dominoes) from the same end of the stack. The i)layers then
examine their pieces, and the tirst player endeavors to mate one of

his pieces with one having the same number of spots among those
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turned up ou the table. If successful, he places the mated pair, face

up, before him. lu either case he draws the bottom piece of the pile

at the end of the stack from which the last piles were drawn and

endeavors to mate it with one of those on the table. If successful, he

takes the pair, but if not, he places the piece drawn among those on the

table. The second player then tries to mate one of his pieces, and

also (IraM'S one from the stack, and the game is continued in this man-

ner until the stack is exhausted. A pair of double "sixes" in a

players hand is at once laid out. If a player holds a piece in his hand,

identical with 2 pieces on the table, and the fourth piece of the same

kind has not been played, he may, at his turn, pile the 3 i)ieces that

are alike one upon the other, with the uppermost face up, at the oppo-

site end of the stack to that drawn from, and the player who first lays

out the fourth piece may take the 3 pieces. The 2 pieces composing

the chi isiln mate with each other, and form an exception in this game
to the rule by which all pieces having the same number of spots mate

with each other without reference to their belonging either to the man
or wto series. When the last domino is drawn, the players examine

those they have taken. The pieces on which the spots number 8 or

more are called tdi ii, "large fish," and count 2 points for each spot.

The pieces below 8 are called sai it, " small lish," and count 1 point for

each red spot. If this latter sum is between 2 decades, the highest

decade is counted. The player counting the highest becomes the win-

ner, and is paid by each of the players for each point he has in excess.

TS'l^NG SHAP.

Ts'ung shaj), " to dispute tor tens," is played by 2 persons with 1 set

of dominoes. The pieces are piled face down, side by side, in a stack

4 pieces high, which the players divide between them, each player

taking 8 of the 16 piles. The first player draws the top piece from the

end pile towards the right of his pile, and lays it face up ou the table.

The second i)layer, iu turn, draws a piece and lays it face up alongside

of the piece played by the first player. The players continue to draw
and place the pieces ou the table in this manner either on the right or left

of the row thus formed. If a player lays down a piece which is a dupli-

cate of one of the pieces at either end of the row, he takes both pieces,

called tin, a " pair," and they count 10 for each spot on them at the end

of the game. Or, if a player lays down a piece on which the spots,

added to those on 2 pieces at one end of the row, or on the pieces at

each end, form a sum that is a multiple of 10, the player takes the 3

I)ieces, and they count 1 for each spot on them at the end of the game.

If there are but 2 pieces on the table, and a player takes them, he piles

them upon each other to mark the play, called tdj) K, literally "to tread

on earth," i. e. a " sweep," which counts 40. The winner draws and lays

out another piece. Should he fail to take up a winning combination of
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2 or 3 pieces, liis opponent may take it, and follow by laying out a piece

and continuing tbe game. The game proceeds until one of the players

has laid out all of his pieces, when the one who counts highest

wins.

k'ap tai shap.

Khn tai shap, " to grasp many tens;" 67/'i tdi shap, "to grasp many
tens ; " K''ap tdi shap, " to complete many tens ;

" is played by any number

of persons from 2 to 20 and upward, and is the favorite game with

dominoes in the Chinese gambling houses in the United States. In

many of these houses a large table covered with matting to deaden

the sound is kept apart for this game. As there played, many sets of

dominoes are used which are well mixed by the players and piled faces

down, side by side, in piles 5 pieces high in a long stack upon the table.

The croupier, or one of the players, shakes 4 dice under a cup, and

counts around to the right, commencing with the player on his right,

up to the number thrown. The one at whom he stops becomes the first

player. The top piece on the third j^ile from one end of the stack, with

each alternate piece on the top up to the number of persons playing,

less'one, is now removed and placed in a pile at the other end of the

stack. The first player takes 2 piles at the end and gets 10 pieces; the

second player on his right takes the 2 next piles and gets 9 pieces, and
so on, each player except the first getting 9 j)ieces.

In this game each piece in a set of dominoes may be mated with a

dui)licate piece to form a pair called ngdu, " eye." The ngdn or eyes

thus formed by the pieces on the left (pi. 6) are called iln ngdn or

"weak eyes," while those formed by the pieces on the right are called

ngdng ngdn, or " strong eyes." The object of the game is to get 10

pieces in each of which 2 are the same and form either an iln or ngdng
ngdn, and the others form 4 pairs, in each of which the sum of the

spots is 10 or a multiple of 10, whence the name of the game. The
j)iece 2-4 is only counted as 3 in making up tens.

The players examine their pieces, and the first player if he has not

drawn a winning hand, discards a piece which he throws face up on

the table. The next player to the right may take this piece to comi)lete

a winning hand, or in exchange for a piece from his hand, which he
places face up on the table. He also draws a piece from the bottom of

the exposed pile of the stack. If it does not complete a winning hand
he may either throw it face up on the table, or keep it and discard a
piece from his hand. The third player may now take one of the pieces

on the table and draw one from the bottom of the exposed pile. The
game proceeds in this way until one of the players gets 10 pieces, of

which 2 form a ngdn, and the others pairs on which the sum of the

spots is 10 or a multiple of 10 and wins the game.

In gambling houses the stakes are placed in a box on the table at

H. Mis. 184, pt. 2 33
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the commencement of each game, the players all contributing the same
amount. Five per cent is at once taken from the box for the gambling

house, and the remainder goes to the successful player.

k'ap shap.

K''ap shap, ''to complete tens;" K'lm shap, " to grasp tens;" Shap

/s«i, "little tens." ICap shap corresponds with the preceding game
and is the name given to it when played by 2 persons. One set of

dominoes are used and the pieces are arranged in a stack 4 high. The

first player takes 8 and the second 7 pieces. The object of the game
is to get 8 pieces, 2 of which form a ngdii, or pair, and the others pairs

on which the sum of the spots is 10 or a multiple of 10. In this game,

as in A;'rt7> fdi shap, a winning hand is required to contain 1 lujdn, or

" eye." Slight variations from the manner here described occur in

playing these games. The first player is frequently determined by
drawing a domino and counting around, instead of by throwing dice.

nau t'in kau.

N'aii tHn Icau, literally "turning heavens and nines," from the names of

the highest pieces of the 2 suits, is played by 2 jjersons. One set of

dominoes are used, which are piled face down in a stack 4 high. The
first player draws the top domino from the end of the stack toward his

right, and the second player the one beneath it. The second player

must draw a higher domino of the same suit, either man or mo, or the

first player takes both ])ieces and places them on the table before him,

with the face of the winning i^iece exposed on top. The winner con

tinues drawing first until the other player draws a higher [)iece, when
the latter takes both pieces and has the lead. The game is continued

in this way until the stack is exhausted. Each of the players then

counts the red spots on the exposed faces of the dominoes before him
and the one having the highest total becomes the winner, and is paid

for each red spot he has in excess by the loser.

TA t'in kau.

Td fin kau, "to play neavens and nines," called, like the preceding

game from the names of the highest pieces of the two suits, is the best

and most highly developed of the Chinese games with dominoes. It is

played by 4 persons with 1 set of dominoes. The 32 pieces are arranged

face down in a stack 4 high to form 8 piles of 4 pieces each. One
of the plaj^ers throws 2 dice, and counts around to determine who shall

be the first player. He is called tso chong, " builder of the barn," or

chong M, and usually places some object on the table before him to

indicate his position, A disk of wood inscribed with the character

chong frequently accompanies sets of dominoes for this purpose. The
first player takes 2 piles of dominoes. If the dice fall near one end of

the stack of dominoes, the first i)liiyer takes the 2 piles at that end.
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tlie player oii his right the next li piles; the third player to the right,

the next two, and the fourth player the remaining rows. But if the

dice fall near the middle of the stack, the first player takes the 2

middle rows; the player on his right the piles on the right and left of

the middle ones, the third player the piles outside of these, and the

fourth player the piles at the ends. The first player leads by placing

1, 2, 3, or 4 pieces face up on the table. One piece of either suit may
be thus led, and a higher piece of the same suit will be required to

take it; or a pair of either suit may be led, and a higher pair of the

same suit will be required to take it; or one or both pieces of the first,

second, third, or fourth pair of one suit (see pi. 5) may be led with

one or both pieces of the corresx)onding pair of the other suit, and 2

3, or 4 pieces of corresponding higher pairs will be required to take

them. That is, one or both of the 6-6 may be led with one or both of

the pair 6-3, 4-5, and the pair of 1-1 with one or both of the pair 6-2, 5-3,

and vice versa.

The other players follow from right to left, by playing as many pieces

as are led, putting them on top of those on the table if they are higher,

or beneath if they are lower than those already played. They are not

required to follow suit. The winner leads again, and the game is con-

tinued until all the dominoes have been played. The player who takes

the last round wins the game. He becomes the tsd ehong for the next

game. It is required of the winner, however, to take at least 2 tricks,

so that if only 1 piece is led on the last round a player who has not

won a trick is not allowed to take the trick, and the game goes to the

next higher player. Td fin kau is invariably i)layed for money. A
trick counts 1 point, for which any sum may be agreed upon. At the

end of the game the players each pay the winner according to the

number of tricks they have taken. The holder of 4 or more tricks pays

nothing; of 2 tricks, for 2 points; of 1 trick, for 3 points, and a player

who does not take a trick for 5 points. The first player, or tsd chong,

however, always pays twice the amount when he loses, and is paid

double when he wins, and so on throughout the game, paying and
receiving in every case twice as much as the other players. Should

the tsd chong, through winning the last round, hold his position over into

the next game, his gains and losses are then in the ratio of 3 to 1 to

those of the other i>layers. In the third game they would be as 4 to 1,

and so on.

If any player except the first player wins a round with the pair 2-4

1-2, called chi tsiiuj the first player must pay him 4 times, and the

other players twice the sum agreed upon for 1 point; but if the first

player takes a round with the chi tsiin, the other players must pay him
4 times the value of a point.

If any player except the first takes a round with 4 pieces of 2

corresponding pairs, the first player pays him 8 times and the other

])layers 4 times the value of a point, but if the first player takes the

round the other players pay hmi S times the value of a point.
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If a player takes 2 rounds with the chi tsiin or 2 rounds with 2

corresponding pairs in 2 successive games, the amounts that must be

paid him by the other players are doubled, and if he takes 3 such rounds

in succession they are trebled. In gambling houses the winner of a

round with the chi tsiin must put the value of I point and the winner

with 2 corresponding pairs of 2 points in a box for the house. This

constitutes the only revenue derived by gambling houses from thegame.

It is said that the custom of requiring the winner to take at least 2

^^
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the fourth row, D, E, F of the fifth row, and G, H, I, K of the sixth

row. The piece A is then placed transversely, face up, across the top

of the oi'igiual j)yramid, and the other pieces that were withdrawn
formed into a line, face up, at its base; the pairs G-H and I-K being

put at the ends, D and F within them, B, C next within and E in the

middle, as in the diagram on the right of tig. 20. The players then

proceed to mate the pieces that are faceup, according to the arrangement

found on pi. 5. When no more pairs can be made with the exposed

pieces the outside piece on the right of the second row from the top

may be reversed. If it can not be paired it is left in its place, but if

mated the outside piece on the third row is liberated, and may be

reversed, and so on. When the right-hand side is blocked, the piece

on the left of the second row may be reversed, and the same plan followed

as before. When the piece A is mated the two pieces beneath it may
be reversed ; and the removal of the two pieces at the ends of the lowest

row, as G H, permits the pieces directly above them to be reversed.

The i^rocess is continued until the game is blocked, or the player has

mated all the pieces comprising the x)yramid.

This game is said to be used in divination, the success or failure in

mating all the pieces being regarded as furnishing a clew to the deter-

mination of the event under consideration.

rORTUNE TELLING WITH DOMINOES.

Dominoes are regularly used in fortune telling in China at the present

day, and their use for this i)urj)ose is generally known to the laborers

who come to America. I have before me a book entitled Kgd p'di slum

shb fo chii ts'eung Mi, " a chart for finding out the numbers by divine

aid and with ivory dominoes, with an explanation and commentary."

This work was printed in Canton in 1865, the name of the author

being given as Ch'ing Ngok. The preface, which professes to exjolain

the attributes and astrological significance of the dominoes, is followed

by a series of diagrams illustrating different combinations formed with

dominoes taken three, or in one class, two at a time. Specimens of the

different classes are represented in pi. 7.

The following names and numerical values are given to them:

pat fung, "unlike," counts 6.

hop lidu, "ingeniously divided," counts 4.

'ng tsz', "five spots," counts 5.

fan sheung, " divided reciprocally," counts 3.

via kwan, " cavalry," counts 3.

i sdm luk, "two, three, six," counts 3.

iu i sdm, "ace, tvro; three," counts 3.

tiii tsz', " corresponding spots," counts 3.

ching fdi, "correctly satisfied," counts 1.

In telling fortunes an entire set of dominoes is placed face down upon
a table and well mixed. The dominoes are then all placed side by side

in a row and reversed. The manipulator selects from this row as many
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combinations as possible, formed by adjacent pieces, according to the

diagrams, and adds together the numbers corresponding with them.

This sum is referred to the following table and result noted:

1 to 4 is to be esteemed hd hd, " lowest."

5 to 7 is to be esteemed chung hd, "below the middle."

8 to 9 is to be esteemed chum/ p'ing, " even middle."

10 to 11 is to be esteemed sheung sheting, " highest."

The dominoes are then reversed again and mixed, and the preceding

operations twice repeated, and 3 sets of terms from the above series

obtained. Reference is then made to the text of the book. This con-

sists of 125 pages, arranged in order under all the different combina-

tions that may be formed with the 5 i>airs of terms given above, taken

3 pairs at a time, commencing with sheung sheung, shewing sheung, sheung

sheung. An oracular verse, apparently of original composition, is found

on each page, referring to some well-known personage or incident, with a

short text to aid the diviner in applying the prognostication to the various

affairs of life.

DOMINOES FROM FUHCHAU.

Before proceeding to discuss the origin and antiquity of the Chinese

game, an account will be given of dominoes used in other parts of China,

and among the people of the adjacent countries.

A set of dominoes from Fuhchau* in the Oriental Section of the

Museum of Archieology and Palaeontology of the University of Pennsyl

vauia is made of bamboo and numbers 32 pieces. They measure f^
by fl by -^| inch, and have slightly curved faces that follow the natural

curve of the reed. The concave faces are marked with incised spots

that are painted red and green, and are arranged in the Chinese series

(iig. 17), green taking the place of black spots. These dominoes are

accompanied with 16 wooden disks resembling draughtsmen, an inch

in diameter, the faces of which are reproduced in plate 8. They
each bear a Chinese character referring to one of the 16 pairs formed

with the 32 dominoes.t Four of these, fm, ti, yan, and wo, are the same

* Received through the courtesy of J. P. Cowles, esq., U. S. vice-consul, Fuhchau.

tProf. Rudolfo Lauciani, iu the Atheuieum, January 7, 1888, gave an account of

the discovery of a tomb iu Perugia twenty-one centuries old, in which an inveterate

gamlder had been buried together with his gambling apparatus. Aniong other

remarkable sets were "16 tesserw, or labels, cut in bone, 4 inches long, with a word
engraved on one side and a numlter on the other." The imi^ortanceof the discovery

is concentrated on the words and numbers engraved on the bone labels. The ancients

used to give a special name to a certain number, or addition of numbers, which they

obtained by throwing the dice. * * * As regards the newly discovered labels, it

appears that any number from 1 to 12 was considered a very bad throw, and conse-

quently the corresponding words or names were very objectionable indeed {Moechus

Vappa, ect.). The "13" is neither good nor bad; hence its name, vix rides, "you
hardly smile." The names corresponding to higher numbers are all of good omen,
such as benignua (25), amator (30), and/e/ix (60), wliich seems to be the maximum of

the game discovered at Perugia." While the agreement of number of tablets in this

Etruscan series with those in the Chinese is probably a mere coincidence, it is curious to

note the occurrence of such similar usages in ages and countries so widely separated.
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Faces of Wooden Discs accompanying Dominoes from Fuhchau.

From speciiiieus in the Museiiin of the University of Pennsylvania.
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as those used to designate the four highest pieces iu the man series,

plate 5, but the remainder, iu place of the vulgar names usually given

to the other j)airs, have the characters shii, ngau,fu, to, lung, she, nid,

yeung, hau, lai, hiin, and chii, which represent the names "rat," "ox,''

"tiger," "hare," "dragon," "serpent," "horse," "goat," "monkey,"
" cock," "dog," and "pig," the 12 animals of the duodenary cycle.* I

understand these discs are used in connection with a kind of lottery.

I am informed that bamboo dominoes, similar to the above, are used

at Shanghai, and at all the Chinese ports from Fuhchau northward.

There are several very interesting sets of Chinese dominoes from

Fuhchau in the museum of theLong Island Historical Society, Brooklyn,

N. Y, t One of these sets (A) consists of 120 marked pieces and
2 blanks. They are made of bamboo, faced with bone or ivory, which
is attached to the wood with glue, or, in the case of one of the sets,

with small brass pins. The pieces measure about t ^y I by f inch.

This set is composed : iirst, of 3 suits of 21 pieces marked with black

and red dots, each comprising the Chinese series without the dupli-

cates; second, of 2 suits of 21 pieces, similarly marked with black and
red dots with the addition of ornamental devices of flowers in red and
green; third, of 1 suit of 21 pieces, each with double sets of dots, 1

set being placed at each end of the pieces, and between certain devices

in red and green, comprising the emblems of the Eight Genii, the

characters for "sun" and "moon," a tiger, and various flowers.

A similar set was exhibited by W. H. Wilkinson, esq.. Her British

Majesty's consul-general, Seoul, Korea, in his collection in the section of

games at the Columbian Exposition, Chicago, 1893. They were from
Shanghai, and designated as Hua ho {fd ho) ' 'flower harmony." f

Another set (B) in the museum of the Long Island Historical Society

comprises 141 marked pieces and 2 blanks. They are made of bamboo
with a bone or ivory face, which is skillfully mortised to the wood, and
measure J by ^ by f inch. This set is composed

:

First, of 1 suits of 9 pieces each, marked in red, green, and blue,

with from 1 to 9 circles.

Second, of 1 suits of 9 pieces each, marked in red and green, with

from 1 to 9 narrow rectangles.

Third, of 4 suits of 9 pieces each, marked with the characters yat

man, "one ten thousand," to Mu man, or "nine ten thousand." The
characters for "one" to "nine " are in blue, and that for man, "ten thou-

sand," is in red.

Fourth, of 4 pieces marked ^aA;, "north," in blue; of 4 pieces marked
nam, "south," in blue; of 4 pieces marked tung, "east," iu blue; of 4

* Chinese Reader's Manual, part 2, No. 301.

tThe gift of the Hon. George Glover, formerly TT. 8. consnl at Fnhchan. There
is a similar collection given by him in the American Museum of Natural History,

Central Park, New York.

JCf. Descriptive Catalogue World's Columbian F.xposition, Department M, revised

edition, p, 87.
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pieces marked sai, " west," iu blue ; of 4 j^ieces marked, chung, " middle,"

in blue; 1 piece marked j^afc icong, "northern ruler," in red and blue; 1

piece marked nam wow^, "southern ruler," iu red and blue; 1 piece

marked timg ii'o«^, "eastern ruler," in red and blue; 1 piece marked
sai icong, "western ruler," in red and blue; 1 piece marked chung icong,

"middle ruler," in red and blue; 1 piece marked fin wong, "heavenly

ruler," in red and blue; 1 piece marked ti ivong, "earthly ruler," in red

and blue; 1 j)iece marked ?/«» tvong, "human ruler," in red and blue; 1

piece marked wo icong, "harmony ruler," in red and blue ; 1 piece marked
cJi'nn, "spriug," in red; 1 piece marked hd, "summer," in red; 1 piece

marked ts^aUj "autumn," in red; 1 piece marked tnng, "winter."

Fifth, ot' 8 blank pieces.

A set nearly identical with this was also exhibited by Mr. Wilkinson.

It lacked the pieces designated as "rulers of the five directions," the

fin, ti, yan, and wo wong, and the 4 pieces with the names of the sea-

sons. It had, however, 4 pieces bearing- the character fat. This set

was from Ningpo, and was designated by Mr. Wilkinson as chung fa

{chnng fat). "The coloring," he states, "whether in red, green, or

blue, is purely ornamental, and has nothing to do with the play of the

game.*

Another set (C), from Fuhchau, in the museum of the Long Island

Historical Society, is made entirely of bamboo. This set is composed

of 32 pieces, measuring § by 1% by --^ inch. They are inscribed on one

face with the usual dots and the characters that represent the names

of the pieces of the Chinese.game of chess, tseung ¥i.

These marks are arranged as follows

:

6-6 6-6, A;(V, "chariot," in red.

1-1 1-1, tseung, " elephant," in green.

4-4 4-4, A"i7, "chariot," in red.

1-3 1-3, seuny, " elephant," iu red.

5-5 5-5, tsut, " soldier," iu red.

3-3 3-3, ping, " soldier," iu green.

2-2 2-2, ss\ " secretary," iu green.

5-6 5-6, md, " horse," in green.

4-6 4-6, md, "horse," in red.

1-6 1-6, tsut, "soldier," iu red.

1-5 1-5, tsut, "soldier," iu red.

6-3 4-5, sz', " secretary," iu red.

6-2 5-3, 2)'du, " cannon," in red.

4-3 0-2, j)'du, "cannou," in green.

1-4, inng, " soldier," in red.

2-3, tsut, "soldier," in red.

2-4, tseung, "general," iu green.

1-2, shui, " general," in red.

Mr. Himlyt describes a set of Chinese bamboo dominoes, 32 in the

set. with the characters of the chessmen, which is identical with the

* Descriptive Catalogue, p. 87.

tZeitschrift des deutscher Morgeuliiudischer (iesellschaft, Baud 43, p. 453.
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preceding, except for slight variations in tlie association of the names
of the chessmen on the dotted pieces. He offers it in explanation of

the number, 32, of the domino game, and says that it could only have
been made to save space while traveling. As in the preceding, the 32

dominoes do correspond, piece for piece, with the 32 men in the Chinese

game of chess. It is clear that the devices on some, at least, of the other

decorated dominoes were copied from playing cards, those on the set A
being identical in number as well as in devices with a set of the dotted

cards from Fuhchau in the same collection, while the set B has the

names of the familiar suit marks, j>iH$r, sole, and man, of the cards;

hence it is possible that the "chess dominoes" were imitated from the

corresponding "chess cards," and that the true explanation of the

number of the domino pieces must be found elsewhere.

Mr. W. H. Wilkinson also exhibited at the Columbian Exposition a

set of dominoes from Wenchow, called hua tang chiu, " flowery tang

»chiu." They consist of 5 suits of 21 pieces each and 17 extra pieces

(total, 122) and 4 blanks. The extra pieces are (1) G-O 6-3, (2) 1-1 1-3,

(3^ 4_4 1-3, (4) 2-4 4-4, (5) 3-3 5-6, (6) 1-2 2-2, (7) 1-2 2-4, (8) 4-5 5-5,

(9), (10), (11) 3 pieces marked with the sequence 1-6—that is, 1-4 2-6

3-5
;
1-6 2-5 3-4; 1-5 2-3 4-6, and 6 pieces bearing the characters

{a) wen, "civilian;" {b) wu, "military;" (c) tsung, "universal;" (^)t'ai,

" highness;" {e) ho, " lily;" (/) p'ei, " heap up." " The blanks are used

only to replace cards lost." The material was wood, stained black,

with incised spots, painted white and red. " The coloring of the cards

is immaterial." They measured 1 by f| by -^g inch, and the inner face

was slightly concave, like the dominoes from Fuhchau, mentioned on

page 518.*

CH'IU p'ai.

Another form of Chinese dominoes remains to be described which are

current at Tientsin. There are the ch^iii p^di, "leaping dominoes,"

t

which consist of 32 slips of bamboo about 14 inches in length, with the

domino spots marked at one end, contained in a cylindrical bamboo box.

This game is carried on by cake, candy, and fruit sellers. The player

draws 3 of the bamboo slips, and if the 3 marks form what is described

under the following account of Korean dominoes, pages 523, 524, as yat

p'ai, "perfect tablets," the player wins; if not he loses.

KOREAN DOMINOES.

A set of Korean dominoes from Seoul (pi. 9) in the National

Museum is made of ivory and numbers 32 pieces. They measure f by

T^g by tV inches, and are marked with incised spots arranged according

to the Chinese system. The "one" and "four" spots are painted red

and all the others black, and the " one" spots are much larger than the

others and very deeply incised.

* Cf. Descriptive Catalogue, p. 88.

t There is a set from Fiilicliau iu tlie museum of tlie Long Island Historical Society.
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The Koreans call dominoes Ml-hpai (Chinese kwat p''di)^ "bone tab-

lets." A more correct name is said to be ho-hpai, (Chinese iTp^U), "bar-

barian tablets." This latter name is also ai)p]ied to a special game.
The 32 dominoes are paired as shown in pi. 6, those of which there are

two being mated with each other, and those of which there are but one
with reference to the sum of the spots, but not in the manner of the

Chinese series (PL 5).

The ])ieces receive the same names as those of the dice throws of

the Korean game Ssang-ryouJc, "backgammon," viz:

1-1, 8i/o-8yo (Chinese siii siii), "smallest."

1-2, tjoui-hko (Chinese shit pi), "rat nose."

1-3, syo sam (Chinese siii sdm), "small and three."

1-4, puik s(i {Chmesepdk az'), " white and four."

1-5, paik i {Chinese pdk 'ng), "white and five."

1-6, piiik ryoiik (Chinese j;aA; luk), " white and six."

2-2, tjomt-a (Chinese tsun a), "superior two."

2-3, a sam (Chinese a sam), "two and three."

2-4, a sd (Chinese d s~'), "two and four."

2-5, koan-a (Chinese kitn d), "sovereign two."

2-6, a ryoiik (Chinese d luk), "two and six."

3-3, tjyaug-sam (Chinese ch^e'iing sdm), "long three."

3-4, sam sd (Chinese sdm s,'), "three four."

3-5, sam o (Chinese sd7n ')ig), "three and five."

3-6, sam ryoiik (Chinese sdm hik), "three and six."

4-4, tjoiin-hoiig (Chinese tsim hung), " superior red."

4-5, sd (Chinese sz' 'ng), " four and five."

4-6, sd ryouk (Chinese sz' luk), "four and six."

5-5, tjoiin (Chinese tsun 'ng), "superior five."

5-6, ryouk (Chinese 'ng luk), "five and six."

6-6, tjonn-ryouk (Chinese tsun luk), "superior six."

Dominoes are regarded as a vulgar game in Korea. They are used in

gambling houses and are not much played as a social game by the higher

classes.

HO-HPAI.

The commonest Korean game of dominoes is called Eo-hpai, i. e.,

"Barbarian tablets." It is played by 3 or 4 persons. When 4 persons

play an entire set of dominoes are used. When 3 play the following

pieces are withdrawn : 6-6, 5-5, 4-4, and 3-3. The dominoes are turned

face down and shuffled. On commencing to play, the players all draw
1 piece to decide who shall play first. The one who gets the piece with

the highest number of spots becomes tlie Tjyang-ouen (Chinese, Chong

Un).* The pieces are again shuffled and the Tjyang-ouen draws 7 pieces

and each of the other players 6, The Tjyang-ouen then whirls his 7

pieces about between his fingers in the right hand until 1 piece slips

out. This piece he turns face up. Should the piece turned up be either

5-4, 1-2, 1-4 or 2-3 he keeps the pieces he has drawn. If it should be

either 6-6, 5-5, 4-4, 3-3, 2-2, 1-1, 6-5, 6-4, 6-1, 5-1, or 3-1, that is to

* This title is that of the first of the literary graduates in Korea. The same name
is applied to the first of the Hanlm doctors in China.
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say one of the pieces of wliich there are duplicates, he hands his 6

pieces that are yet undisclosed to the player on his right who in turn

gives his pieces to the player next to him, and so on until the Tjyang-

ouen receives those of the fourth player. If on the other hand, he

turns up either 6-3, 6-2, 5-3, 5-2, 4-3, or 4-2, he hands his 6 pieces to the

player on the left who in turn gives his pieces to his immediate neighbor

until the Tjyang-ouen receives those from the player on the right. The
seventh piece that was turned up is now turned down and mixed with

the remaining pieces, which are placed side by side in a line, and covered

with a slip of paper, or a strip of bamboo made for the purpose. If

the Tjyang-ouen keeps his pieces, he becomes the first player, but if he

exchanges them, the one on the right or left to whom he gave his pieces

becomes the first player. In this game certain combinations of 3 pieces

are called han-hpai {Chinese ynt p' di), "perfect tablets," and the object

of the game is to get 2 such combinations. The game is then spoken of

as hte-tjye-ta, ''broken". Hohpai is played for money and a certain

stake agreed upon, the player winning once, twice, thrice, four or five

times this amount for each player, according to the combination which
composes his winning hand. These combinations and the numbers they

count are as follows

:

(1) A sequence, as 1-3, 2-4, 5-6, called ssang-syo-han-hpai (Chinese,

sheung tsil yatp'di)., counts 3 in combination with another ssang-syo, and
1, in combination with any other hanhpai. A ssang-syo composed of 6

pieces, which pair according to the Korean system, is called tdi-sd-ttai

(Chinese, fui sz^ tai), literally, "corresponding four times," and counts

4, the name referring to the count.

(2) The sequence 1-1, 1-2, 1-3, 1-4, 1-5, 1-6, and the corresponding

sequences in which 6, 5, 4, 3 and 2 replace the ones in this exaniple, are

cnUed pou-tong (Chinese, j>rti f'ung), "unlike," and count as follows:

1-1, 1-2, 1-3, 1-4, 1-5, 1-6 counts 3.

2-1, 2-2, 2-3, 2-4, 2-5, 2-6 eouuts 5.

3-1, 3-2, 3-3, 3-4. 3-5, 3-6 counts 3.

4-1, 4-2, 4-3, 4-4, 4-5. 4-6 counts 3.

5-1, 5-2, 5-3, 5-4, 5-5, 5-6 counts 4.

6-1. 6-2, 6-3, 6-4, 6-5, 6-6 counts 3.

(3) The sequence 1-2, 3-6, 4-5, 1-4, 2-6, 3-5, called hoUsmng-syo (Chi-

nese, tukshenng tsii), " solitary double sequence, "counts 5.

(4) Two doublets, and 1 piece upon which the sum of the spots, or 1

of the 2 sets of spots is equal to the single number of the doublets, as

1-4, 5-5, 5-5, or 4-2, 4-4, 4-4, called soA- (Chinese, noi), "inclosed,"

counts 1, both when paired with another sok or any other hanhpai. A
hanhpai composed of sixes is called ryonl--soTi; of fives, o-sok; of fours,

hong-soJc; of threes, sam-sok; of twos, a-sok, and of ones, pdik-sok.

(5) Three pieces upon which the spots are equally divided between
2 numbers, as 4-4, 2-4, 2-2, called tai-sam-tong (Chinese, tui sdni fung)y

"three alike, opi»osite," count 1.
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(6) The combination G-G, 5-5, 4-4, called ro4n (Chinese, Id yan), "old

man," counts 3 when combined with itself and 1 with any other han-

hpai. The combination 3-3, 2-2, 1-1, called a-M (Chinese, a chi),

"child," counts 3 when combined with itself and 1 with any other

hanh2)ai.

(7) The combination G-G, 3-3, 2-2, called ssang-pyen (Chinese, sheung

pm), "doublets," counts 3 when combined with itself and 1 with any

other hanhpui. The combinations 2-3, 3-1, 1-2, and 4-5, 5-G, 4-G,

called Yo-Soun^ count 3 when combined with each other and 1 in com-

bination with any other han-hpai.

As the soli are combinations which may be formed very easily, it is

sometimes agreed to play without them. If the first player has not

drawn a winning hand he puts down a piece from his hand at the end

that is nearest to him of the concealed row and takes up the piece at

the other end, at the same time-sliding the row of pieces along, so that

the piece he puts down is concealed, and the piece he takes up is exjjosed.

If he then does not make a winning combination, the next player, if he

has not already a winning combination, puts down a piece and takes up

another as before, and this is continued until some one obtains a win-

ning combination, and so wins the game. He then becomes the Tjyang-

ouen in the next game.

TJAK-MA-TCHI-KI.

Tjak-ma-tcM-Jci, "i^air making," is played by 2, 3, or 4 jjersons. The
pieces are reversed and shuffled and covered with paper. The first

player draws G and the other i)layers each draw 5 dominoes. The first

player endeavors to play out a pair from those he has drawn, but if he

is unsuccessful he lays out 1 piece face up on the table. The second

player takes up the piece discarded if he can combine it with a domino
in his hand to form a pair. If not, he draws a piece from those left

under the paper, and discards a domino, which he lays out face up.

This process is continued around until 1 player gets 3 jiairs in his hand,

and becomes the winner. When 2 or 3 play, the 6-G can not be played

to complete the third pair, but when 4 play it may thus be played

and the winner must be paid alone by the player who discarded the

corresponding piece.

If the pair is completed by a piece drawn from the unused pile, all

the other players pay the winner, but if it is completed by a piece which
has been discarded, the player who discarded that piece alone pays the

winner. It is sometimes agreed that the third pair by which a player

wins must be completed with a piece drawn from the unused pile.

KKO-RI-POUT-TCHI-KI,

Kko-ri-povt-tchi-ki, "tail joining," is played by 2, 3, or 4 persons; 3 or 4

usually play. The set of dominoes are reversed and shuffled and each
player draws 8 dominoes. When 3 play, the pieces G-G, 5-5, 4-4, and
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3-3 are first withdrawn. The game is begun by someone asking who
has the Tcoan a ? The holder of this piece, the 5-2, lays down any

piece he may select from his hand, face up, at the same time crying out

a number on one side of it, which number must be paired. The next

player must mate the side designated with one of his pieces, but if

unable to do so, must lay a piece from his hand, face down on the table.

The game is continued around until all have been paired or all have

laid down their pieces. Then each counts the spots on the pieces they

have been compelled to lay down, which naturally have been selected

from those with the fewest spots in their hands, and the one who has the

highest number of spots pays the one who has the lowest number of

spots. When 4 play, all players who count more than 30 must pay;

KOL-YE-SI.*

Kol-ye-si is played by two or more persons, not exceeding ten. The
set of dominoes is placed face down and shuffled, and i;)art, if not all

of the set, are placed end to end in an irregular line. One of the

players acts as banker, Moul-tjyou (Chinese, Mat chii "things' ruler").

The other players each draw 1 piece in turn from the line. They exam-

ine this piece and each put whatever stake they choose on the piece

drawn. The Moul-tjyou puts down the same amount, whatever it may
be, beside each j)layer's stake and takes the next 2 pieces. If his pieces

are identical, a perfect pair, he at once wins all that has been staked.

Otherwise the other players draw in turn either 1 or 2 pieces from

the line. This done, they and the J/oj<7-/(?/o« turn their pieces face up.

They all count the spots on their dominoes. The remainders, after deduc-

ting the tens, count, and if the Moul-tjyou has an excess over that of

any player, he takes the stakes, but if a i^layer has an excess over that

of the Moul-tjyou when the tens are deducted from the sum of the spots,

that player wins the amount of the stake he has staked.

This is a common game in gambling houses. It is customary to keep
a water jar there, in which the i)layers voluntarily put a portion of

their stakes before the result is disclosed, or, if unmindful, at the sug-

gestion of some one interested in the house.

RYONG-HPAI.

Dominoes are used in Korea as in China in playing solitaire, which,

as in China, is a favorite kind of sortilage, not regarded seriously, but
often j)layed at the beginning of the day, the player wishing for a happy
omen. The solitaire game described under the name of hoi fdp,

page 516, is known under the name of Ryong-hpai (Chinese, lung p''di)y

"Dragon tablets," while another arrangement is shown in fig. 20.

^Kol-ye-si means Ml {lipai) or "domiuo" ye-si, the latter being the name of a
game played with cards.
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KE-POUK-HPAI.

In this sj'Steiu, called kepouk-hpai (Chinese, hwai p^di), "Tortoise
tablets," the 32 dominoes are laid face down to form a representation

of a tortoise (fig. 21), with 2 pieces

at head and tail and 2 for legs at

each of the 4 corners. The pieces

at these extremities are turned
face up, followed by those marked
A, B, C, I), and mated according to

the Korean system, (pi. 9). The
player loses when he fails to mate
all the pieces.

SIN-SYO-TYEN.

Sin-syo-tyen (Chinese, sh<in sho

chim), "personally counting divi-

nation," is a kind of fortune telling;

practiced with dominoes. The in-

quirer shuffles a set of dominoes

face down and arranges them side

by side in a line. He then turns

them face up, preserving the ar-

rangement, and selects as many of

the combinations referred to on

pages 523, 524, as can be formed by
contiguous pieces. The sum of the numbers there given, in connection

with the combinations thus formed is noted,

and the operation twice repeated. The three

results are added together, and if their sum
amounts to 32, the number of the domino pieces,

the augury is very good; more or less being

estimated proportionally good or indifferent.

ARRANGEMENT OF DOMINOES
"TORTOISE TABLETS :

.' KE-POUK-HPAI,
KOREA.

O-KOAN.

Another popular method of divination with
•dominoes is called o-Tcoan (Chinese, ''ng kwdn),
^' o gateways.''

An entire set of 8 dominoes is reversed and
•shuffled and 20 pieces are then arranged face

down in ."> rows of 4 i)ieces each (fig. 22). The
player then turns these pieces face up and com
mencing at the bottom row endeavors to form
combinations of 3 pieces each, han-hpai such as

have been described under ho-hpal In addi
tion to the han-hpai already enumerated, pages
523, 524, the following additional ones are permitted in oloan: Three
pieces upon which 3 of the spots are alike and the sum of the other 3

B C
Fi". 22.

D

ARRANGEMKNT OF DOMINOES IN
GAME OF O-KOAN: KOREA.
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spots is equal to i), called H<im-1on<j-tan-o-Uiem (Cbiiiese sdm fung idn'ng

f()u), " three alike and ouly five spots,'' and 3 pieces upon wliicli 3 of

the spots are alike and the sum of the other 3 spots is equal to or more

than 14, called sam-tong-sip-sd-tyem (Chinese sdm fung shap sz^ tim),

" three alike and fourteen spots."

In forming these combinations, 3 contiguous ])ieces in a row may be

taken, or 1 or 2 pieces at one end of a row may be used in combination

with 2 pieces or 1 piece at the other end, the pieces thus taken being

always placed on the inner side. Thus the piece A may be mated with

C D to form a combination A C D, or B A may be mated with D to

form a combination A B D. The combinations thus formed are

removed and placed in a line face uj) above the 5 rows, the one found

nearest the bottom being placed to the left and successive ones to the

right of the line thus started. When no more combinations can be

discovered, 5 pieces are*drawn from the unused pile of 12 pieces which

have been left with their faces down, and one-of them placed face down
to the right of each of the 5 rows. These 5 pieces are then turned face

up, and an attempt made to form combinations of threes 'with their

aid. The results are successively placed to the right of the line at

the top and this process is continued until the 12- extra pieces are

exhausted. AVhen this happens, 5 pieces are withdrawn from the left

of the top line and added in succession to right of the 5 rows. If, by
chance, but 4 or a less number of rows remain, only a corresponding-

number of pieces are drawn. This process is continued over and over

until all the jneces are combined in sets of threes in a long row at the

top, or the top row is exhausted and a block ensues, determining suc-

cess or failure. The name of the game is said to have been taken from

a well-known episode in the life of Koau Ou* (Chinese, Kwdn tj), the

*Kw:iu Yii {Kwdn tj) I). A. D. 219. Deaiguated Kwau Chwiiug Mift aud deified

as Kwan Ti or Wii Ti, tho God of War. A native of Kiai Chow, in Shan-si, who
rose to celebrity toward the close of the second century through his alliance with
Lin Pei aud Chang Fei in the struggles which ushered in the period of the Tliree

Kingdoms. He is reputed to have been, in early life, a seller of bean-curd, but to

have subsequently applied himself to study until, in A. D. 184, he casually encoun-
tered Liu Pei at a time when the latter was about to take up arms in defense of the
house of Han against the rebellion of the Yellow Turbans. He joined Liu Pei and
his confederate, Chang Fei, iu a solemn oath, which was sworn in a peach-orchard
belongingto the latter, that they would fight hencefortli side by side aud live and die

together. The fidelity of Kwan Yii to his adopted leaders remained unshaken dur-
ing a long series of years in spite of many trials ; and similarly his attachment to

Chang Fei continued throughout his life. At an early period of his career he was
created a t'ing how (baron) by the regent Ts'ao Ts'ao, with the title of Hdn shu
ting ban. * * * j^jy martial powers shone conspicuously in many campaigns
which were waged by Liu Pei before his throne as sovereign of Shu became assured,

but he fell a victim at last to tlie superior force .and strategy of Sun K'iian, who
took him prisoner and caused him to be beheaded. Long celebrated as one of the
most renowned among China's heroes, he was at length canonized by the superstitious

HweiT'suug, of the Sung dynasty, early in the Twelfth century, with the title Chung
hwui Kung. In 1128 he received the still higher title of Chwaug miu wu ngfin

Wiiug, and after many subsequent alterations and additions he was at length raised

in 1594 by Ming Wan Li to the rank of Ti, or God, since which date, and especially

since the accession of the Manchow dynasty, his worshij) as the God of War has been
firmly established. (Chinese Reader's Manual, No. 297.)
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celebrated Chinese general, now universally worshiped in China as the
God of War, and one of the heroes of the famous historical romance,
the Sam Kwok cht, or "Annals of Three States." In escaping from
Ts'ao Ts'ao,* it is recorded that he killed six generals at " five frontier
passes," o-koan (Chinese 'ng kwdn). The vicissitudes of his life at
this time are typified in the varying fortunes of the game, which at one
moment approaches a successful termination, only for the player to be
unexpectedly set back to overcome its obstacles anew. The conquest
of the " five koan,^' which Eoan Ou achieved, finds it analogue in the
5 rows of the dominoes which the player struggles to overcome. Many
educated people play this game every morning, and scholars who have
nothing to do play it all day long, finding intellectual pastime in its
elusive permutations.

BURMESE AND SHAN DOMINOES.

A set of Burmese dominoes in the National Museum are of teak
wood and measure 2 by 1 by f inches (pi. 10). The spots are marked
with incised circles. They number 24 pieces, marked as follows: 6-6,
1-1, 4-4, 1-3, o-5,.3-3, and 2-2 duplicated, and one each of the following
pie(;es

:
6-3, 4-5, 6-2, 5-3, 4-3, 5-2, 2-4, 1-4, 2-3, and 1-2, the las t having

2 smaller spots adjoining the "1."

They are accompanied by a cubical die about three-fourths inch
square, with 2 opposite faces marked with 1 spot, 2 opposite faces
marked with 2 spots, and 2 opposite faces marked with 3 spots. This
is used to decide who shall play first.

A set of Burmese dominoes, from Rangoon, sent to the writer by the
Hon. Sir C. H. T. Crosth^aite, lieutenant-general Northwest Prov-
inces, British India, are identical with the preceding, except that the
spots are marked with small brass disks.

A set of Burmese domiiioes in the British Museun) are made of black
horn, and number 32 pieces. They measure If inches in length by
three-fourths of an inch in width and have incised spots, which are
painted red and yellow and arranged according to the Chinese system.
The backs are uniformly marked with "1" and "3" spots composed of
concentric circles, and the ends each bear 1 spot similarly inscribed.
Another set of Burmese dominoes in the same collection are made of
black wood, with the spots painted red and white.

Dice are called anzamia (singular anzd) in Burmese. The Burmese
dice in the museum of the University of Pennsylvania are small ivory
cubes, regularly marked and having the fours in red, and are identical
with the Chinese.

A set of Shan dominoes in the British Museum, presented by Maj.
E, B. Gladen, are identical in every respect with the horn dominoes
from Burma in the same museum.

* Ts'ao Ts'ao D., A. D. 220. Chinese Reader's Mauiial, No. 768.
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SIAMESE DOMINOES.

Dominoes are called in Siamese tan tern (^Chinese td tim) "arranging
or connecting spots.'^ Two sets of dominoes exhibited by tbe Govern-
ment of Siam in the Section of Games at the Columbian Exposition
consist of 24 thin rectangular tablets of ivory, one with face of |f by
h, and the other 1|| by H inches (pi. 11). ihe "ones" and "fours"
are marked with red and the others with black spots, in the following
series: The pieces Q-G, 1-1, 4-4, 1-3, 5-5, 3-3, 2-2, 5-6, 4-6, 1-6, and 1-5
duplicated, and one of each of the pieces 6-3 and 6-2.

ESKIMO DOMINOES,

A set of Innuit dominoes in the U. S. National Museum, Washington,
(pi. 12), is described by Mr. Lucien Turner, who conducted the expe-
dition for the Smithsonian Institution in 1884.*

"The Inuuit," Mr. Turner says, " who come from the western end of Hudsou Strait,
the so-called Northerners, have a game which they play with sets of pieces of ivory
cut into irregular shapes, and marked on one face with spots arranged in diftereut
patterns. The number of pieces in a set varies from 60 to 148. The name of a set
is A ma zii a Idi, and somewhat resembles our game of dominoes.
"The game is played in the following manner: Two or more persons, according to

the number of pieces in the set, sit down and pile the pieces before them. One of
the players mixes the pieces together in plain view of the others. When this is
done he calls them to take the pieces. Each person endeavors to obtain a half or
third of the number, if there be two.or three players. The one who mixed up the
pieces lays down a piece and calls his opponent to match it with a piece having a
similar design. If this can not be done by any of the players the first has to mat'ch
it, and the game continues until one of the players has exhausted all of the pieces
taken by him. The pieces are designated by pairs, having names such as ka miu tik
(sled), kaiak (canoe), kale sak (navel), d ma zut (many), a tail sik (1), md kok (2), ping
a sut (3), si td miit (4), and td H mat (5). Each of the names above must be matched
with a piece of similar kind, although the other end of the piece may be of a diHer-
ent design. A kamuiik may be matched with an amauit, if the latter has not a line
or bar cut across it; if it has a bar it must be matched with an amazut.

"This game is known to the people of the Ungava district, but those only who
learn it from the Northerners are able to play it. The northern Eskimo stake the
last article they possess on the issue of the game. Their-wives are disposed of tem-
porarily, and often are totally relinquished to the victor. I have heard of wives so
disposed of often sit down and win themselves back to their former owners."

Dr. Franz Boas informs me that the Eskimo name for dominoes
means "standing upright side by side."

MISCELLANEOUS GAMES.
Several fanciful games have come to my notice which have been

suggested by the European domino game. In the Section of Games in
the Department of Anthropology at the Columbian Exposition, Chicago,
1893, a modern French game was exhibited under the name of Xe 2Iafjister
Dominoes Geographique, consisting of oblong pieces of cardboard, each
bearing on its face a portion of the map of the Valley of the Seine.
It was intended to be used for teaching geography. Another game,

* Eleventh Annual Report of the Bureau of Ethnology, 1889-'90, pp. 257-258.

H. Mis. 184, pt. 2 34
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cntitli'd "Eviin'8 Baseball Dominoes," consisted of wooden doniino-

sliaped blocks marked on one face at the ends with the names of the

scoring i)Oints in the American game of baseball.

iNTiioDrrrioN of dominofs into furopk.

Imoiii the foregoing accounts it will be seen liow widely tin' i)ecnliar

Chinese game of doininoes is <listiil)ute(l, from Korea to Durma and

Siam. Dr. Gustav Sclilegel states that tl»e European game of dominoes

is without doubt borrowed from the Chinese, only that in it the

idiilosophic-astronomic elements have been done away with and only

the arithmetical retained. 1 have been unable to discover tiie connect-

ing links between the two games. The Levant may furnish a clew to

the relationsiiip if any sncli now exists, but 1 am w ithout information

on the yubject.

The game seems to date from a recent period in Europe. According

to Brockhaus' Conversations Lexicon, Art ''D.nnino," it was introduced

into (iermany through France from Italy about tiie middle of the last

century. In England it appears from a writer in Notes and (,)ueries*

to have been introduced by T^rench prisoners about the close of the

last century.
INVENTION OF TIIE GAME.

According to a tradition current among the Chinese laborers in the

United 8tat(!S, dominoes were invented by lhi)i(j Miii(j,\ a hero of that

poj)ular romance, the 8dm Kwokchi.X for the amusement of his soldiers to

keep them awake during the watches of the night in their camp before

the enemy. Others attril)ute them to the ingenuity of lu'nn<i f<(i ywrw//,§

and give a similar reas(m for their discovery. A Chinese physician,

the most scliolarly of my informants among his class, insisted tliat they

were invented by Fan L>(l,\\ wliose picture, fiom a popular illustrated

edition of the Tniiff rlum lit kicolc,^] is re|>roduce(l in lig. 2:i. Little

importance nee<l be attached to these stories, which are given as

iMnslrationsof th« conllicting statements made by the comparatively

uneducated Chinese regarding things which are a matter (.f record.

Dr.CJustav Schlegel,** (pu)ting from the Chi sz yin kau {Chii sz' yam

/MM),tt states that <h)miuoes were invented in 1120 A. D. by a statesman

*Jannary23, 1869. ... „ . ,

t Chu-lvo Li.in- ( Ifuiui Mi,un, A. D. 181-234. Tho f^reat cont.selor of Lni Pei, who

ow.a tothoHn-acity and military skill of Clui-ko Liau- hisHuccess lu cstabliHhing

himself npou the throne. (The Chinese {Reader's Manual, No. 88.)

t VVylie, A., Notes on Chinese Literature, Shan-jhai, 1807, ).. Itil.

^ KiaufrTsze-ya {Keuvff fdi kiuuj) is rep<'"te.l to have been a counselor ..f Si Peh.

twelfth contnry B.C. (The Chin.;s(^ R.^ade.r's Manual, No. 2.->7.)

II
Fan Li(/'VfH Lai), nnuister of Kovv Psien, Prince of Viieh, whom he aided to

overthrow the rival kingdom of \Vu, the final victory of wirHli, after twenty years

warfare, was achieved H. C. 473. (The Chinese Reader's Manual, No. 127.)

^ Notes on Chinese Literature, p. KiL'.

**Chinesische Hriiuch und Spielc in F.m-.«p:i, I'.icslau. ISdil. p. 18.

tUuvestitiatious on the traditions ol'all tiiin-s.
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Avho presented tbeni to the Emperor Hwui tsung', and that tlie game
with its explauatiou was locked in the imperial treasury and first came
into general use iu the reign of Hwui-tsung's sou, Kao-tsung (1127-11G3

A. D.).

Mr. Karl Himly * cites Kanghi's Dictionary as saying that according

to general tradition dominos were invented iu the second year of

Siuen-ho (1120) and circulated abroad by imperial order at the time of

Kao-tsung.

Mr. Chatto t quotes the other great Chinese dictionary of the last

century, the Ohing tsz' t'ung, on the authority of Mr. Samuel Birch, as

saying that the cards now known in China as " Teen-tsze-pae" {tim tsz^

p'di), or "dotted cards," were invented in the reign of Siuen-ho, llL'O,

and that they began to be common iu the reign of Kao-tsung.

Mr. W. H. Wilkinson has recently show:' |that in the citation iiuule

by Chatto from the Ching tsz' tuiig, he

omits the concluding and most important ^T'^ ->/"

sentence: "Itidoes not follow that this class vm ^-4>-. ^^
of games originated in the period Hsiiau-ho,"

and says that the passage, adduced again

and again by European writers to prove

that cards (dominoes) \vere first invented iu

the reign of Siuen-ho, when carefully "-ex-

amined, distinctly declares that such a con-

clusion would be unsound.

"It is perfectly clear," Mr. Wilkinson says, "that

all that was done or asked lor in 1120 was an imperial

decision as to which of several forms of T'ieu-kiu

(Heavens and Nines) was to be considered orthodox.

The game iind the cards must have been in existence

long before. The passage from the Cheng-tza-t'nng

runs thus: 'Also ya p'ai, now the instruments of a

game. A conuuon legend states that m the second

year of the Hslian-ho, in the Sung dynasty

(1120 A. D. ), a certain official memorialized the

throne, praying that the ya p'ai (ivory cards) might be fixed as a pack of 32,

comprising 127 pips (sic, it should be 227, but Chinese printers are careless), in order

to accord with the expanse of the stars and constellations. The combination,
'Heaven,' (6—6, 6—6) consisted of two pieces, containing 24 pips, figures of the 24

solar periods; ' earth ' (1—1, 1—1) also composed of two pieces, but contained 4 pips,

the four points of the compass—east, west, south and north; ' man' (4—4, 4—4) two
pieces, containing 16 pips, the virtues of humanity, benevolence, propriety and wis-

dom, fourfold; 'harmony' (1—3, 1—3) two pieces of eight pips, figuring the lireath

of ' Harmony' which pervades the eight divisions of the year. The other combina-
tions had each their names. There were four players having 8 cards apiece for their

hand, and the cards won or lost according as the number of the pips was lessor
more, the winner being rewarded with counters. In the time of Kao-tsung

* Zeitschnft der deutscher Morgenliindischen Gesellschaft, Band 43, p. 451.

t Facts and Speculations on the History of Playing Cards. London, 1848, p. 55.

tThe American Anthropologist, Jan., 1895, vol. viii.. No. 1, p. 66.
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(1127-1163) pattern packs were issued by imperial edict. They are now known
throughout the euijjire as ku p'ai, 'bone pai;' but it does not follow that this class

of games, 2)o-sai, ko-wu, and the rest originated in the reigu Hsiiau-ho."

As tbe foregoinji- shows that the liistorical evidence is iucouchisive

as to the actual iiiveutiou of dominoes, and as the Chinese accounts of

the invention of other games are not particularly trustworthy, and
especially as the history of all games seems to be one of gradual evo-

lution, rather than direct invention, the following pages are devoted

Fig. 24.

PASE (DICE). SET OF THREE FOR CHAUSAU, MCKNOW, INDIA.

( Fnim specimens in Museum ol' University (.1 reniisylvania.

)

to an examination into the origin of the game from internal evidences

rather than an historical point of view.

DOMINOES A FOE3I OF DICE.

It is readily apparent that the 21 individual domino pieces represent

the possible throws with 2 dice, and that the domino pieces may be

regarded as conjoined dice. Of this the Korean dominoes furnish the

best material evidence. Consonant with many other Korean objects,

they are typical of an earlier age of Chinese culture than that now
existing in China.

Their material, color of spots, and the manner in which the "one"
spots are incised and made larger than the other spots, complete their

resemblance to 2 conjoined dice. It we accept this theory the bone-
faced bamboo dominoes may be regarded as directly related to the pre-
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Fig. 25.

PASE (DICE), SET OF THREE FOR CHAU-
SAK, LUCK.VOW, INDIA.

9ity of(Fr. in Mu.'»eum of L'ni'

nnsylvan.a.

)

cediug, the wooden backs beiug- substituted as a matter of economy.

Dominoes made entirely of wood would naturally follow, and the long

dominoes used in the south of China might be regarded as a later type.

Even they bear a suggestion of their origin in the spots with which

their ends and tops are decorated.

The names of the dominoes are the same as those of the corre-

sponding throws with the 2 dice, and the pieces are divided, like the

dice-throws, into the series of miui and

mo, in which they rank in the same order

as the dice. The correspondence extends

to the game as well, the most character-

istic domino game, td fin Avru, closely

resembling the most characteristic dice

game, chdl- fin kau. Indeed, if dominoes

were invented for the purpose of a game,

they doubtless had their origin in the

game with 2 dice. This game with 2

dice, sJu'ung /»/>•, which, according to one

Chinese authority, is said to have come

from India, finds a parajlel in an Indian dice game.

Several kinds of dice are employed in games in India. One (fig. 24)

called ^ff.s'^ (plural of p^fsvO i^re used in the game called chausar, SLud

consist of rectangular bone or ivory prisms, marked on 4 sides with 1,

2, 5, and G spots. These dice are sometimes made shorter and pointed

at the ends (fig. 25). Their origin I assign to the staves referred to on

page 507. Another kind of Indian dice, called by the Arabic name of

l-ab, or kabat, from k'ab,

"ankle," "ankle Done," are

used in the game of k'-aha-

tain, 2 dice being thrown.

Either natural astragali,

consisting of the knuckle

bones of a goat, or dice

marked on 4 sides with

"three," "four," "one," and

"six" spots, or cubical dice

regularly marked on the 6

sides (fig. 27) are employed.

The "four" spots on these

dice are usually marked in red, and often both the "three" and

"four" are marked in this color.* Thus cubical dice appear to be

Fig. 26.

SET OF LONG DICE: CELEBES.

' Thi.s account of k'ah was communicated to tlie writer by the Hon. Syad Moham-
med Hadi, of Sultanpnr, India. Two sets of ivory dice, received by the writer from

Lucknow, are cubical, and marked on their 6 sides with from 1 to spots, in the same

manner as our common dice. The '• fours" alone are in red.
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Fig. 27.

K.^BATAIN—PAIR OF IVOHY
DICE: LUCKNOW, INDIA.

directly conuected with the knuckle boues. The Arabic name for the

knuckle bone and the die is the same, l-^ab, and, like the knuckle

bones, which are commonly thrown in pairs, natural pairs from the

ri<>iit and left leg being used, cubical dice are also thrown in pairs.

Carrying out the resemblance, cubical dice in India are sold in pairs,

and by varying the arrangement of the "threes"

and "fours"* are actually made in pairs, rights

and lefts, like the knuckle bones. If this is the

true history of the descent of the cubical dotted
die, its evolution must have occurred at a very
early time, as the regularly marked stone die

(Fron, specimens in Museum of froui thc Greck colouy of Naucratls, EofVBt
Unlveri'ily ol Penn-^ylvania. 1

^ "' ?5J1'"

(fig. 28), assigned by the discoverer, Mr. Flinders

Petrie, to 600' B. C, bears witness.

]S"ow, the 4 sides of the knuckle bone (talus) (fig. 30), Avhich were
designated among the Eomans as supinum., pronum^ planum^ and tor-

tuosnm, and corresi)ond Avith the numbers "three," "four," "one," and
"six," receive in the Mohammedan East the names of ranks and con-

ditions of men. The Persians, according to Dr. Hyde, t name them,

respectively, "^w;^^?," "slave," "f7//j7>aM," "peas-

ant," ^^vezir,^^ "viceroy," and shah, ov padi-shah,

"king." Similar names are given by the same
author as applied to them by the Arabs, Turks,

and Armenians, From this it api^ears that the

names and rank given to the significant throws,

"three," "four," "one," and "six," with knuckle

bones and dice in Western Asia find their coun-

terparts in the names and rank of the same
throws in China, the names of the classes of

human society found among the Arabs being-

replaced in China with the terms for the cosmic

powers: "Heaven" ("six"), "Earth" ("one"),

and "Man" ("four"), and the "Harmony"
("three-one"), that unites them. It will also be observed that the

use of 2 dice, which appears to follow that of the natural pair of

knuckle bones, and is displayed in the Indian ¥abatain, and the

ancient and widely diifused game of backgammon, is paralleled by
the use of 2 dice in. China, where shvumj Ink (Japanese, sugoroku)

Fig. 28.

STONE DIE: NAUCRATIS,
EGYPT.

mm specimenin Museum of Univer-
sity of Pennsylvania.

* If a Chinese die be turned ace up and revolved toward the person holding it so

that the "two," "Hve," and "six" are disclosed iu succession, it will be found that

the "thr(!e" is usually to the left and the "four" to the right, while the opposite is

more usually the case on European dice. In the Indian dice here referred to, this

arrangement is alternated, one having the "three" on the right and the other on
the left.

t De Ludis ( )ri(iiralibus, p. 147.
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is a coinmou mime for dice play. It lias beeu observed that the

"tlirees" and "fours'' are marked in red on Indian dice, while in

China the "ones'' and "fours" are so marked. The Wale Ian san

ANCIENT ROMAN DICE OF IVOKY.

lecimens in Museum of University of Penli

sai relates that in the ,uame of ^Sugorokit the throws receive the fol-

lowing names:

Chio ichi, " doable one.''

Chio ni, " double two."

Shin san, "vermilion three."

Shin sin, "vermilion four.

Chio go, " double five."

Chio rolii, " double six."

From this it would appear that the dice anciently u.sed in Japan and

China had the " three " and " four " marked in red* like the Indian

Fig. 30.

THE FOUK SIDES OF A KNUCKLE BONE.

After Hyde.

¥abat, instead of the " one" and " four," as is the present custom—an

additional argument m favor of the Indian origin of the Chinese dice.

Two questions remain to be answered:

*A pair of miniature Japanese ivory dice, presented to the writer by Prof. Henry

H. Giglioli, of Florence, Italy, have the " threes" and "fours" marked in red.
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Where and for what i)nrpose were the dice-throws united in the

domino form, and why was the number of the doraino pieces increased

from 21 to 32 ? Dominoes are unknown in India as a native game, but

as it seemed possible that they might have had their origin there for

use in fortune telling, the writer made a carefnl exam iinition of the prin-

cipal East Indian systems of fortune telling with dice, bntthe resnlts

clid not throw any light u])on the origin of

dominoes. * The Thibetan astrologers, ac-

cording to Schlagintweit, t use dice which
are either cubes like European ones, or

rectangular parallelopipedons, sometimes

comparatively very long; the latter, in con-

sequence of their form, having two sides

bla,iik. This description agrees witli the
iennsyiv..,„H.

J

]>receding Indian dice used in fortune tell-

ing, which I regard as derived from the game Avith staves, but the

faces of a die (tig. 32), which Schlagintweit figures as used by the

Thibetans for astrological i)urposes, suggests a domino in the duplica-

tion of its si)ots.t

The astrological associations of the domino game have not thrown

Fig. :il.

ANCIENT GLASS ASTRAGALI : SYRIA.

From specimens m Museum of I'niversity of

o o o o

• • • •
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the diagram (fig. 33)* wbich is given by Legget as the accepted form

of the Lolc IShU, or " Lo writing," which is referred to in the Yilc King

as one of the sources of in-

spiration for its broljen and

undivided lines, \ is com-

l>osed of light and dark cir-

cles similar to the domino

dots. A
1 may suggest, in conclu- ^

sion, that dominoes may ^
have been first used as coun-

ters or tallies in a dice game
or m- a method of fortune O
telling with dice. They ex-

isted in their present form in O
China iu the year 1120 A. D.,

according to the Chinese rec- O
ords, with similar astrological

associations as at the pres-

ent day. They are clearly

descended from dice, and #
jtarticularly from that game O
with two dice which appears 9
to have been introduced into

China from western Asia.

O

O

O

O
Fig. 33.

o
o
o
o
o
o
o

I.O WHITING.

* This diagram coincides -with the most renowned of the arithmetical stjnares

whicii are used as charms both by Hindus and Mohaniniedans iu India. It is usually
writleu as below, an inversion of the Chinese arrangement.

This square appears in its numerical form on the Thibetan charts, reproduced by
iSchlagintweit. where it is arranged in the Chinese order.

It is believed iu India, said one of my Mohammedan informants, that to write this

charm will biing good look and money by honest meaus. The object for which it is

used is always written beneath it. He told me that his grandfather wrote it every
day after prayers and would place beneath it the words ri:k, "bread," or chardj,

"expenses."' Snch numbered diagrams are cut iu squares, each containing a number.
These are made into pills with wheateu bread and thrown into a pond or river to be
eaten by fish.

Auother Indian, a Hindu, says that this magic square is called in Hindustani
Fiiiidra vo yiiiitra, or the"' l.") yuntra."'

It is written both with numerals and with dots. In the latter case the set of dots
from 1 to 9 frequentl}' are made each of a different color and certain names are
given to them.

It is not improbable that this diagram was borrowed by the Chinese from India,
and that, too, at a much later period than is usually assigned to it by the Chinese.
The writer found a cojiy of it—in Arabic numerals, among the written charms iu a
soldier's kit captured iu Tt)uquin—in the Municipal Museum of the city of Havre.
The spots, like those on the dice, are doubtless survivals of a primitive system of

notation, like that which existed iu Mexico at the time of the Conquest.
t Legge, Kev. Dr. .James, The Ve King, Oxford, 18)^2. Introduction, )>. 18.

ilbicL, Appendix III, !Sec. l, par. To.


