
Commerce 
 

 

atherine was disturbed and out of 
spirits; but Isabella seemed to find 

a pool of commerce, in the fate of 
which she shared, by private 
partnership with Morland, a very good 
equivalent for the quiet and country air 
of an inn at Clifton.  

—Northanger Abbey 

 

lso known as “trade and barter,” commerce is a 
French game dating from the 19th century. Players 

buy and exchange cards to acquire particular 
combinations of varying worth. The best hand at the end 
of a round wins. 

Number of players: 3+ 

Complexity:  Isabella Thorpe can play—need we say 
more? 

Equipment:  Standard 52-card deck 
Coins (play money) or counters 
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Object 
To have assembled the best combination of cards 
at the end of the round. (See “Ranking”) 
 

Preliminaries 
At the start of a new game, each player should be 
equipped with an equal number of coins or 
counters. 
 
Players agree on a “purchase price” for buying 
cards. (For new players, we suggest 1 coin.)  
 
Determine which player will deal first. In 
addition to dealing the initial cards and playing 
her own hand, the dealer also distributes cards in 
the course of the round. 
 

Deal 
The dealer shuffles the cards and deals them one 
at a time: 3 cards face-down to each player, plus a 
ghost hand of 3 cards face-up on the table. The 
ghost hand is called “the widow.” The rest of the 
deck remains face-down beside her. 
 

Play 
The person to the dealer’s right goes first. Each 
player, during his turn, may trade or barter one 
card in an attempt to improve his hand. 
 
Trade: The player buys one card by putting the 
purchase price in the pool and giving the dealer 
one of the cards from his hand. The dealer puts 

the card on the bottom of the deck and gives him 
the top card. 
 
Barter: The player exchanges one card from his 
hand with one from the widow. 
 
Play moves to the next player on the right, and 
continues in a counter-clockwise direction. When 
a player is satisfied with his hand, he knocks on 
the table and does not take any more turns. When 
two players have knocked, the round ends and all 
players reveal their hands to determine who has 
the highest-ranking combination. 

 

Ranking 
The ranking of hands, from highest to lowest: 

 
(1) Tricon (3 of a kind). Aces are highest, down to 

2s as lowest. 
(2) Sequence (straight flush: 3 successive cards of 

the same suit). Aces can be high or low. 
A–K–Q is the highest, down to 3–2–A. All 
suits rank the same. 

(3) Points. Add the points value of cards in the 
same suit. Ace counts as 11; face cards count as 
10; all others their number of pips. Ties are 
broken by the highest number of cards in a 
single suit. If the scores are still equal, the 
player nearest the dealer’s right wins. 

 
The highest hand wins the pool of money, and 
the player on the dealer’s right deals the next 
round.  


