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    Important Notice

    This book is an educational introduction to the card game cribbage and is written for general information and enjoyment. Cribbage is played with many house rules and regional habits, so the rules taught here are the common default for the two-player six-card game played to 121, and every important difference is flagged; always agree on the rules at your own table before the first deal, because your group's agreed rules settle any dispute. Hands, counts, pegging sequences and practice answers were worked out step by step and checked, and the invented players in the examples are not real people. The book does not promise that any strategy will win a particular hand, game or tournament; cards are dealt at random, and results depend on luck, practice and your opponent. It teaches the game for fun and does not encourage gambling: if you ever play for money, follow the law where you live, keep stakes you can comfortably lose, and seek support if the game stops being fun. Online game features and settings change often, so check each service's current rules, privacy and chat options yourself, and have an adult supervise children who play online.

  Deal Yourself In

Someone has just slid a wooden board across the kitchen table. It is long and narrow, drilled with rows of tiny holes, and four little pegs are rattling in a drawer at one end. Grandpa has dealt six cards to each of you, and he is tidying his own into a fan. "Fifteen-two, fifteen-four, and a pair is six," he says to nobody in particular, as if everyone at the table speaks that language.

You do not. That is perfectly fine, because this book is the translator.

What cribbage is

Cribbage is a card game for two players (with versions for three and four) that is scored on a board. You collect points in two moments: while you lay your cards down one at a time, and again when you count the four cards you kept. Points come from simple patterns: cards that add up to fifteen, pairs, and runs of consecutive ranks such as 4-5-6. You record every score by moving pegs along a track of holes, and the first player to reach 121 wins.

That is the whole game in one paragraph. The rest is detail, and the detail is friendlier than it looks.

Who this book is for

You might be a grandparent with a deck and a patient streak, a couple looking for a new evening game, or someone who inherited a family board and never learned what the pegs were for. You might be ten years old with a helper at your elbow. You do not need to know any other card game. You do need a little patience with yourself, because the first few hands are slow for everybody.

How the book works

The chapters build in order, so start at the beginning. Each numbered chapter ends with Practice Hands and Answers. Please deal real cards for those, count with a pencil, and only then peek at the answers. A hand you have counted yourself sticks far better than a hand you have read about.

The very last piece, the Quick Reference, is a one-page summary, a glossary and a blank score log. Keep it beside the board once you start playing.

How the cards are written

Cards in running text are a rank followed by a suit initial: S for spades, H for hearts, D for diamonds, C for clubs. So AS is the ace of spades, 10D is the ten of diamonds, JC is the jack of clubs, and QH and KS are what you would guess.

A hand to count is a pipe table with one row. Four cards you kept, plus the starter card turned up from the deck:

	Card 1	Card 2	Card 3	Card 4	Starter
	4H	6D	9C	KS	5S



In words: the hand is the four of hearts, six of diamonds, nine of clubs and king of spades, and the starter is the five of spades. A hand you have just been dealt has six cards instead, so the headings run from Card 1 to Card 6:

	Card 1	Card 2	Card 3	Card 4	Card 5	Card 6
	2C	5H	5D	8S	JH	KD



Play is shown as a table too. Each row is one card or one call, with the running count and the points that player pegged:

	Play	Player	Card	Count	Points
	1	Walt	7D	7	0
	2	You	8C	15	2
	3	Walt	8S	23	2



Reading it aloud: Walt lays the seven of diamonds and says "seven." You lay the eight of clubs, say "fifteen for two," and peg two. Walt lays another eight, says "twenty-three," and pegs two for the pair. Chapter 8 explains every one of those points. Where a table is hard to read on your screen, the words around it tell the same story.

A score breakdown uses a third table, with columns Score Type, Cards and Points, always ending in a Total row. You will meet it in Chapter 2.

Meet Walt

You will play every example against Walt. He is invented, and so is everyone else in this book. Walt has played cribbage for decades, he never gloats, and he counts out loud so you can follow. Each example says who deals. In Chapter 12 two more invented players, Priya and Sam, pull up chairs, and you and Priya become partners against Walt and Sam.

The game at a glance

Here is the version this book teaches. It is the default; every chapter assumes it, and the Quick Reference repeats it.

	Two players, one standard 52-card deck, no jokers.
	Cut for the first deal. The lower card deals, and after that the deal alternates.
	The dealer deals six cards to each player. Each player discards two to the crib, a four-card hand that belongs to the dealer.
	The non-dealer cuts the deck and the dealer turns up the top card of the lower part: the starter.
	The play: you take turns laying cards, counting aloud, never above 31, and peg points for fifteens, pairs, runs and more.
	The show: the non-dealer counts first, then the dealer, then the dealer counts the crib. Each four-card hand is counted with the starter.
	The first player to reach 121 wins on the spot, even in the middle of a hand.


Table check: families and clubs bend cribbage in many small ways, from game length to what happens when someone miscounts. Chapter 13 collects the common ones, so when this book says "table check," that is where to look.

What you need

A standard deck, a pencil and paper, and ideally a cribbage board with four pegs. No board? Paper and a pencil work, and Chapter 13 shows how.

One plain line

This book teaches cribbage as a game for fun and takes no position on playing for money.

Before you deal: put the pegs at the start, set a pencil within reach, and agree out loud that anyone may ask for a slow recount at any time. It costs nothing and it keeps the evening friendly.
Chapter 1: The Board, the Deck and the Flow of a Hand

Take a first good look at the board. It is a long box of holes with four pegs, and nobody at the table seems sure which way they should travel. Relax. Two minutes with the board, a few minutes with the deck, and you will know what is happening at every moment of a hand. This chapter owns the equipment and the overall shape of a hand. Scoring comes in the chapters that follow, one piece at a time.

The deck

Cribbage uses one standard 52-card deck with the jokers removed. Every card has two numbers attached to it, and you must keep them apart in your head.

The first is its counting value, which is what the card adds when you are making fifteens or counting up to 31. The second is its place in the run order, which is only used to see whether cards sit next to each other, such as 6-7-8.

	Rank	Counting Value	Run Order
	Ace	1	1 (always low)
	2	2	2
	3	3	3
	4	4	4
	5	5	5
	6	6	6
	7	7	7
	8	8	8
	9	9	9
	10	10	10
	Jack	10	11
	Queen	10	12
	King	10	13



The ace is always low, and the order never wraps around, so Q-K-A is not a run. Notice that the jack, queen and king all count ten but still sit in their own places for runs. A ten and a queen are both worth ten, yet they are not neighbours. Suits never matter for counting values or run order; they matter only in the special flush and nobs scores of Chapter 5.

The board

Boards differ in shape and size, but the idea is always the same: a track of small holes you move along, marked in groups of five holes to make counting easier, and a finish at 121. Each player has two pegs and their own lane, and some boards add a third lane for a third player.

Your two pegs work as a team. After your first score, place one peg in the hole that matches your points. After your next score, put the second peg in front of the first by that many holes. From then on, the rear peg always leaps over the front peg, which is why people call it leapfrogging.

Suppose your pegs stand at 12 (front) and 7 (rear), and you score 6 points. Lift the rear peg from 7 and place it 6 holes beyond the front peg, at 18. Now 18 is the front peg and 12 is the rear peg. The gap between the pegs, 6 holes, shows your latest score, which is a handy way for an opponent to check your arithmetic.

If you have no board, a sheet of paper works. Each player keeps a column of running totals, writing a new total after every score. Chapter 13 covers the details of scoring without a board.

Cutting for the first deal

To decide who deals first, each player lifts a part of the deck and looks at the bottom card of the lifted part. The lower card deals, and the ace counts as the lowest of all. If both players show the same rank, many tables simply cut again. After that, the deal alternates every hand: when you dealt the last hand, Walt deals the next.

The flow of one hand

Here is one complete hand in six steps. Read it once and keep it in mind. Each step gets full attention later.

	Deal. The dealer shuffles, and many tables let the non-dealer cut before the deal. The dealer then gives six cards to each player, one at a time, starting with the non-dealer. That uses 12 cards and leaves 40 face down on the table.
	Discard. Each player chooses two cards and lays them face down to form the crib. Four cards go into it, and each player keeps four.
	Cut the starter. The non-dealer cuts the remaining deck, and the dealer turns up the top card of the lower part. That card is the starter. If the starter is a jack, the dealer pegs 2 points at once. This is called his heels, and Chapter 5 explains it.
	The play. Starting with the non-dealer, you take turns laying cards face up and calling the running total, which may never go above 31. Points are pegged as you go. See Chapter 8.
	The show. Now each player picks their four played cards back up. The non-dealer counts first, then the dealer, then the dealer counts the crib. Each count includes the starter. See Chapter 6.
	Pass the deal. Gather the cards, hand the deck to the other player, and start again. The first player to reach 121 wins, even if that happens in the middle of a hand.


What the crib is, and why the dealer owns it

The crib is a small extra hand built from four discarded cards, two from each player. It belongs to the dealer and is counted for the dealer after the dealer's own hand. Because the deal alternates, each of you owns the crib every other hand. That is why throwing cards away is a real decision, and why Chapter 9 is entirely about it.

One dealt hand

Walt deals and you are the non-dealer. These are your six cards:

	Card 1	Card 2	Card 3	Card 4	Card 5	Card 6
	3H	5S	6D	9C	QH	KS



You keep the 5S, 6D, 9C and QH, and you slide the 3H and KS face down into the crib, which Walt will count later. Nobody has scored a point yet. Do not worry about why those cards were chosen; only the mechanics matter here. Six cards in, two cards out, four cards kept.

Table check: some boards stop at 120 with a separate game hole for 121, and some groups play shorter games. Chapter 13 lists the common alternatives, so agree before the first deal.

Practice Hands

	Give the counting value of each card: AD, 7S, 10H, JC, QD, KS, 2H, 9C.
	You cut 3D and Walt cuts 6S. Who deals the first hand, and who deals the second?
	You cut AH and Walt cuts 2C. Who deals the first hand? Then suppose both of you had cut a nine. What would many tables do?
	After a two-player deal of six cards each, how many cards are left in the deck? How many cards are in the crib once both players have discarded, and how many does each player keep?
	Your pegs stand at 23 (front) and 17 (rear). You score 9, and then on the next count you score 4. Where do your pegs stand after each score?


Answers

	AD is 1, 7S is 7, 10H is 10, JC is 10, QD is 10, KS is 10, 2H is 2 and 9C is 9. The jack, queen and king all count ten.
	The 3D is lower than the 6S, so you deal the first hand. Walt deals the second.
	The ace is low, so your AH is lower than Walt's 2C and you deal the first hand. When both cut a nine, the ranks tie and many tables simply cut again.
	Twelve cards are dealt, so 52 - 12 = 40 cards remain. Each player discards two cards, so the crib holds 4, and each player keeps 6 - 2 = 4.
	Scoring 9 sends the rear peg from 17 to 23 + 9 = 32, so the pegs stand at 32 (front) and 23 (rear). Scoring 4 sends the rear peg from 23 to 32 + 4 = 36, so the pegs stand at 36 (front) and 32 (rear). The gap each time equals the latest score.
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