
hen we were young-
sters, the summer,
which sometimes
began in early April
and extended to the
end of October, was a
troublesome time for
our parents. The days
were long. School
was limited to the

morning. Later, there was a two-
month long vacation also. The
afternoons were prohibitively hot
to go out and play. The parents had
to devise means to occupy us
indoors. This was particularly dif-
ficult when the extended family
visited in large numbers on their
railway passes. The cousins were
always keen to explore the huge
compound full of gardens and
groves, ideally suited for hide and
seek. There was even a largish
tank where swimming was possi-
ble. Dunking each other and jump-
ing from the overhanging tree
branch was a favourite pastime. In
the process, we did learn ‘doggy
paddling’ too. Although we were
allowed to roam around and do as
we willed, the rule was to stay
indoors in the afternoon. Sleep
was advised but rarely happened
as our young minds were awake
and always looking for diversions.

The earliest effort to divert
was to play board games. Initially,
it was Ludo or Snakes and
Ladders. A single foldable card-
board piece, about a foot square,
was stuck with coloured pictures
of the games on either side. A set
of dice, a small plastic glass and
four varieties of coloured round
tokens completed the set. Strong
battles commenced with players
being supported by the non-com-
batants. Since the numbers of
kids were more than the playing
sets, soon more board games were
introduced. In came Chinese
Chequers, Tic-Tac-toe and some
glass marble based games. For the
more serious players, Chess too
was arranged. For some reason,
playing cards were not provided
and discouraged. I think the asso-
ciation of gambling with them
may have been the cause!

As we grew older, we did start
playing cards in a clandestine
manner. The immense variety of
games that could be played was a
challenge. From basic ‘Rummy’
and ‘Bluff ’ to more complicated
‘Teen Patti’ with huge variations
were the common games played.

Bridge was for the serious ones.
Carrying packs of cards were
much easier than carrying the
board games along, when going to
a picnic or in the back benches of
a hall during boring lectures.

For long, the domains of board
games and playing cards
remained separate. Recently, I was
introduced to a board game, also
called ‘Rummy,’ where the cards
were replaced by numbered tiles.
The rules were similar. It was fun
to play. Another new board game,
called ‘Sequences,’ has been intro-
duced in the market. It has a huge
board with all the cards dis-
played. A set of playing cards
distributed decides how to play
the game. The rules were
complicated and I am not
going to explain them.
What fascinated me was
the attention it brought to
the King, Queen and
Jack. I had never paid
too much attention to
the pictures and did
not realise that there
were such variation
in each set. The
king in each set
looked different.
Some had a
beard, while in others, they were
missing. This was true for the
queens too. Their regalia changed
and even the expression varied
from deck to deck. The Jacks were
one-eyed or two eyed. Such varia-
tions aroused my interest in their
origin.

One of the most interesting
aspects of playing cards is the
artistry and symbolism found
within the pictorial cards, specifi-
cally the jacks, queens and kings.
Variations in these figures, such
as one-eyed and two-eyed jacks,
kings with or without mustaches
and differences in the portrayal of
queens, can often reflect deeper
cultural influences and historical
changes. These variations are not
mere decorative choices but can
tell us much about the era in
which the cards were designed,
the region from which they origi-
nated and the artistic trends that

influenced them. Let us explore
how playing cards influenced
board games and what the signifi-
cance of these variations might
be. The connection between play-
ing cards and board games can be

traced back to the early days of
card games themselves. Playing
cards originated in China during
the Tang Dynasty (618-907 AD) and
eventually spread to the Middle
East and Europe. While playing
cards were originally used for
games of chance, such as Piquet,
Whist and Cribbage, they soon
became a vehicle for more intri-
cate games involving strategy and
skill. This evolution led to the cre-
ation of various hybrid board
games that used playing cards as a
fundamental component of game-
play.

Over time, board games that
incorporated playing cards
emerged as a unique genre. These
games took the core mechanics of
card games, such as card drawing,
hand management as well as bluff-
ing, and translated them into a
more structured, board-based for-
mat. For example, games like The
Game of Life (1860) and Monopoly
(1935) originally used cards as a
key part of the gameplay, with

players drawing cards to advance
or influence outcomes. The adap-
tation of playing card mechanics
into these types of games allowed
designers to incorporate random-
ness, strategic depth, and variety
into the experience.

In many card games, espe-
cially traditional European
ones like Tarot, the face cards
(jacks, queens, and kings) play
crucial roles in the game's out-
comes. These cards often carry
symbolic weight, representing
various aspects of society,
mythology or history. As a
result, board games, that incor-
porated playing cards, also
absorbed these symbolic mean-
ings, adding layers of complexi-
ty to the game's theme or narra-
tive. The unique characteristics
of these figures, such as their
expressions and attire, can
evoke certain emotions or con-
nections to historical events,
enhancing the thematic experi-
ence of the board game.

The face cards, jacks, queens,
and kings, are often the most visu-
ally distinctive cards in a deck.
They have undergone several vari-
ations across time, geography and
artistic style. These variations are
not just aesthetic but can also
carry significant symbolic mean-
ing. The jack is a particularly
interesting card in terms of its

variations, especially the depic-
tion of one-eyed and two-eyed
jacks. In traditional decks, the
jack of spades and the jack of
hearts are frequently illustrated
as one-eyed figures, while the jack
of diamonds and the jack of clubs
are depicted with two eyes.

The reason for this peculiar
difference lies in the historical
evolution of card design. One
explanation is that card manufac-
turers and illustrators used a sty-
listic choice to distinguish
between the jacks of different
suits. The one-eyed jacks are often
presented in profile, which allows
for only one visible eye, while the
two-eyed jacks are shown from a
frontal or three-quarter angle.
This stylistic variation has per-
sisted in many modern decks,
including those used in popular
board games that incorporate
playing cards.

Symbolically, the one-eyed
jack is sometimes seen as a figure
of deception or trickery. Since he

is only partially visible, he may
represent hidden motives or
actions, a fitting theme for games
that involve bluffing or strategic
misdirection. In contrast, the two-
eyed jack is often associated with
a more balanced and upright fig-
ure, symbolizing clarity and fair-
ness. The difference between these
jacks can therefore add layers of
meaning to a board game, depend-
ing on the context in which they
are used. Another interesting
variation in the card deck involves

the depiction of kings with or
without mustaches. This varia-
tion, which is particularly
noticeable in historical and
traditional European decks,
reflects evolving fashion
trends and artistic inter-
pretations.

In many early
European decks, kings
were depicted with full
facial hair, often with a
mustache and beard.
This was in line with
the historical reali-
ty of kings and
nobles during the
Middle Ages and
R e n a i s s a n c e ,
where facial

hair was often a symbol of power,
masculinity and authority. Over
time, as grooming styles changed,
artists began to depict kings with-
out mustaches, reflecting the shift
in societal norms. The mustache,
or lack thereof, can thus provide
subtle insight into the time period
in which a particular deck was
created.

In the context of board games
derived from playing cards, the
presence or absence of a mus-
tache can alter the perception of
a king's character. A king with a
mustache might evoke a more
traditional, authoritative figure,
while a clean-shaven king could
be seen as more modern or pro-
gressive. This subtle detail can
contribute to the thematic tone of
a game, particularly if the board
game is set in a specific histori-
cal period or involves the dynam-
ics of power and royalty.

The depiction of queens in
playing cards also varies signifi-
cantly, and this reflects both gen-
der roles and cultural influ-
ences. In traditional European
decks, queens are often shown in

highly stylized, elegant clothing,
with a crown and scepter as sym-
bols of their royal status.
However, the portrayal of
queens has evolved over time,
with some modern decks depict-
ing them in more casual or even
ambiguous attire.

One of the most striking
aspects of queen depictions is the
way they reflect the changing
roles of women in society. In earli-
er decks, queens were often shown
as distant, regal figures, with little
personal expression or individual-
ity. In contrast, modern card
designs might depict queens with
a wider range of emotions, from
‘confident and assertive’ to ‘serene
and contemplative.’ This shift mir-
rors the growing recognition of
women's agency and influence,
especially in the 20th and 21st cen-
turies.

In the context of board
games, the depiction of queens
can be more than just an aesthet-
ic choice. For example, in games
where players take on the roles of
different factions or nations, the
queen's portrayal might symbol-
ize power dynamics, gender
roles, or even the game's overall
thematic exploration of authori-
ty and politics. A queen depicted
as an assertive leader might sug-
gest a more equalized or progres-
sive society, while a more passive
portrayal might evoke tradition-
al gender norms.

The variations in the figures of
the pictorial cards, jacks, queens,
and kings, serve not just as artis-
tic embellishments but also carry
cultural, historical, and symbolic
significance. These cards, which
have been a source of fascination
for centuries, provide insight into
the evolving notions of power,
authority and identity. When
these variations are incorporated
into board games, they add layers
of depth and complexity, enhanc-
ing the thematic experience and
offering players a glimpse into the
world in which the cards were
designed. As board games contin-
ue to evolve, many still retain the
influence of playing cards, with
designers drawing upon the sym-
bolism, mechanics and imagery
associated with these cards. The
variations in the depiction of
jacks, kings and queens are not
mere aesthetic choices but reflect
deeper cultural shifts and histori-
cal developments. Whether in the
playful world of strategy games or
in historical simulations, these
variations remain a testament to
the enduring legacy of playing
cards, in shaping both our enter-
tainment and our understanding
of the world around us.
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You Weigh Less During a Full Moon- Seriously!

ver feel a bit lighter during a full moon? It's not just your mood, it's physics! The moon's gravitational pull
doesn't just move oceans, it subtly tugs on you too. When the moon is directly overhead, its gravity
slightly counteracts Earth's pull, reducing your weight by a tiny fraction, about 0.5 milligrams if you
weigh 70 kgs. It's not enough to skip the gym, but it's a quirky reminder that celestial bodies influence
us more than we realize. So, next full moon, step on the scale, and just don't expect a miracle!E
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it happens here...

Dr. Goutam Sen
CTVS Surgeon

Traveller
Storyteller 

Passwords are l ike
underwears , change

them often , keep
them private .

hat do you get when
you mix nostalgia,
next-gen tech, and a
console that can
travel with you
from your bedroom
to your balcony

chai break? You get the

Nintendo Switch 2, and it's
officially set to make waves
across the globe on June 5,
2025. Now, I know what you're
thinking: “But is India really
ready for Nintendo?” Let's
just say, if there was ever a
moment, this is it.

#GAMING

w

Ready, Set, Switch
Why Nintendo Switch 2 could be India's
next Big Gaming obsession!

w
ver seen a cat that looks
like it walked through an
autumn leaf pile and
came out wearing it?
That's probably a calico!
With their wild mix of
orange, black, and white

fur, calico cats are born to turn
heads, and they've got plenty of
personality to match. But did you
know there's a whole world of sci-
ence, superstition, and just plain
cool trivia behind those multi-
coloured coats? So, grab your coffee
(or your cat) and curl up. These fun
facts about calico cats might just
make you love them even more, or
send you running to adopt one.

E

The Colourful
Curiosities of
Calico Cats

Because these patchwork queens are way
more than just a pretty face!

#PETS

#GAMES Calico means colour, not breed

L et's start with a common
myth-buster! ‘Calico’ isn't a

breed, it's a wardrobe choice.
Think of it like a fashion state-
ment, not a bloodline. Calico cats
can belong to many breeds,
Persians, Maine Coons, Japanese
Bobtails, you name it. If they've
got the colours, they qualify.

Most calicos are girls

H ere's a twist of feline genetics,
almost all calicos are females.

Why? Because the orange and black
fur colours come from the X chro-
mosome. Females have two Xs,
which give them the perfect combo.
Males, who only have one, miss out,
unless there's a rare genetic muta-
tion involved.

They're lucky cats
around the world

I n Japan, calicos are believed
to bring good fortune and are

often represented in the famous
beckoning cat statues (maneki-
neko) that you see in stores.
Sailors used to keep them
aboard ships for protection. In
other parts of the world too,
people have long seen calicos as
furry good-luck charms.

Cloning? Not
happening

W hile scientists have suc-
cessfully cloned cats before,

calicos can't be copied. Their sig-
nature colour patterns come from
a random genetic process called
X-chromosome inactivation,
which means no two calicos are
ever the same. They're the defini-
tion of one of a kind.

They go by fancier
names too

I n the scientific world, calicos
are sometimes called ‘tortoise-

shell-and-white’ or ‘piebald.’ It
sounds fancy, but it's just a techni-
cal way to describe their patch-
work fur. We still think ‘calico’
has the best ring to it.

They come with extra
‘cattitude’

A sk anyone who lives with a
calico and you'll hear sto-

ries. They're opinionated, bold,
dramatic, and totally unforget-
table. There's no scientific proof
that coat colour affects person-
ality, but calico fans will swear
otherwise. These cats know how
to take center stage.

There's a softer version too

N ot all calicos wear bold black
and orange. Some have softer

hues like gray, cream, and gold.
These are called dilute calicos, and
they're just as stunning, with a
touch of pastel elegance.

They can change over time

C alicos may not stay exactly the
same forever. Sunlight, age, and

health can all subtly shift their fur
colour over time, especially those
orange patches. It's like living with a
slow-motion makeover artist.

No two are ever alike

J ust like snowflakes, every calico has a unique pattern. Their patchwork de-
sign is never repeated, not even among littermates. If your calico seems

one of a kind, that's because she literally is.

In the end, calicos are living legends

W hether they're curled up in your laundry basket or perched dramati-
cally on the windowsill, calico cats aren't just pretty, they're full of mys-

tery, charm, and stories waiting to unfold. With their rare genetics and fierce
personalities, they're not just pets, they're stars of their own show.

They carry themselves like royalty

O kay, this one's not exactly science, but anyone who's owned a calico
knows the vibe. They walk like they own the place, they demand atten-

tion, and they expect to be admired. And honestly? They deserve it.

The Final Meow

C alico cats aren't just beautiful, they're biological marvels, walking good-
luck charms, and quirky companions. Whether you believe in their mys-

tical mojo or just admire their wardrobe, one thing's for sure, a calico isn't
just a pet, it's a story waiting to be told.

It's Bigger, Brighter, and Built for the Hustle

A Console Made for Indian Lifestyles

Under the Hood, It's a Beast

Final Level: Why India Should Care

The Games? Straight Fire

T he Switch 2 doesn't just
show up, it shows off.

The first thing you'll notice is
the stunning 8-inch edge-to-
edge LCD screen. It's vibrant,
it's sharp, and it's begging to
be used for just one more
round of Mario Kart before
bed. Or during lunch. Or on
your way to work (no judg-

ment here). The Joy-Cons,
Nintendo's detachable con-
trollers, have also had a glow-
up. They're now magnetic
(farewell, fussy slide-ins!)
and slightly larger, which
means they fit more snugly
in Indian hands that have
been used to gripping smart-
phones all day.

N intendo didn't just
sprinkle fairy dust over

the old model, they went full-
on makeover mode. With a
custom Nvidia DRAKE
processor, Ampere GPU, 8GB
RAM, and 64GB of storage,
the Switch 2 promises but-
tery-smooth gameplay.
Think less buffering, more

boss fights. And here's the
kicker, it's backward com-
patible. That's right. Your
old Switch titles, whether
digital downloads or car-
tridges, will work just fine
on the new machine. That's
value. That's respect. That's
Nintendo knowing how to
keep fans happy.

A t launch, we're getting a
spicy mix of classics and

new favourites. Mario Kart
World with a new ‘knockout’
mode? Yes, please. Donkey
Kong Bananza? Let's go
bananas. Plus, more hardcore
titles like Elden Ring are join-

ing the party. It's not just a
family console anymore, it's
everyone's console. Upcoming
titles like Metroid Prime 4:
Beyond and Pokémon
Legends: Z-A promise that the
Switch 2 library will only get
juicier as the months roll on.

T he real magic of the
Switch 2 lies in its flexibil-

ity. You can play it curled up in
bed after a long workday, sneak
in a session between classes, or
turn a lazy Sunday afternoon
into a full-on Mario Kart tour-
nament with friends. No fancy

setup. No TV required. Just
pick it up and go. It's the kind
of console that fits effortlessly
into the chaotic, ever-moving
rhythm of Indian life, one that
thrives in compact apart-
ments, long commutes, and
social hangouts.

I ndia's gaming industry is
booming, streamers,

esports, mobile gamers, con-
sole converts, all part of a
thriving digital playground.
But there's still a gap when it
comes to hybrid gaming,
something that sits between
mobile convenience and con-

sole power. That's where the
Nintendo Switch 2 slides in,
smooth as a power-up mush-
room. So, whether you're a
nostalgic Nintendo kid or a
curious newcomer, the mes-
sage is clear: Game on, India.
The Switch 2 is coming, and
it's ready to play.

Playing With
Royalty 

One of the most interesting aspects of playing cards is the artistry and
symbolism found within the pictorial cards, specifically the jacks, queens and

kings. Variations in these figures, such as one-eyed and two-eyed jacks,
kings with or without mustaches and differences in the portrayal of

queens, can often reflect deeper cultural influences and historical
changes. These variations are not mere decorative choices but can tell us

much about the era in which the cards were designed, the region
from which they originated and the artistic trends that influenced

them. Let us explore how playing cards influenced board games and
what the significance of these variations might be.

For long, the domains of board games and playing cards remained
separate. Recently, I was introduced to a board game, also called

‘Rummy,’ where the cards were replaced by numbered tiles. The rules
were similar. It was fun to play. Another new board game, called
‘Sequences,’ has been introduced in the market.

In the context of board games, the depiction of queens can be more
than just an aesthetic choice. For example, in games where players

take on the roles of different factions or nations, the queen's portrayal
might symbolize power dynamics, gender roles, or even the game's
overall thematic exploration of authority and politics.


