Angelique and the Game


Angelique positioned her tools against the rough surface of the yellow-brown stone.  She had spent most of the morning on the flower she was coaxing from the rock.  Around her where similar rock blocks with other flowers, they were to go into the house being built at the end of town.  She loved this work, absorbed in the stone as day glided toward dusk.  Around her other workers tapped their metal tools together– the music of stoneworkers.  


“Tonight… over by the…dice…lots someti….”  The voice drifted brokenly through the clang of tools.  She was surprised by the voices,  usually she noticed nothing else but the stone.  She looked towards the men who spoke.  Alber and Montere stood close together in confidence.  Angelique watched them for a while.  The din of the stoneyard seemed to increase as she strained to hear what they said.  Nothing.  Alber caught Angelique’s gaze and smiled, pointing her out to Montere.


“Do you think one of the Eight would dirty their hands?” Alber laughed loudly as he elbowed Montere in the arm.


“Don’t know but it could be fun.  Maybe I should ask her,” Montere eyes gleamed.  Angelique watched the men as they seemed to make fun of her.  Anger brimmed inside of her.


“The Eight.  I hate that term.”  She set down her tools and approached the men.   “I am Angelique, not one of the Eight or the other twin.  Angelique!”  They seemed a little surprised by her out burst but soon where back to their teasing grins.


 “Besides,” she continued with a calming breath “out of all the Eight, you know I like to get my hands a little dirty.”  She raised her hands, palms up and smiled slyly at the men.  Both hooted in laughter.  Like all of the men at the stoneyard, they loved to tease with Angelique, they were good friends but that was always where it stopped – just good friends.


Alber, still snickering, reached out and taking Angelique by the shoulder drew her into their confidence.


“Tonight, over at Tenny’s, we are playing Cubno.  Ever hear of it?”  He smiled at her gapping expression.


Angelique looked between the men, excitement coursing through her body.  Cubno was a dice game which most in Freehold looked down on.  Those who played gambled for exchange of services bartered.  It went outside of the norm of Freehold bartering system and those known to play it were looked at as the rabble of society.  Angelique couldn’t wait to play.


“Can I please join you?”  She smiled brightly at the two.


“Yeah,” said Alber a little shocked that Angelique was willing to get in on a game that could tarnish her reputation in Freehold.


“Since there is already us from the stoneyard playing, got anything else to barter with?”  Montere teased looking down her figure.


“My hands are talented in many ways,” she said seductively.  She held up her hands and looked at her large callused palms.  They weren’t as dainty and soft as Luster’s but, she smiled to herself, neither were Afina’s.  “The meat pies I make with them are wonderful.  Besides, you laggards are just the brute force here in the yard.  I am the one with the talent.  Now show me how to play.”  She grabbed Montere by the tunic and dragged him off.  Alber followed laughing.


Angelique and Montere entered Tenny’s house.  It was a relatively small, one room hut.  Around the room where four tables with two chairs facing each other.  At the front of the tables was a single table with one chair.  Angelique was so busy taking in the room she hadn’t notice that all the men gathered there were staring at her.  Their moment of surprise wore off quickly and by the time she looked up at them some faces showed humor while a few anger.


“Mont, you brought one of the Eight?  That’s great!”  Angelique recognized the laughing man as a healer a year older than her.  


Angelique turned toward Montere and scowled then turned back to the rest of the group.


“Yes, one of the Eight,” she said as she moved slowly into the room towards her harasser, “but the only one who would think of playing around with the dredges of society such as yourselves.”  She moved in close to the surprised man, her face within inches of his. “Now,” she said softly in a breathy voice, “are we playing Cubno…or not?”  She stroked her fingers across the surprised man’s cheek as she moved away.  Taking the seat closes, she sat down, looked up at them, and started to roll the dice across the table.  All of the men watched her and were surprised by how they had never really noticed her before.  The room was quiet except for the sound of her tumbling dice.  Suddenly, Montere let out a hearty laugh then moved across the room to join her at the table.


“Well you heard what our Angel said.”  The other men took their seats.  Angelique smiled at Montere who still seemed to be chuckling.  She knew right away she was going to like this game, she already liked her new name – Angel.


Angelique loved Cubno.  It wasn’t the game itself but the way she was treated.  Flirting with the men was much more fun than rolling the dice.  She played for several games before she realized that she had ideas to make things run smoother and much more fun.  Slowly, so as not to upset her fellow players, she started to take over the way it was organized.  It started when she began to volunteer to be the Keeper, the position in the game which sets the pace and keeps the score of all the players.  Since this position must stay uncorrupted the Keeper is unable to gamble.  Not a favored position.  Then, through barter she obtained a small building by the stoneyard which she used as a studio and storage for her bartered stonework.  On the side, it was used as a gaming site because it was away from neighbors where they could play as loudly as they wanted.  It also became a legitimate excuse to her parents and Afina as to where she was going on certain nights.  She was surprised how easy she found it to keep the secret from her family and friends though she was pretty sure they suspected something.  She also worked out a better way to keep track of each player’s winnings and, because she was the one they most trusted, she kept each players barter chips and a record to help prevent forgery.  Soon it was her Game and she presided over it like a Queen.


Angelique sat in Her chair.  The sound of the bone dice falling onto the wood tables made a comfortable din.  Gently, she rocked her dice in her hand and let them roll -two ones and a five.  She marked the numbers on her tally board.  The men at the tables around her scowled in concentration or smearked in confidence – these were Her men. They had handed her this game and she had taken it to greater heights.  She gathered up the smooth dice then threw them and watched as they tripped across the wood.  She wrote her tally.  She knew that some in Freehold suspected her and perhaps held her in less respect but, to her, their scorn was her triumph.  She had found a place where she was beautiful, smart, sexy and in charge.  Luster’s beauty was ethereal and awe inspiring.  Afina , the first of the twins, was always thought of as more of a woman and was in many ways a rival.  Here Angelique was Queen – their Angel.  She rolled again.  Marker hit.  She smiled.  Grasping the smooth wood handle of the brass bell, she rang it to end the game.  Those who won erupted into shout of joy while the losers mumbled obscenities. She stood and opened her arms wide to the crowd.


“Switch positions.  Counters bring me your tallies.”  She spent a few moment moving chips to and from bags and settling scores.  


“Take your seats.  ROLL!”  She shouted.  The dice hit the tables loudly and the players quickly began to play.  


Angelique sat down and slowly gathered the dice in her hand.  They clinked softly as she rocked them in her hand.   She tossed the dice and wrote down her tally.  Her lips pursed up in a slight smile.  The games had begun again.

The Game of Cubno

Cubno is an old game.  No one is sure of its origins.  The group tries to keep it secretive but when a player leaves the group and new player must be choosen.  The person who chooses the new player is the big winner of the last game.  (In the case of Angelique, a player had died between games and Montere had been the big winner in the previous game so he had to choose the new player.  He selected Angelique as a way to shake up things and also as a joke – bring a geek kind of thing.)  This group started up two years before Angelique joined them.

Pre-Angelique

The group met every 14 days.  They usually met at Tenny’s house since he and his roommate are both involved in the game.  Each player anteed up a quarter of a barter chip which goes to the Keeper since he does not get to gamble.  The Keeper for the following game was determined by who had the lowest return of the evening.  Each player was responsible for their own winnings and kept them until the next game or turned them in for services, this lead to possible forgery and cheating.

Angel’s Rule

The group still meets every 14 days but they now meet at Angelique’s studio. Angelique did away with the ante of quarter of a barter chip to her as the permanent Keeper.  It was too confusing and the quarter chips were difficult to work with.  Instead, every fourth game Angelique collects a chip from each player.  She also keeps a record in her log book.  Angelique’s system of player’s bags and recorded winnings has helped end forgery and hard feelings.  This is probably the one thing the men like the most about her new system.

The Game
Basics:

Cubno uses three bone dice with the numbers 1-6 inscribed on the sides.  There are 24 games played in all.  The first game the players roll for 1’s only, the second game they roll for 2’s and so on.  The players roll until the Keeper tells them that they have “Hit Marker” then the game for that specific number is over.  (see “Hit Marker” for further explanation.)  When they are done with 6’s they start over with 1’s until all six numbers are rolled 4 times.  Once that has happened, the whole game is over and the debts are tallied.

Positions:

Keeper – The person who sets the pace of the game, in this case Angelique.  She sits at the head table and rolls the dice to get the “Hit Marker”.  She is also in charge of tallying all debts.

Players – There are 12 in all.  During a game only half get to play at one time, while the other half act as Counters to a player.  Before the game begins the players bet in.  Then, when the Keeper call “Start all” the players roll the dice as fast as they can until Keeper calls “Half Mark” at which time they can bet.  They must stop rolling when the Keeper calls “Hit Marker” which signals the end of the game.

Counters – These are players who are not rolling but counting the number of times a current player gets the number (1, 2, 3…) for which the game is rolling.  After the game is over, the Counters show the Keeper the chalk boards that they use to record the numbers.  They will then play the spot on the table for which they just counted.  

Table Rotation – Each table starts out with four people at each table, two Player and two Counters.  When a game ends, the room rotates counter clockwise, the Players become Counters and the Counters take their place at the table (See rotational diagram located at the G’s).

Betting – There are two times during a game in which a Player can bet.  Each Player must ante up at the beginning of a game.  This can be an amount they want but there is a minimum ante of one barter chip.  When the Keeper calls “Half Mark” the Players get the chance to bet again.  This is the time to raise a bet if they feel they are rolling better than the opponent.


Half Mark – The point in the game at which the Keeper hit the half way point in
 

the Marking schedule. (1 = 10, 2 = 20….)


Hit Marker – The Keeper hits the highest point on the Marking schedule. 



(1=20, 
2=40).

Marking Schedule – The Keeper rolls for a Marker for each number 1-6.  The marker increase incrementally as the game rolls for higher dice number.

Dice #1 marker is 20

Dice #2 marker is 40

Dice #3 marker is 60

Dice #4 marker is 80

Dice #5 marker is 100

Dice #6 marker is 120

Debts – Angelique has created a system in which she is in charge of each players’ barter chip bag.  These are leather sacks which contain each players chips that he has won from game to game.  


Barter Chips  - Each player is assigned a specific color coded chip.  They uses these chips to ante up with.  Each player MUST ante up with their OWN chip but can bet at “Half Mark” with any chip they have in their bag.  All chip colors are worth the same amount.

The Pay Up – Angelique’s system requires that when a player wants to cash in their barter chips it must be worked out through her.  Both players, the one cashing in and the one paying up, and Angelique must be together for the transaction to work.

