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Foreword

M any people think of me primarily as an actor rather than as a card
player. In fact, [ discovered cards more years ago than I care to men-

tion, and I played Bridge at an international level in the 1960s. Acting may be
my business, but Bridge is my passion.

However, it is fair to say that if I limited my card-playing to Bridge, I'd be a
much richer man than I am today! I've always been interested in playing card
games for high stakes, and over the years, I've collected my fair share of
returns from the casinos. At the same time, I've also had my share of losses,
and by a course of judicious investment, I've provided many casinos with the
wherewithal to refurbish their dining rooms!

Does that mean I'm a bad card player? [ hope not. It just means that no
matter how often you play, there is always room for improvement in your
game. That’s where a book like this one proves so useful.

Card Games For Dummies provides an outline to insure that even the begin-
ner can understand the structure of the games under discussion. The book
also offers tactical and strategic hints to enable the beginner to improve. |
read the new edition of Card Games For Dummies with interest, to see where,
if anywhere, I've been going wrong. [ know I'll return to the fray with increased
confidence.

By covering so many games that are popular today, rather than covering a
selection of outdated games like many other books do, Barry Rigal has made
a significant contribution to the literature of cards. I look forward to playing
many of the games that [ read about in this book. I'm sure that you will derive
an equal amount of pleasure from it.

Omar Sharif
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Introduction

Ca\rd games offer the most fascinating challenges that you may ever
encounter. In most games, you can manipulate the 52 pieces of paste-
board into infinite permutations and combinations. Working out those com-
binations is the fun part of cards — in almost every game, you don’t know
what the other players have in their hands. During the course of play, you
use strategy, memory, cunning, and a whole host of other qualities to put
together the best hand possible (or to bluff with the worst hand out there).

All in all, figuring out the fundamentals of a new card game can bring untold
satisfaction. At the same time, you don’t have to play cards all that well in
order to enjoy yourself. Card games allow you to make friends with the
people you play with and against.

About This Book

If you've never played a card game before, you may wonder why you need to
buy a book about the subject. All your friends say the games are easy to pick
up, so can’t you just sit down and start playing, picking up a few rules here
and there? Obviously, [ wouldn’t advise that!

Many card games have been in circulation for hundreds of years, generating
scores of variations. A reference book not only explains the core rules of a
game but also lists the main variations, to let you choose the rules you and
your friends want to play by.

Card Games For Dummies, 2nd Edition, is different from every other card-
game book on the shelf. So many books on cards simply don’t talk about the
games people play today. The writers are experts in one or two of the games
about which they write, but they remain novices at others. They rely on
authors of other books to help them out, who were themselves dependent on
previous authors. As a result, the games they describe may not be popular
any more, or perhaps the games now have different rules. Many books, in
other words, have lost touch with reality. Card Games For Dummies, 2nd
Edition, has one or two introductory games in it, such as Whist, but for the
most part actually focuses on the games that people play today all around
the world — especially newer crazes, such as Hold 'Em and Omaha.

Of course, I'm not an expert in every game, so this book has benefited enor-
mously from a great deal of input from a host of game players who have
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answered my questions about the rules of the games in this book and about
regional variations. The net result is that I've captured most of the popular
variations to the standard games.

This book also differs from other gaming books because I wrote it in plain
English. I eliminate as much card jargon as possible and concentrate on
telling you how to get up and going. Of course, for games that do involve
technical terms that may be new to you, I tell you exactly what each term
means so that you can easily understand it.

Regardless of how much experience you've had with card games, you'll find
something here for you. Absolute beginners will appreciate that I discuss
each game in this book starting at the very beginning, before a card hits the
table. If you've played a few card games before, maybe you’ll try out a new
game or pick up a variation on one of your favorites. (I can tell you that I've
become hooked on several new games since [ began researching this book.
I'm sure you'll have the same experience.)

However, [ don’t limit my coverage of the games in this book to a description
and a summary. Instead, each chapter offers hints on strategy, so even expe-
rienced players can pick up something new.

And in line with the wave of technology sweeping up the card game world, I
tell you where to find information about a game on the Internet and point out
places where you can play games online. (If you don’t have a computer, or
you can'’t tell the Internet from a hairnet, you won’t miss out on anything; |
tell you everything you need to know about how to play a game right here in
this book.) I've placed all the computer-related stuff in sidebars, where you
can find the information easily if you want to read it or skip over it quickly if
you have better things to do.

Just to show that one can improve on perfection, the second edition of Card
Games For Dummies has an expanded section on Poker, Children’s Games,
Solitaire, and a host of added variants on the traditional games.

Conventions Used in This Book

Throughout this book, I talk quite a bit about specific cards. Instead of con-
stantly saying “the king of hearts” or “the 7 of spades” every time I refer to
those cards, I abbreviate the cards and suits by using the following symbols:

v~ The suits: | represent each of the four suits in a standard deck of cards
with spade #, heart ¥, club ¢, and diamond ¢ symbols.

v The card values: | use the following abbreviations to refer to specific
card values: ace (A), king (K), queen (Q), jack (J), 10,9, 8,7, 6, 5, 4, 3,
and 2.
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When I refer to a specific card in the text, you see YK and &7 rather than
“the king of hearts” or “the 7 of spades.”

I show you entire hands of cards in figures to help you see what a set of cards
looks like when you’re actually holding it in your hand.

During the printing of this book, some Web addresses may have broken
across two lines of text. If you come across such a situation, rest assured that
we haven’t put in any extra characters (such as hyphens) to indicate the
break. So, when using one of these Web addresses, type in exactly what you
see in this book, pretending as though the line break doesn’t exist.

What You're Not to Read

For the most part, I've tried to avoid using more technical jargon than is
absolutely necessary. However, the book does include some sidebars that give
you historical perspective on how certain games were created or about where
you can go online for additional information about specific games. These are
asides and not critical to the text. You can spot them easily enough — the
text is on a shaded background.

Foolish Assumptions

I’'m not going to assume that the average reader will have all that much tech-
nical knowledge. Frequently, the most challenging bit of mathematics you
have to perform is to count up to 1! The book is aimed at serving as an intro-
duction to many card games. If you get hooked after reading it, you can access
many other Dummies publications that can provide advanced knowledge of
the games. For example, if you want to focus on Bridge, | recommend Bridge
For Dummies by Eddie Kantar (Wiley). I also urge you Poker fiends out there
to check out Poker For Dummies by Richard D. Harroch and Lou Krieger
(Wiley) and Winning at Internet Poker For Dummies by Mark Harlan and Chris
Derossi (Wiley).

How This Book Is Organized

I've grouped the card games into seven parts, based on the basic aim of each
game. [ also include the Part of Tens, which provides some valuable tips and
hints about card playing.
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Part I: Discovering Card Games

If you've never played a card game in your life, Part I is the place to start for
all the basics, as well as games that are easy to pick up or don’t require any-
thing more than yourself and a deck of cards. [ show you how to play several
versions of Solitaire, including Accordion, Clock, La Belle Lucie, and Scorpion.
[ also present the best and the brightest children’s games from around the
world, including Beggar My Neighbor, War, Go Fish, and Old Maid.

Part 1I: Getting Rid of Cards

In Part II, you discover games in which you try to improve your hand by
taking a card from the deck and letting go of a card from your hand. These
games include Rummy and Canasta, as well as Eights and Fan Tan, which are
games that prod you to get rid of all your cards as quickly as possible by
matching them with other cards or putting them onto a discard pile.

Part I1I: Taking Tricks

For the games in Part IIl, everyone starts with the same number of cards, and
during the play, each player takes a turn to lay a card from his hand. Whoever
plays the highest card in the suit led wins them all, or in card-playing jargon,
wins the trick. Several of the games have a primary phase of an auction before
the play. Games in this section include Whist, Oh Hell!, Euchre, Spades, and
Bridge together with Mini-Bridge.

Part IV: Scoving or Avoiding Points

The games in Part IV are all about points. In some games, such as Hearts, you
try to avoid saddling yourself with points. For other games, such as Pinochle
and Setback, the objective is to score as many points as possible.

Part U: Adding and Climbing

You get the lowdown on Cribbage, President, and Blackjack in Part V. In
Cribbage, an adding game, you attempt to construct as high-scoring a hand
as you can, and players score points by playing out the cards and bringing the
cumulative totals to strategically significant numbers. President, a climbing
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game, presents another set of challenges; the objective is to get rid of cards
by playing a higher-scoring card (or set of cards) than the previous player. In
banking games, such as Blackjack, you compete against a central authority
figure (the Banker) rather than against other players, trying to make your
cards add up to a specific number — or to get closer to that number than the
Banker.

Part Ul: Playing Poker

Because of the current Poker craze, Part VI gives you all the basics you need
to play some of the most popular varieties of the game: Draw, Stud, Texas
Hold '’Em, and Omaha. In addition to game knowledge, you discover the dif-
ferences between live, tournament, and Internet Poker.

Part VlI: The Part of Tens

You can’t have a For Dummies book without The Part of Tens. This is where
you find tips on how to improve your card-playing skills with your actions at
the table and away from it and how to help your partner improve her skills,
too. I also provide you with a short list of places to look for more information
on a game after you finish with this book.

You can also find some handy scorecards near the back of the book. Feel free
to photocopy as much as you like.

Icons Used in This Book

\NG/
Vg\\\

WMBER
@ﬁ
&

In each chapter, [ place icons in the margin to emphasize the following types
of information:

With this icon, I point out the wrong way to play a game. Pay special attention
to these icons so that you avoid finding things out the hard way.

This reinforces a point of the game that may be less obvious (or intuitively
right) than meets the eye. You should keep these points in mind as you play
the game.

5
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I've been playing cards for quite some time, and I use these icons to empha-
size some insights born of experience that will help make you a sharper
player.

Next to this icon, you'll find a list of all the stuff you need to play a game — I
tell you how many players you need, what type of cards you play with, and if
you need any other special equipment, such as something to keep score with.

Most of the games in this book have so many variations, I'd have to write a
whole library to include them all. Instead, I cover the most popular variations
of a game and tag them with this icon.

Where to Go from Here

Each game in this book is a self-contained chapter. If you want information on

a particular game, consult the appropriate chapter and discover everything
you need to know in order to get started.

Along with the Table of Contents at the front of the book, the index at the
back of the book can help you locate the game you want to play without too
many diversions. Having said that, one of the more interesting ways to expe-
rience this book may be to open it at random and discover a game that
you've never heard of before.
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In this part . . .

A fter I explain some of the basics of cards (along with
some tidbits about the history of cards and the eti-
quette of card games), I introduce a diverse range of games
for you to deal out. If you don’t have anyone to play cards
with, don’t worry. I provide an entire chapter of Solitaire
card games. And if you're a beginning card player, teaching
children to play cards, or just a kid at heart, check out the
chapter on popular children’s games, including War and
Go Fish. Enjoy!




Chapter 1
Card Game Basics

In This Chapter
Speaking card game lingo
Following the rules and etiquette of card games
Hand-picking the best card game

‘m sure that if you've ever played cards at all, you don’t need me to
explain what fun 52 pieces of pasteboard can be. But just in case, here
goes . ..

Because you don’t know what the other players have in their hands in almost
every card game, playing cards combines the opportunity for strategy, bluff-
ing, memory, and cunning. At the same time, you don’t have to play cards all
that well in order to enjoy yourself. Cards allow you to make friends with the
people you play with and against. A deck of cards opens up a pastime where
the ability to communicate is often of paramount importance, and you get to
meet new faces and talk to them without having to make the effort to do so.

If you want to take the plunge and start playing cards, you encounter a bewil-
dering range of options to choose from. Cards have been played in Europe for
the last 800 years (see the sidebar “Card games through the ages” for more
details), and as a result, you have plenty of new games to test out and new
rules to add to existing games.

One of the features of Card Games For Dummies, 2nd Edition, is the diversity
of card games covered in it. [ can’t hope to list all the rules of every card
game within the chapters, so this chapter discusses the general rules that
apply to most card games. Get these basics under your belt so you can jump
in to any of the games I describe in detail later in the book.

Talking the Talk

Card gamers have a language all their own. This section covers the most
common and useful lingo you encounter as you get to know various card games.
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When card games come together, the players arrange themselves in a circle
around the card-playing surface, which is normally a table. [ describe it as
such for the rest of this section.

Getting all decked out

You play card games with a deck of cards intended for that game, also
referred to as a pack in the United Kingdom. The cards should all be exactly

the same size and shape and should have identical backs. The front of the
cards should be immediately identifiable and distinguishable.

A deck of cards has subdivisions of four separate subgroups. Each one of
these subgroups has 13 cards, although the standard deck in France and
Germany may have only eight cards in each subgroup. The four subgroups
each have a separate identifiable marking, and in American and English
decks, you see two sets of black markings (spades and clubs) and two sets of
red markings (hearts and diamonds). Each of these sets is referred to as a suit.

Card games through the ages

Some form of playing cards existed in China, at
least 80 years and maybe as much as 250 years
before they surfaced in Europe. The earliest
known Chinese cards had four suits, described
in mid-15th-century sources, and featured 38
cards: 9 each in three suits and 11 in the fourth.
Similar cards are used in parts of China and
Southeast Asia to this day, though the deck
composition and designs are not identical.

Although some scholars claim the Saracens or
the Persians invented card games (the Persians
certainly seem to have invented Poker), the
Mamelukes of Egypt appear to be credible
ancestors of modern card games. A Mameluke
deck from around 1400 A.D. consists of 52 cards
with suits of swords, polo sticks, cups, and coins.

National standard designs appeared in the
late 15th century. Swiss decks (with shields,

flowers, bells, and acorns) and German decks
(with hearts, leaves, bells, and acorns)
appeared by 1475. The French deck (with
spades, hearts, diamonds, and clubs) first
appeared by 1480.

In Great Britain, The Worshipful Company of
Playing-Card Makers was set up in 1628 to pro-
duce cards, and a tax was introduced on every
deck. Laws were also made to ban the import of
cards; from then on, you could only play with
cards of domestic origin. 1862 was a very sig-
nificant year for the rise in popularity of playing
cards. Along with a fall in the duty charge of
playing cards, Thomas De La Rue patented the
process for mass-producing cards. From then
on, well-designed playing cards were in plenti-
ful supply.
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Ranking card order

Each suit in U.S. and U.K. decks has 13 cards, and the rankings of the 13 vary
from game to game. The most traditional order in card games today is ace,
king, queen, jack, and then 10 down to 2.

As you find throughout this book, the ranking order changes for different
games. You see numerous games where 10s or perhaps jacks get promoted in
the ranking order (such as in Pinochle and Euchre respectively), and many
games have jacks gambol joyfully from one suit to another, becoming extra
trumps (as in Euchre).

Also, Gin Rummy and several other games such as Cribbage treat the ace
exclusively as the low card, below the two.

Preparing to Play

Before you can start any card game, you need to ration out the cards.
Furthermore, in almost every game, you don’t want any other players to
know what cards you have been dealt. That is where the shuffle and deal
come into play.

Shuffling off

Before the dealer distributes the cards to the players, a player must random-
ize, or shuffle, them in such a way that no one knows what anyone else
receives. (Shuffling is particularly relevant when the cards have all been
played out on the previous hand.)

The shuffler, not necessarily the player who must distribute the cards, mixes
up the cards by holding them face-down and interleaving them a sufficient
number of times so that the order of all the cards becomes random and unpre-
dictable. When one player completes the task, another player (frequently in
European games, the player to the right of the dealer) rearranges the deck by
splitting it into two halves and reassembles the two halves, putting the lower
half on top of the other portion. This is called cutting the deck.

Getting a square deal

In most games, one player is responsible for distributing the cards to the
players — this player is the dealer. For the first hand, you often select the
dealer by having each player draw a card from the deck; the lowest card (or,
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perhaps, the highest) gets to deal. After the first hand is complete, the rules
of most games dictate that the player to the dealer’s left deals the next hand,
with the deal rotating clockwise.

Before the deal for the first hand, a process may take place to determine
where the players sit. In games in which your position at the table is impor-
tant, such as Poker or Hearts, you often deal out a card to each player and
then seat the players clockwise in order from highest to lowest.

The player to the dealer’s left, frequently the first person to play a card after
the deal, is known as the elder or eldest hand. The younger hand is the player
to the dealer’s right. These players may also be known as the left hand oppo-
nent and right hand opponent (which you sometimes see abbreviated as LHO
and RHO). The dealer may also refer to the player sitting opposite him — his
partner in a partnership game — as the CHO, or center hand opponent.

You may have been brought up on the sober concept that the right way to
distribute the cards to each player is to pass them out one at a time, face-
down, in a clockwise manner. However, that style is by no means the only
possible, or indeed acceptable, way to deal. Games from south and eastern
Europe and Switzerland, as well as tarot games, feature counter-clockwise
dealing and playing. And in Euchre the cards are dealt clockwise, but in
batches of two or three, rather than one at a time.

The due process of a deal involves the dealer taking the deck in one hand and
passing a single card from the top of the deck to the player on his left, in such
a way that nobody can see the face of the card. The dealer then does the
same for the next player, and so on around the table. The process continues
until everyone receives their due number of cards.

Players generally considered it bad form for any player to look at his cards
until the deal has been completed.

In several games, only some of the cards are dealt out. In such games, you put
a parcel of undealt cards in a pile in the middle of the table. This pile is known
as the stock or talon. Frequently, the dealer turns the top card of the stock
face-up for one reason or another, and this card is known as the up-card.

The cards dealt out to a player, taken as a whole, constitute a hand. It’s
normal practice to pick up your hand at the conclusion of the deal and to
arrange the hand in an overlapping fan shape; if you like, you can sort the
cards out by suit and rank, as appropriate for the game you're playing, to
make your decision making easier. Make sure, however, to take care that no
one but you can see your cards. Similarly, you shouldn’t make any undue
efforts to look at any one else’s hand.



Chapter 1: Card Game Basics

Most card games need not only a dealer (a job that changes from hand to
hand) but also a scorekeeper — not normally a sought-after task. The least
innumerate mathematician may be landed with the task — or the soberest
player. The good news is that scientific studies have shown that the scorer
generally wins the game. [ wonder why!

Exposing yourself (or someone else)

In general, any irregularity in a deal that leads to a card or cards being turned
over invalidates the whole deal, and the normal procedure is for the dealer to
collect all the cards and start over.

However, some minor exceptions to this principle exist, and these tend to
result in the dealer getting the worst penalty if he exposes cards from his
own hand. But most casual games call for leniency.

Bidding fair

Some, but by no means all, the games in this book include another prepara-
tory phase of gameplay during which players have to estimate how much
their hands will be worth in the latter stages of the game. The game may call
for a silent estimate (as in Ninety Nine), an announcement (Oh Hell!), or an
auction (Euchre or Bridge), in which whoever makes the highest bid wins a
right to form a prediction. The process may off the option to make a single
call (Euchre) or a competitive auction (Bridge). Either way, these phases of
the game are known as the bidding.

Frequently, a contested auction results in one player or partnership winning
the chance to determine the boss, or trump, suit. This right is also known as
determining the contract. One player or side essentially promises to achieve
something in the play of the cards in exchange for being allowed to deter-
mine which suit has special powers.

The bidding at games such as Euchre, Pinochle, or Bridge should be distin-
guished from the betting at Poker or Blackjack. At Pinochle or Bridge, players
must predict how many points or tricks respectively they can take, with penal-
ties if they overestimate their hands’ values. In games such as Spades or Oh
Hell!, underestimation is similarly penalized. However, at Blackjack, you have to
pay to play, without seeing your hand. At Poker, by contrast, although you must
put up a stake in order to stay in the game and receive cards, the real expendi-
ture comes after the initial bet, when you have to pay to stay in the game.

13
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Making a Declaration

Are you the impatient type? Want to score points even before the gameplay
begins? Well, some games have a declaration phase, in which you score
points for combinations of cards that are worth certain amounts based on a
predetermined table of values unique to the game. You can accumulate these
points in a game like Pinochle, and sometimes an exchange of cards is permit-
ted to improve your score on the hand.

®v(,N\BEI? Having a number of consecutive cards in the same suit, is called a run or

& sequence. Having three or four cards of the same rank (obviously in different
suits, unless, you have more than one deck of cards in play in which case
there are no such restrictions) is called a set or book.

Playing the Game

The most important phase of most card games resides in the play of the
hand. In many of the games in this book, the objective is to try to accumulate
points — or, in a game like Hearts, to try to avoid accumulating points.

The standard way of accumulating or avoiding points derives from the con-
cept that a game is made up of several distinct phases; in each phase (except
for certain games like Poker and Blackjack), players detach cards from their
hands and put them face-up on the table, in order. Whoever plays the highest
card in the suit led usually gets to collect all those cards and stack them face-
down in front of him. This unit of playing cards is called a trick — your suc-
cess in many competitive card games hinges on how many tricks you win
during the course of play. (Again, however, some games in the book, such as
Pitch or Setback, feature trying to win specific valuable cards rather than
simply trying to obtain the majority of the tricks.)

So the high card takes the trick. But how do you get to that point? Here are
the steps that get you there:

1. The first player to act makes the opening lead, or the lead to the very
first trick.

Depending on the rules of the game, the elder hand (the player to the
dealer’s left), the dealer, or the player who selected the contract during
the bidding process makes the opening lead.

2. The player who wins the trick generally leads to the next trick and so
on throughout the hand, until everyone plays all their cards.

The order of play nearly always follows a clockwise or occasionally coun-
terclockwise pattern in relation to the deal or the winner of the trick.
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The player who wins the trick makes the next lead and scores or avoids
points. But it doesn’t always take the high card to win the trick, and some-
time you make mistakes during the course of a hand. The following sections
detail tricks and penalizing treats.

Winning with high cards or trump

The concept that the highest card played on a trick wins the trick is a simple
one, but it doesn’t do justice to the rules of most games in this book. Each
has more complex rules than that. For example, in most games, it isn’t simply
the high card that wins the trick; it’s the highest card in the suit led.

My point is that most games (but not all!) state that when a player leads a
suit — say, spades — all subsequent players must play spades if they still
have one in their hands. This concept is called following suit.

So what happens if you can’t follow suit? Well, here is where the concept of
the trump suit comes in. Many of the trick-taking games have a trump suit,
which has special powers. You may like to think of this as the “boss” suit,
which outranks all the other suits. In games such as Whist, you select the
boss suit at random. In other games, such as Euchre, the initial suit is
random, but the players have a chance to select another suit if they want to.
And in some games, such as Bridge, the choice is entirely up to the players
playing individually or acting in a partnership.

So, what do trumps do, besides build real estate and host reality television?
Well, if you have no cards in the suit led, you can put a trump on the lead (or
trump if). This action is also called ruffing the trick. Consequently, the impor-
tance of the trump suit lies in the fact that the smallest trump can beat even
the ace of any other suit. So, if a trick doesn’t have any trumps in it, the high-
est card of the suit led takes the trick; however, if one or more trumps hit the
table on a trick, the highest trump takes the trick.

Failing to follow suit

Most games have rules that require you to play a card in the suit led if you
can; and indeed, that is your ethical requirement. However, if you can follow
suit but don’t, you incur no penalty — you only face a penalty for being
caught failing to follow suit! The penalty varies from game to game but is gen-
erally a pretty severe one.

In failing to follow suit, you have three terms to bear in mind:
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v Revoke: The sinful failure to follow suit when you’re able is known as
revoking or reneging. (The latter term seems to be exclusive to the
United States and is now synonymous with the revoke.)

v Trump: Putting a card from the trump suit down when a suit is led,
in which you have no cards. If you play a trump, you stand to win the
trick — so long as no one else subsequently plays a higher trump.

v Discard: The laying down of an off-suit card when you’re unable to
follow suit is called a discard or renounce, although the former term is
more common these days. Discarding implies that you're letting go a
card in a plain, non-trump suit rather than trumping.

Say your hand consists solely of clubs, diamonds, and hearts, and you're
playing out a hand where hearts are trump:

v If another player leads a club and you play a diamond or a heart on the
lead, you revoke.

v~ If a player leads a spade and you play a heart, you trump the spade.
v If you play a diamond on the lead of a spade, you discard.

Playing out of turn

For one reason or another, players occasionally lose track of who won the
previous trick. If a player neglects to remember that she’s supposed to lead, a
potentially long and embarrassing pause ensues until someone plucks up
enough courage to ask her whether she’s thinking about what to do next or if
she’s spacing out.

More frequently, however, somebody leads out of turn, under the false impres-
sion that the action is on her. If this happens, the general rule is that the next
player can accept that lead by following to the trick, if he wants to do so.
Alternatively, he may be so hypnotized by the sight of the card that he may
genuinely think it’s his turn to play, so he follows suit innocently.

Either way, the general rule is that the next player’s following legitimizes the
original mistake. However, some games state that up until the faulty trick is
completed, if anyone spots the error, you still have time to pick the whole
trick up and correct the error.

Exposing yourself to public ridicule

The rules about exposed cards (accidentally dropping a card on the table as
opposed to playing it) tend to vary, depending on whether you're playing a
partnership game or playing on your own:



v In an individual game, the rules tend to be fairly lax; you can normally
pick up your exposed cards, and the game continues. (Of course, your
opponent benefits from seeing part of your hand, which is considered
punishment enough for the error.)

v In a partnership game, the consequences of exposing a card are much

more severe because you simultaneously give unauthorized information

to both your partner and your opponents. Often, the rules of a game
require you to play the exposed cards at the first opportunity, or your
partner may be forbidden from playing the suit you let slip. These are
the Draconian rules in place with games such as Bridge, for example.

Selecting the Best Card Game

All the card games in this book are excellent, of course — I provide only the
cream of the crop. However, depending on the number of players and your
collective experience and expectations, some games are more suitable than
others. Depending on your needs, the following lists recommend certain

games for various situations.

Chapter 1: Card Game Basics

Miss Manners’ guide to card-game etiquette

Some elements of card-game etiquette relate to
basic good manners and polite behavior, and
some deal with areas that come perilously close
to cheating. On the etiquette front, for example,
you shouldn’t pick up your cards until the deal
is finished — if for no other reason than that you
may cause the dealer to expose a card if your
fingers getin the way.

After you pick up your hand, avoid indicating in
any way whether you're pleased or unhappy
with its contents. This is particularly important
in a partnership game where you can’t divulge
such potentially useful information.

The idea that you should play card games in
silence may give the impression that you can't
enjoy yourself — that you should focus on
winning to the exclusion of having fun. That isn't

the case, but you should avoid conversation if it
gives away information that you're not entitled
to pass on or if the sole purpose of your remarks
is to upset or irritate your partner or opponents.
(The rules in Poker are a little different.
Conversation during a poker game is one way
for players to influence their opponents.)

The tempo of the way you play your cards can
also be very revealing. You can make it clear by
the way you play your card that you have doubt
or no doubt at all as to what to do. You can't
eliminate doubt altogether, but you can try to
make your mind up before playing a card so that
you avoid conveying information by your tempo
to your partner and opponents. Again, though,
in Poker, anything goes!

17
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As a general point, though, the best card game to play is probably the one
that some of your players already know. You pick up strategies of the game,
as well as its customs and traditions, much faster by playing with experi-
enced players rather than in a group consisting entirely of beginners.

If you have a specific number of players:

v~ Solitaire games: Accordion and Poker Patience if you're short on space;
La Belle Lucie if you can spread yourself out. (See Chapter 2 for Soli-
taire games.)

v Two-player games: Gin Rummy (Chapter 4), Spite and Malice (Chapter 3),
and Cribbage (Chapter 16).

+ Three-player games: Pinochle (Chapter 14) and Ninety-Nine (Chapter 9).

v Four-player games: Bridge (Chapter 12), Euchre (Chapter 10), Hearts
(Chapter 13), and Spades (Chapter 11).

v~ Five- to eight-player games: Hearts (Chapter 13) and Oh Hell! (Chapter 9).
+~ Eight or greater player games: Eights (Chapter 6) and President
(Chapter 17).

If you're picking the game based on time constraints:

v You can play Setback (Chapter 15), Whist (Chapter 8), and Euchre
(Chapter 10) to specified target scores, which you can adapt to reflect
the time you have available.

» You can play Ninety-Nine (Chapter 9) for a specified number of hands.
v If you have a few years at your disposal, I recommend an ongoing battle
of Spite and Malice (Chapter 3).
If you're selecting your game based on the type of play:
v Serious, competitive types tend to enjoy Whist (Chapter 8) and Bridge
(Chapter 12).

v If you're playing in a cramped space (on a plane, train, or bus), Hearts
(Chapter 13) and Eights (Chapter 6) work well.

v In a bar, Cribbage (Chapter 16) goes well with alcohol.

v For large groups in a social setting, Poker (Part VI) and Blackjack
(Chapter 18) are ideal.

v For games that combine bidding and play, Pinochle (Chapter 14) and
Spades (Chapter 11) are good choices.
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v The best partnership games are Bridge (Chapter 12), Whist (Chapter 8),
and Euchre (Chapter 10).

v If your deck of cards is defective, you want to play a game that doesn’t
deal out all the cards. You can play Oh Hell! (Chapter 9), Spite and
Malice (Chapter 2), and Setback (Chapter 15) with a deck that has miss-
ing cards.

If you're selecting the game based on the experience level of the players:

v For beginners: Oh Hell! and Ninety-Nine (both in Chapter 9) have
simple, easy-to-understand principles.

v For children: Go Fish, Concentration, and Cheat (all in Chapter 3) are all
simple, but they require younger players to think in order to win. Knock-
out Whist (Chapter 8) is the best introduction to trick-taking games for
children.

v For groups with mixed experience levels: Knock-Out Whist (Chapter 8)
and Fan Tan (Chapter 7) rely heavily on luck, which gives everyone a
sporting chance. Rummy (Chapter 4) also comes easily to inexperienced
card players.

+ For experienced card players: Pinochle (Chapter 14) and Cribbage
(Chapter 16) offer new thrills and challenges.

19
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Chapter 2
Solitaire

In This Chapter
Discovering Solitaire basics
Exploring some common versions of Solitaire

Teaming up for solitary competition

ou see many different versions of Solitaire in this chapter. The different

games don’t have all that much in common, except that you can play
them with a single deck of cards (and they happen to be my favorite
Solitaires). Some Solitaires need more than one deck, but not the ones
included in this chapter (apart from the two-player, Solitaire-like game Spite
and Malice at the end of the chapter). These games range from automatic
Solitaires, where you can make every move immediately without thought or
forethought, to Solitaires where you can plan your game strategy for at least
10 minutes if you want to. These games aren’t easy, so if you win any of them,
you’ll feel a sense of achievement. In fact, [ have never managed to win some
of the Solitaires that I discuss in this chapter.

To play Solitaire, you need the following:

v One player

»* One standard 52-card deck of cards (you usually don’t need jokers in
games of Solitaire)

v~ Space to spread out the cards

Acquainting Vourself
with Solitaire Terms

Before you start enjoying the various games of Solitaire, you need to know a
little technical vocabulary:

v When you initially deal the cards, the pattern is known as a layout or
tableau. The layout can consist of rows (horizontal lines of cards),
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columns (vertical lines), or piles of cards (a compact heap, frequently of
face-down cards, sometimes with the top card face-up). Sometimes the
pile of cards is all face-up, but overlapping. Accordingly, you can see all
the cards in the pile, even if you can only access the top, uncovered
card. You can move tableaus under the correct circumstances, which
are dictated by the rules of the particular Solitaire you're playing.

v Building involves placing one card on top of another in a legal move. The
definition of a legal move varies according to the individual rules of the
Solitaire.

v In games where the objective is to build up cards on some of the original
cards, the base cards are known as foundations. As a general rule, after
you place cards on a foundation pile, you can’t move them. You may
build on a tableau in some cases.

The tableau and the foundation may sound like very similar items, but
they differ in a few important ways. The object of a Solitaire is to build
up the foundation; a tableau is just an intermediary home for the cards
as they make their way to the final destination: the foundation. You use
tableaus to get the cards in the right order to build on the foundation.

v When you move a complete row or column, you create a space or gap
into which you can often move whatever card(s) you like.

v Frequently, you don’t use all the cards in the initial layout; the remaining
cards are called the stock. You go through the stock to advance the
Solitaire.

v When working through the stock, you frequently have cards that you
can’t legally put into the layout. In such cases, the unused cards go to
the waste-pile.

v Redeals take place in the middle of a Solitaire when you’ve exhausted all
legal moves. The rules of the Solitaire may allow you to redeal by shuffling
and redistributing the unused cards in an attempt to advance the game.

»* Many Solitaires permit one cheat — you can move an obstructing card
or otherwise advance the game. This process is also known as a merci.

After you build your own foundation of Solitaire knowledge, you can begin to
explore the many variations of the game. The following sections detail some
of the specific types of Solitaires.

Putting the Squeeze on Accordion

The game Accordion is also known as Methuselah, Tower of Babel, or Idle
Year (presumably because of the amount of time you need to keep playing
the game to win it).
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Accordion is a charmingly straightforward game that can easily seduce you
into assuming that it must be easy to solve. Be warned — I've never completed
a game of Accordion, and I don’t know anyone who has! This challenge, I can
only assume, makes success at the game doubly pleasurable.

Accordion also takes up very little space — a major benefit because you tend
to play Solitaire in a cramped space, such as a bus station or an airport lounge.

The objective of Accordion is to finish up with a single pile of 52 cards. Relative
success is reducing the number of piles to four or fewer. Your chances of com-
plete victory may be less than 1 in 1,000, based on my experiences, but don’t
let that deter you from giving this game a try! The fact that it is a very fast game
to play means that you can abandon unpromising hands and move on to
another, without wasting much time.

Looking at the layout

The layout for Accordion is simple. Follow these steps to begin your long
journey:

1. Shuffle the deck well, and then turn over the top card in your deck
and put it to your left to start your layout.

2. Turn over the next card.

If the card is either the same suit (both clubs, for example) or the same
rank (both jacks) as the first card, put the second card on top of the
first. If you don’t have a match, use the card to start a new pile.

3. Turn over the third card and compare it to the second card.

Again, if the suits or ranks of the cards match, put the third card on top
of the second card; if not, start a third pile with the third card. You can’t
match the third card with the first card. However, when matching cards
(of suit or rank) are three cards apart, you can combine them as if the
cards were adjacent. In other words, you can build the fourth card on
the first one.

4. Continue by going through every card in the deck in this way.

[ told you it was easy! The game ends after you turn over the last card.
To win, you must assemble all the cards into one pile.

Shuffling the deck well is important because you work your way through the
deck one card at a time, so you don’t want to make the game too easy by
having all the diamonds coming together, for example. That would spoil your
sense of achievement, wouldn't it?
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Figure 2-1:
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Figure 2-2:
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your game
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Your initial cards may look like one of the examples in Figure 2-1 after you lay

out three cards.
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SEVEN || QUEEN | KING SEVEN || QUEEN || FOUR SEVEN || QUEEN J{ SEVEN

1 2 3

In the first example, you must create three different piles because the cards
are unrelated in rank or suit. In the middle example, you can put the ¢4 on
top of the € Q (because they share the same suit), leaving you with only two
piles. In the bottom example, you can put the 4 7 on top of the 4 Q, which
allows you to combine the two 7s, resulting in a single pile.

To see how you can combine cards placed three piles away from each other,
look at Figure 2-2.

7 @
4|

s
SEVEN J| QUEEN | KING
JACK J(QUEEN

After you turn up the & Q, you can place it on the 4 Q (because they’re three
apart and match in rank) and then put the &K on the & Q (same suit). The
¥J then moves to the first row.

Laying the cards out in lines of three helps ensure that you properly identify
the cards that are three piles apart.
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to see
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first.
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Choosing between moves

When moving the cards, you frequently have to be careful to make the plays
in the correct order to set up more plays. You may have a choice of moves,
but you may not be sure which move to execute first. Look at a possible sce-
nario in Figure 2-3.

After you turn up the ¥4, you can place it on the ¥9, which opens up a
series of moves that you can play. The best option is to move the ¥4 onto
the &4 and then move the rest of the cards into their new spaces.

Because the &K is three cards away from the &K, you can combine the two
cards and then move the ¥4 onto the ¥J. Now the 49 is three cards away
from the 4 Q, so you can combine those two cards.

If you move the ¥4 before you move the &K, you miss out on two possible
moves.

Making an available play isn’t always mandatory. When you can choose
between possible moves, play a couple more cards to help you decide which
move is superior.

Figure 2-4 shows you how waiting can help you make up your mind when you
have a choice.

7 |+

.
ySieeed s
SEVEN | QUEEN |{ KING SEVEN J| QUEEN |( KING

55

4
JACK JACK J( FOUR J| KING
@ :
* *
KING J(_NINE NINE

1 2

At this point, you may not know whether to put the # A on the ¢ A or on the
AK because your piles don’t indicate whether you should keep aces or kings
on top of your piles.

If several piles have kings on the top, you may want to avoid hiding the &K.
Instead of jumping the gun, you turn over another card to see what happens,
which turns out to be the A J.
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|
Figure 2-4:
Playing the
waiting
game can
help you
make up
your mind.
|

7
SEVEN OUEEN KING

JAEK Foun .
A

ACE

Now you can see daylight: Put the &J on the A A and then on the &K, and
then you put the &J on the ¥J. Now you can combine the 9s. Next, put the
A4 on the A, allowing the ¢ A to go on the &K and the 9 to go on the
4 Q. Put the &4 on the &7 to move down to three piles. Wasn’t that fun?
Getting a series of moves to come together like that makes up for the hun-
dreds of unexciting plays you go through.

Play continues until you end up with one pile of cards — good luck!

Piling It On in Calculation

Different people have different criteria for what makes a good game of
Solitaire. The version called Calculation should satisfy most tests, because
you can solve it in a fair amount of the time (so long as you work at it), it
takes up little space, and you can devote your full attention to it or play with-
out thinking — depending on your mood. However, unless you plan your
plays carefully, the game will likely stymie you fairly early on.

In this game, only the card rankings matter — the suits of the cards are irrele-
vant. The object of the game is to build up four piles of cards on the founda-
tion, from the ace on up to the king.

You begin by taking out an ace, 2, 3, and 4 from the deck and putting the four
cards in a row from left to right, horizontally. These cards are the foundation
on which you build — you hope — using the rest of the cards in the deck.
Underneath those four foundations are precisely four waste piles, where you
put cards that do not immediately fit on the foundation. Determining which
pile to put those cards on is the challenging part of the game.

You build on each of the foundation piles one card at a time; however, you
build up each pile in different sequences:
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Figure 2-5:
A sample
game of
Calculation.
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v On the ace pile, you can only put the next ranking card — that is, the
play sequence must go A, 2, 3, and so on.

+ On the 2 pile, you go up in pairs: 4, 6, 8, and so on.
v On the 3 pile, you go up in intervals of three: 6, 9, Q, 2, 5, and so on.

v And you shouldn’t be surprised that on the 4 pile, you go up in fours: 8,
Q,3,7,J,2,and so on.

For each of the four piles, you have 13 moves available. After the last move,
you reach the king, and your piles are complete.

You turn up cards from the stock one at a time. If the card you turn over has
no legal place, you put it directly on top of one of the four waste piles that
you create below the foundation. As soon as the card becomes a legal play on
a foundation pile, you may take the card from the top of the waste-pile (but
not from the middle of the waste-pile) and move it up.

When you have a legal move (you can put a card on one of the foundation
piles), go ahead and make it. Don’t wait to see what other cards you may turn
up, because you may end up burying a card you could have played.

You can’t move cards from one waste-pile to another. After a card is on one
pile, you can move it only to the foundation. And just because a waste-pile is
empty doesn’t entitle you to move cards from another waste-pile into the gap.

You arrange the waste-piles so that you can see all the lower cards in them to
maximize your strategic planning.

Kings are exceptionally bad news in Calculation. They’re always the last
cards to go on each of the foundation piles, and when you put them on the
waste-pile, they can easily block everything beneath them. In a strange way,
it’s good to turn up kings at the beginning of the game — you can put them
on the bottom of each of the waste-piles or put them all together in one pile.

As a general rule, try to keep one waste-pile reserved for the kings. However,
if two or three kings appear early, it’s a reasonable gamble to use all four
piles and not keep one for the kings.

Figure 2-5 shows an example of the start of a game. Having selected your ace,
2, 3, and 4 from the deck, you start turning over the cards one at a time.

A 2 3 a
- ) ) *
ACE TWO THREE FOUR

A B C D— Waste
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Try to construct lines in the waste-piles in reverse. For example, if your 4 pile
is lagging because you’re waiting for a queen, and you put a 7 on a jack on

a waste-pile, put a 3 on top of the 7 if it comes up. You hope that when the
queen emerges, you can put the 3, 7, and jack on at one time and advance
matters efficiently.

Reserving Your Time for Canfield

Canfield is one of the most commonly played Solitaires in the Western world.
People often erroneously refer to this game as Klondike, which also appears
in this chapter (see the section “Striking Gold with Klondike” later in this
chapter). To further complicate matters, Canfield is also known as Demon
Thirteen in the United Kingdom.

To set up Canfield, follow these simple steps:

1. Place 13 cards in a pile, with only the top card face-up; this pile is
called the reserve or the heel.

2. To the right of the reserve, spread out four cards, called a tableau, on
which you can build by using the cards from the reserve or the stock
(the remaining 34 cards in the deck).

3. Above the tableau, place a single face-up card, which acts as the base-
card of a foundation from which each suit will be built up.

The object of Canfield is to get rid of all 13 cards in the reserve pile. You get
rid of these cards by placing them in legal positions in the tableau.

You build on the tableau by placing a card that’s one rank lower and of the
opposite color of the uppermost card. For example, you can legally put the
%2 on either the ¥3 or 3. After the %2 is on the top of the pile, you can
place either the WA or 4 A on it. If you place the 4 A on the &2, you can
place either the %K or the AK on the 4 A, and so on.

Take the remaining 34 cards, the stock, and work your way through them
in threes, taking the top three cards at a time and flipping them over into a
waste-pile (make sure you preserve the order of the three cards). You have
access to only the top card in the three, but if you use the top card — that
is, you put it on the tableau or foundation — you gain access to the second
card, and so on. After you go through the stock in threes, you turn up the
last card out of the 34; this card is accessible. When the stock comes out in
threes, you treat the last three cards as a regular group of three. If you have
two cards left over at the end of the stock, you get to look at and use them
both separately.
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After you work your way through the stock, pick it up and start again; con-
tinue until you either finish the game or get stuck and can’t move any further.

As soon as a card equivalent in rank to the foundation base-card emerges
from either the reserve pile or the stock, pick the card up and put it in a sepa-
rate pile in the foundation, above the tableau. You can build only the next
higher card of the matching suit, and no other card, onto the foundation.

P The cards (even a whole pile of cards) in the tableau can be moved onto
other cards in the tableau, so long as you observe the opposite-color rule,
and also onto gaps in the tableau. And you have the option of placing the top
card in the reserve pile on the foundation or in the tableau.

Take a look at an example layout of the start of a game in Figure 2-6.

|
Figure 2-6:
Starting a
game of | poserve Pile— Tableau—
Canfleld. THREE Two J{ueen]| Jack
|

You're in luck! This layout is a very promising start. The &Q joins the ¢ Q at
the top of the foundation, in a separate pile. This move creates a gap in the
tableau where you can place a card from the reserve pile.

The red 3 goes on the black 4, and the black 2 goes on the red 3. Another card
from the reserve pile fills the gap in the tableau left by the black 2.

Care to take Mr. Canfield's bet?

The story of where the Solitaire game Canfield
got its name is a good one. At the turn of the
century, Mr. Canfield ran a gambling salon
where he made a bet with his customers. By
paying $50, the customer received a well-shuf-
fled deck of cards to play an abbreviated form
of the game that now bears Mr. Canfield's name.
For every card in the foundation piles at the
moment when “time” was called (after three

turns through the stock), the customer received
a return of $5. The odds of winning the bet were
heavily weighted in favor of the proprietor, but
customers still flocked to take him up on the bet.
The problem from the casino owner's perspec-
tive was that the game required a casino
employee to watch over every gambler who
took up the bet, thereby reducing the profitabil-
ity of the game.
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One variation that makes Canfield more difficult is to build up the foundation
from the ace, meaning that you don’t give yourself a random foundation card
to start with. To compensate, some players use a reserve pile of only 11 cards.

Striking Gold with Klondike

Klondike, frequently misnamed Canfield (see the previous section), is by far
the most frequently played Solitaire that [ know. You need only a little time and
a little space. In addition, you have a good chance of winning at Klondike —
you may find yourself winning half the games you play.

Klondike requires little tactics or strategy. It’s an ideal game for children, per-
haps for that very reason, and I think that Klondike was the first Solitaire that
[ ever played. Klondike is also an ideal Solitaire for a spectator, who can lean
over the player’s shoulder and say things like “Put the red 7 on the black 8”
until the player loses patience and punches him in the shoulder.

The object of Klondike is to build up piles of the four suits from the ace (the
lowest card) to the king on the foundation. You don’t start with any cards in
the foundation; you collect cards for it during the course of play.

To build the initial layout, or tableau, you deal seven piles, with one card in
the first pile, two in the second pile, three in the third, and so on. Turn over
the top card of each pile as you deal out the cards.

When dealing out the piles, place seven cards face-down to form the seven
piles; deal the next six cards to form the second layer of each row (except the
row on the far left), and then the next five cards to form the third layer, and
so on. If you lay out the cards in this way, you avoid any problems caused by
imperfect shuffling.

You build on the top cards of each pile by putting the next-lower numbered
cards of the opposite color on the top cards. Your building cards come from
the stock.

To start the game, you play the cards in the stock, which should consist of
24 cards. Go through the stock three cards at a time, putting the cards into
a waste-pile, while preserving the order of the cards in that pile. You have
access to only the top card of each set of three. If you use that top card, you
gain access to the card below it, and so on. When you finish going through
the stock, gather it up and go through it again.

You may go through the stock only three times. If you can’t persuade the
Solitaire to work out after the three turns, you lose the game. However, most
people that I know ignore the three-times rule and continue with the Solitaire
until it works out, which it does a fair percentage of the time.
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As an alternative, you can go through the stock one card at a time and only
one time. [ haven’t concluded whether you’re more likely to get the Solitaire
to work out with this rule or not, but instinctively, | feel that it must help.
Some people go through the deck one card at a time on three separate occa-
sions before calling the whole thing off.

You can move the turned-up cards around (leaving the face-down cards in
place), and whenever you move all the face-up cards from one pile of the
tableau, you turn over the new top card.

When you use all the cards in a pile, you create a space. You can move any
king, or pile headed by a king — but only one headed by a king — into the
space, and then you turn another face-down card over on the pile from which
you moved the king pile.

Whenever you turn up an ace in the tableau (or in the stock), move that card
to the foundation and start a new foundation pile. You may then take any top
card from the tableau and move it onto the foundation, where appropriate.
For example, after you put the # A in the foundation, you can take the 42
when it becomes available to start building up the diamonds.

Living La Belle Lucie

As far as I'm concerned, La Belle Lucie (which is also known as Midnight Oil,
Clover Leaf, the Fan, or Alexander the Great) is the best Solitaire that I've
played. Every move is critical. The game requires great planning and fore-
thought and rewards the player with a healthy chance of success.

I've been known to take more than 10 minutes to make a move while I plan
the intricacies of competing strategies. It’s certainly not unusual for players
to take a few minutes at a time to plan a move.

The objective of La Belle Lucie is to build up all four suits from a foundation
of the ace through to the king.

Getting started

You start by dealing all the cards face-up in piles of threes, making sure that
each card in every trio is visible (you fan each trio so that you can see a top,
middle, and bottom card, hence its alias Fan). The last four cards go in two
piles of two. Your aim is to move cards around the tableau to free up cards
that can build up the foundation.

Whenever you expose an ace on the top of a pile, you move it to start a founda-
tion pile, and can start building the suit up from there. The next card to go on
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the ace is the 2 of that suit, and you keep going up to the king of the suit. If you
don’t expose an ace, you have to uncover one by moving the cards around.

You get three tries (or cycles) to move all the cards into suits. At the end of
each cycle, you pick up all the cards off the foundations, shuffle them well,
and distribute them in trios again.

Making your moves

You can move cards in the tableau onto the card of the same suit one higher in
rank, but beware! You can move each card only once, and you can only move
one card at a time, which is critical. For example, as soon as the 4 7 goes on
the 48, you can’t move the 48 again unless both cards go onto the founda-
tion in the diamond suit. You can’t move the ¢ 7 and 4 8 onto the 9 because
of the one-card-at-a-time rule. You have thus “buried” the 48. You can’t move
this card until the next redeal, unless the A through the 46 go into the foun-
dation, whereupon the 47 and 48 can also go onto the foundation.

However, this rule doesn’t matter if the 48 is at the bottom of a pile; no cards
are trapped by the move. The rule does matter if the 48 covers something
else. Note that kings never move; therefore, you want them at the bottom of
piles.

Bear in mind that the purpose of the game is to build up all the suits in order,
starting with the ace, so you try to get the aces out from their piles. If the
aces are at the top of their piles already, so much the better. If not, you have
to excavate them, but at the same time, you have to plan the sequence of
moves that brings the cards to the top. It isn’t a good idea to play five moves
to get out the 4 A and then discover that the 42 got permanently buried in
the process. Of course, sometimes burying a card may prove inevitable. The
skill of the game is to bury as few cards as possible by making your moves in
the right order, and to bury only cards that seem less relevant at the moment,
such as jacks and queens. Kings automatically trap everything below them,
so if you're worried about burying the #J by putting the 4 10 on it, and the
4 Q is below the ¥K, relax! You cost yourself nothing — you were never
going to get to move the ¢ J anyway.

Another example of a potentially bad holding is seeing something along the
lines of the ¢ Q 4 10. Even if you get to put the 4 10 on the jack, doing so
freezes the jack. You can’t move the 4] again, because you can’t move the
4 10 and the ¢ J onto the ¢Q.

Sometimes you get mutually impossible moves, as shown in Figure 2-7. With
the base shown, you can’t move the 46 until you clear the ¥2, and you can’t
move the ¥2 until you free the 46 to get at the ¥ 3. Neither card moves until
the WA is free, when the ¥2 can go to the foundation.
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|
Figure 2-7:
Only one
series of
moves can
get you out
of this mess.
|
Certain moves are risk-free at the start of the game:
v You can always move any queen onto the king of the same suit (because
kings are stuck anyway).
v After you move the top two cards of a pile of three and expose the card
at the bottom of a pile, you can put the relevant card on top of it without
worrying about the consequences. (When a card is at the bottom of a
pile, it stands to reason that you can’t trap anything underneath it if you
should render it unable to move.)
v Whenever a card is stuck (for example, if you put the €7 on the 48, you
make both cards immobile), you can build more cards, such as the ¢ 6
and 45, on top of it. In fact, doing so can only help your chances of get-
ting more cards out.
The initial layout for a sample hand appears in Figure 2-8 (the top card in
each trio appears on the right).
g | (N
EIGHT
|
Figure 2-8: 8
Starting a E
game of La ‘ 3
Belle Lucie. SEVEN
|
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The figure layout has some encouraging features: All the kings are reasonably
placed (they either appear at the bottoms of their piles or at least don’t trap
too many cards), and three of the aces are immediately accessible — a very
fortunate combination of events. The bad news is that the ¥J and ¥9 are on
top of one another, ensuring that the ¥ 10 (which traps the fourth ace) won’t
move this cycle.

Start by making the automatic moves:

1. Take off the A A and start a foundation pile for spades.

2. Put the ¢ 9 on the ¢ 10 (because the ¥ 10 can’t move, and the ¢J
can’t come free, so you may as well build on the ¢ 10).

3. Take off the & A, the &2, and the ¢A.

4. The next card to go for is the A 2; you can get it easily by putting the
AJon the AQ.

But before you do that, can you put the 4 Q on the &#K? To make that
move, you need to put the ¥3 on the ¥4, and to do that, you need to
move the €4 onto the 5. That last move is impossible, because the
45 is trapped below the ® A, so put the &J on the AQ and take up the
A2 A3 and A4,

Figure 2-9 shows an interesting combination of piles.

|
Figure 2-9:
Your game
begins to
take shape 5
after you ﬁ
make the
automatic
moves.
|
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You want to clear the &4 away to get the &5 out, and you want to clear the
A7 away to get the &3 out. Should you put the &4 on the &5, or should you
put the &5 on the &6 and then put the &4 on the &5? The answer is that
you need to keep the A8 (below the &%6) free. Here’s how to progress:

1. Put the &4 on the &5 and free the A5 for the foundation.

2. Now put the %6 on the &7, the A7 on the A8, and the 6 on the ¢7.
(Because the 48 is under a king, it’s stuck for the duration, so you can’t
move the ¢7.)

3. The 43 is now free, which allows you to move it through the &8 onto
the foundation.
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The preceding example shows a relatively simple problem, but the degree of
interaction can get considerably more convoluted. This element of trading off
one move against another is what makes La Belle Lucie such good fun.

The &9 is stuck (you can’t move the #4), the A6 is stuck, and the YA is
stuck, which leaves only diamonds. The 2 comes out easily enough by
putting the ¢»J on the queen. However, the 43 is under the 4 Q and the &,
so you take the 42 out, which ends the first cycle.

Starting the next cycle
and ending the game

You keep your foundations, but now you pick up the cards left in the tableau,
shuffle them well (they were in sequence, so an imperfect shuffle can restrict
your mobility), and deal them out in threes again. If you have two cards left
over, make one pair; if one card is left over after you put the cards out in
threes, as at the start, make two pairs out of the last four cards.

You have three cycles to get out, and if you fail at the last turn, you're allowed
one cheat, or merci, by moving a single card in the tableau; whether you want
to pull one card up or push one card down is up to you.

Practicing Poker Patience

Poker Patience is, in theory, an undemanding Solitaire. It takes only a minute
or two to play, and you can approach the game frivolously or seriously. I do
both in this section.

To start, you need to know the ranks of Poker hands (in other words, what
beats what). In ascending order, the ranks are as follows:

v One pair: Two of a kind

1 Two pair: Such as two 5s and two 10s

v Three of a kind: Also known as trips

v~ Straight: Five cards in consecutive order; for example, ace through 5 or
7 to jack

v Flush: Five cards of the same suit
v Full house: Combination of three of a kind and a pair
v Four of a kind: Also known as quads

v~ Straight flush: A straight with all the cards in the same suit
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Aces can be either high or low — your choice.

The objective of the game is to lay out 25 cards to form a square, five cards
by five cards. In the process, you want to make ten poker hands (five across
and five down) and score as many points as possible.

Scoring 200 points (using my scoring system) counts as a win. Various scor-
ing systems are shown in Table 2-1.

Table 2-1 Scoring Systems for Poker Patience

Polker Hand U.5. Scoring UK. Scoring Barry's Scoring
A pair 2 1 2

Two pair 5 3 5

Three of a kind 10 6 10
Straight 15 12 25

Flush 20 5 15

Full house 50 10 50

Four of a kind 70 16 70
Straight flush 100 30 100

The U.S. scoring system has a major flaw (which has been corrected in the
U.K. scoring method), based on the fact that although flushes are rarer in
Poker, they’re considerably easier to play for in Poker Patience than
straights. To fix this problem, you can reverse the scoring table, as in the
version that [ recommend.

To start, turn over one card face-up and then go on to the next, building your
grid in any direction you like — up and down or right and left.

Although you can put any card anywhere you like in the grid, and you can
expand the cards out in any direction you like, each card must touch another
card. Whether you put it adjacent to another card or link it diagonally by
touching the corner of another card is up to you.

After many years of playing Poker Solitaire, I've decided that the best way to
play (particularly when using my scoring table) is for straights to be set out
in one direction (vertically or horizontally) and full houses or four of a kinds
in the other direction. If you take my advice and decide for straights to go in
the horizontal rows, you have excellent reasons to put the cards in columns
either with themselves or with numbers five less than or five more than
themselves. By making this separation, you help the formation of straights.
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|
Figure 2-10:
A hand of
Poker
Patience
after ten
cards.
|

When playing Poker Patience, sooner or later you run into a useless or
unplayable card. When this happens, don’t panic; all you have to do is start a
junk row or junk column. Inevitably, at least one row or column won’t score
as much as you want it to.

Look at the layout in Figure 2-10 to see the game theory at work. The matrix
is updated after every two cards, although each card is turned over individu-
ally. After ten cards, the basic structure is going well. The nucleus of the
straights is fine on the horizontal lines, and all the pairs are matched up.

In Figure 2-11, you can put the &9 on the bottom row, but completing the
straight and collecting points always produces a warm, fuzzy feeling.
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Play continues in Figure 2-12. The ¥8 could’ve gone under the %3, but it
seems premature to abandon the right-hand column. The & Q scores the full
house, so abandon the straight in the fourth row.
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In Figure 2-13, the bottom row has become a junk pile. One row or column
normally does.
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In Figure 2-14, a lucky last card allows you to scramble to respectability; two
straights, two full houses, and a three of a kind are 160, and having three
pairs takes you to 166.
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After you finish playing, you can further exercise your mental agility by trying
to rearrange the cards to score as many points as possible. A rearrangement is
really only worth doing, however, if you have a straight flush so you can rack
up big numbers. Using all the cards in high-scoring combinations (flushes or
higher) is a real coup. I've managed this feat about five times, and on one mem-
orable occasion, [ discovered that my initial arrangement was the highest pos-
sible with the cards I was dealt. Unfortunately, a game that successful may
never happen again.
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Some people also count the long diagonals (from top right to bottom left and
vice versa) in the scoring. Planning the scores on the diagonals too carefully
is pretty difficult, but it can be done — or you can just regard any score on
them as a bonus. You can also play Poker Patience as a competitive game for
two players or more. One player calls out the cards he draws at random, and
then both players try to arrange their own grids to maximize the scores. The
highest score wins.

Befriending Spite and Malice

You may legitimately grumble that Spite and Malice (also known as Cat and
Mouse) is wholly out of place on the Solitaire roster. Not only does it techni-
cally not count as a Solitaire, even though its play is similar, but it also doesn’t
feature a single deck of cards. No matter: Spite and Malice is one of the finest
competitive card games [ know.

You can play the game with any number of card decks; surprisingly, it really
doesn’t matter whether the decks are complete or not. The alternative is to
play with just two decks, but that leads to unnecessary reshuffling. You gen-
erally play the game with two players, although in theory there’s no player
limitation. It works for three or four players equally well or as a partnership
game with four.

The object of Spite and Malice is very similar to Canfield (see the section
“Reserving Your Time for Canfield” earlier in this chapter): You have a
reserve pile that you want to get rid of before your opponent can.

Getting started

The preliminaries are very straightforward. Each player shuffles the decks
very thoroughly, and you cut for deal, with the lowest card dealing. The
dealer gives his opponent and himself 26 (or 20 if you want a shorter game)
cards face down. These cards are your reserve, or pay-off pile, which both
players try to dispose of; you always turn the top card face-up, and it remains
available for play during the game. The dealer takes the remainder of the
cards, the stock, and deals five cards to each player, which form the player’s
hand. The remaining stock cards sit in the middle of the table for the players
to replenish their hands in due course. You can dispose of the reserve cards
by putting them onto four communal foundation piles, built up from ace to
queen, at the right moment. Each player can put cards onto the foundation
piles, or onto waste-piles, to which they each alone have access.
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Putting the moves on

The non-dealer is first to play. If you find yourself in this position, you have a
series of options:

» You can start off building on the communal foundation piles (or center
stacks), which work their way up, always starting from the ace and going
all the way through to the queen. Suits are irrelevant for this game, and
kings are wild cards that you can use for anything you like (some people
don’t allow a wild card to represent an ace).

v You can build onto the foundation with the five cards in your hand or from
the waste-pile, but you should prefer to use your reserve — remembetr,
the object of the game is to get rid of your reserve. Suits are irrelevant for
building on the foundation. A maximum of four open foundation piles are
allowed at any one time. When a pile is complete from ace to queen, you
set it aside and create a new space. You can put out cards from these
three locations in any order at any time during your turn.

Some people play kings as normal cards and use two jokers per deck. In
this version of the game, you keep the two decks of cards separate. The
dealer uses one deck (without jokers) in full to give to each player for
the reserve, and the other deck (with four jokers) provides everything
else. This variation may be slightly unsatisfactory for you if you don’t
want to deal with constant reshuffling.

v Each player can throw one card from the personal hand onto one of four
personal waste-piles. Each player sets up the waste-piles, to which only
the individual has access. The maximum number of cards you can dis-
card is one per go, and you can only put a card on the waste-pile that’s
equal to or one lower than the previous card. The discard is always the
last element of any go. At the end of your turn, you replenish your hand
back up to five cards from the stock.

You can’t play from your reserve onto your waste-pile.

If you manage to get rid of all your five cards mid-turn, you get to fill up your
hand to five cards again from the stock and continue your go.

You can set the number of center stacks at three rather than four, or you can
use unlimited stacks, if you prefer. If you don’t set a limit, some people also
dictate that you must play an ace from your hand as soon as you pick it up to
start a new foundation pile.

Figure 2-15 shows how a typical game may progress. At this point, it’s Player
A’s turn, and he picked up a jack at the end of his previous turn.
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Figure 2-15:
Spite and
Malice.
Player A's
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adventure.
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Player A's main objectives are to get rid of his queen from the reserve and to
try to prevent his opponent from playing the 2 from his reserve. He puts out
the jack from his hand onto the foundation 10 and the queen from his reserve.
He clears this foundation pile away, because he completed it with the queen.
He turns over a 7 on his reserve and plays the 6 from his hand onto the 5 on
the foundation pile. That move lets him put the 7 from his reserve onto the
foundation, and he turns over a 2 (which is rather irritating for Player B, who
had hoped she could use her own 2 from the reserve on an ace in a new foun-
dation pile at her next turn).

Because he cleared a foundation pile earlier in the turn, Player A puts out one
of the aces from his hand to start a new pile; how he can play the 2 from the
reserve onto that ace (turning over another queen). He takes the 9 and 10
back off waste-pile D and onto the 8 in the foundation, and he uses the king
as a wild card to represent a jack. These moves allow him to take the queen
from his reserve and put it on the jack to complete another set on the founda-
tion. Now he can take that pile away. He turns over another 2 on the reserve,
which is perfect: It allows him to play the second ace from his hand, and the
2 from the reserve goes on that. He turns over a new card on the reserve pile.
And because he used up all five cards in his hand, Player A draws five new
cards and can continue if he wants to.
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If he has no moves he wants to make, he can end his turn by making one dis-
card to any of his waste piles and picking up a replacement card from the
stock.

But Player A should process one other thought — and this is where the malice
in Spite and Malice comes in. The target of the game is to take the foundation
piles just past the upcard on your opponent’s reserve pile. However, you also
want to stop your opponent from being able to easily get rid of the cards from
her waste-pile. In our featured game, because Player A has a 4 on top of a
waste-pile, he should play it onto the 3 to prevent his opponent from clearing
away one of her waste-piles. However, he should not put up the 5 from the
waste-pile though — that would let his opponent clear away the 6 and 7 from
another one of her waste-piles. Make her work to clear her piles!

One of the crucial moments in the game comes when your opponent chooses
not to play; you always have the option of not making a move (announced as
passing with five), but if you don’t, your opponent can voluntarily pass also,
which compels you to make a legal move if you can. The game has no forced
moves, except when you pass and your opponent passes, too. In that case,
you must play if you can.

Manipulating your stoppage time

Say your opponent in this game, Player B, indicates that she can’t play, and
you can see that the top cards on her waste-piles are 10, 9, 6, and 2. You now
know that whatever she has in her hand isn’t one of the following cards: K,
10, 9, 8, 6, 5, or 2. If she had any of these numbers, she would have to discard
onto her waste-pile (remember, the only cards you can put onto a waste-pile
are cards of the same value, or one lower, than the top card there).

Similarly, you can look at the foundation piles, see that one pile has a 3 on it,
and infer that your opponent doesn’t have any 4s. So what you must do is
ensure that you never leave the foundation piles in a position to allow her to
putaQ, J, 7, 3, or ace up — the only cards she can have in her hand. If you can
do that, you stop her playing for the duration, which has to be a good idea.

Aless demanding version of the game allows you to discard anything you like
to your waste-piles. Of course, if you play this variation, you never get stuck
for a move, but it does cut down on the opportunities for spite and malice!

If both players can’t move, you collect all the waste piles and hands, shuffle
them up, and redeal new hands. You leave the reserve piles as they are.
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Solitaire on the Web

The Web offers a wide variety of sites for example, you can go to www.free-
the Solitaire enthusiast. You can find tons of solitaire-card-games.com Or www.
Solitaire games to play online for free; for download5000.com/page2386.aspx.

a\\s

Spite and Malice is an excellent competitive game; you have to watch your
own cards, plan how best to get rid of them, figure out how to use your
reserve pile up, and strategize on how to discard onto your waste-pile. But
equally important is spoiling your opponent’s strategy, blocking her reserve
pile, preventing her playing from her waste-piles by taking the foundation
piles past convenient numbers, and generally making yourself a nuisance.

Try to keep your waste-piles as empty as possible; within a single pile, you
may want to duplicate cards to preserve flexibility. Occasionally, however,
you can see that by (for example) duplicating jacks in a single pile, you may
prevent yourself from having access to the queen below the jack. If your
opponent has a queen on the reserve pile, that duplication is a very bad idea.

The game ends when one player gets rid of his or her reserve pile, and the
other player records how many cards he or she has left. The game is ideal for
an ongoing struggle (say 20 years or so), as is the case for two of my friends
who’ve been playing it for that long.




Chapter 3
Children’s Games

In This Chapter
Playing games that improve memory and concentration
Working on speed and coordination
Discovering new games to play with your friends

ust because this chapter refers to children, adults should not pass by and

ignore the contents. The games in this chapter are suitable for a range of
players — younger players, new players, adults playing with younger players,
or players who just like fast-action card games that are easy to pick up and
fun to play. (All the most enthusiastic Spit players I have met have been
adults: It is more a question of attitude than age.) So, whoever you are, you
sure to find a game in this chapter to enjoy.

Additionally, several games in other chapters of this book are just as suitable
for children as the ones described here. Crazy Eights (Chapter 6), President
(Chapter 17), and Knockout Whist (Chapter 8) come to mind.

Beggar My Neighbor

Beggar My Neighbor, also known as Beat Your Neighbor Out of Doors and

Strip Jack Naked, requires no strategy or planning at all, making it a great

game for kids and for social situations. The objective of the game is to win all
< HANp the cards from the other players.

i A
& @ To play Beggar My Neighbor, you need the following:

= 1 Two to six players: You can play with more than six players in a pinch.

v~ A standard deck of 52 cards: With four or more players, add a second
deck of cards. A great advantage of this game is that you don’t really
need a complete deck of cards — a card or two gone missing is almost
irrelevant. Don’t forget to remove the jokers!
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To begin, one player deals out the whole deck in a clockwise rotation, dealing
the cards face-down and one at a time so that each player gets about the
same number of cards. You don’t look at your cards; you form them into a
neat pile, face-down in front of you.

The player to the left of the dealer turns over the top card from his pile and
places it in the center of the table (or floor, if you want to sprawl out).

Different things can happen now, depending on what card the first player
turns over:

v~ If the value of the card is between 2 and 10, it has no special signifi-
cance, and the play goes on to the next player.

v If the card is a court card (an ace, king, queen, or jack), the game
becomes a little more exciting. The next player has to pay a forfeit,
meaning that she has to turn over some of her cards and place them
onto the central pile:

e If the first card up is an ace, the second player must turn over four
cards one by one onto the middle pile.

e If the first card is a king, the next player has to pay three cards.
o [f the first card is a queen, the second player must pay two cards.

e If the first card is a jack, the second player turns up only one card.

If all the cards the second player turns over are between 2 and 10, the first
player who turned over the court card takes up the whole pile and puts it
under his personal pile, face-down. If the second player turns over another
court card during the course of the forfeit, she pays the debt off, and the
second player doesn’t have to turn over any more cards. Instead, the third
player must pay the forfeit dictated by the second court card and either turn
over a court card in the process, or allow the second player to pick up the
whole central pile if no court card comes.

When you have no more cards left, you're out, and the game continues with-
out you. If you run out of cards in the middle of paying a forfeit for an ace,
king, or queen, you are out of the game. In games of more than two players,
the previous player picks up the pile of cards, and the next player starts
afresh. The last player in the game — the one who accumulates the whole
deck — wins.

Your success at Beggar My Neighbor depends on the luck of the draw; if you
get a good smattering of court cards, you have a good chance to win. If some-
one feels bad because he lost, you may want to remind him of the luck factor.
But don’t forget to congratulate him if he wins!
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Kids and card games

These days, most children seem to be born with
a remote or video-game controller in their
hands. However, some children are lucky
enough to receive decks of cards when they're
young (as was the case with me).

Teaching children how to play cards is fun —
both for them and for you! Children get an
opportunity to interact with others, revel in the
challenge of a game, and enjoy a sense of mas-
tery. Card games also foster a strong sense of
belonging and a connection to the family or
social group.

In a more tangible sense, card games can
enhance a child’s skills. To play card games,
children must master rules, develop mental
strategies, understand objectives, evaluate
their (and their opponents’) strengths and weak-
nesses, and make plans. The games also force

them to respond quickly and to deal socially
with others.

Some studies suggest that card players develop
better problem-solving and lateral-thinking
skills (the ability to “think outside the box”).
Developing competence in one field can
improve a child’s self-confidence to learn in
other areas. Therefore, cards can increase a
child’s scores in math and critical thinking, as
well as improve his social skills.

Finally, card games — like other cognitively
engaging activities, including chess, backgam-
mon, and crossword puzzles — are being cited
as excellent activities for keeping the brain
supple and engaged throughout life, potentially
delaying the onset of Alzheimer’s disease and
other memory disabilities.

b7

Because Beggar My Neighbor can go on for a long time — making it ideal for
long car journeys, waiting for planes, or similar situations — you can agree
that the player with the most cards at a certain predefined time is the winner.

Snap, Animals, and Slapjack

Snap, Animals, and Slapjack are close cousins in the family of games that focus
on acquiring your opponents’ cards (such as Beggar My Neighbor; see the pre-
vious section). For these games, speed is the key to victory. The player with
the quickest reactions wins. Snap, Animals, and Slapjack are among the few
card games that depend almost entirely on physical dexterity.

Snap

Get ready for a fast and furious game! Snap is all about mental reaction time,
and one of the few games in which luck plays no part at all.
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v Two or more players. There is no formal upper limit, but if you play with
more than six players, the neighbors may complain about the noise.

v~ A standard deck of 52 cards. Play Snap with a single deck of cards if
you have fewer than four players; add a second deck if more players
compete. Playing this game with a used deck is a good idea — the cards
can take a beating (literally).

You don’t need a full deck of cards — a card or two can be missing from
the deck. You can also play Snap with special cards designed for another
game (such as an Old Maid deck), as long as most of the cards have
backs identical to other cards in the deck.

The dealer deals out the whole deck of cards face-down, one card at a time to
each player, in a clockwise rotation. It doesn’t matter if some players get more
cards than others. What does matter, however, is that you don’t look at the
cards you get.

Each player, starting with the player to the left of the dealer, takes a turn flip-
ping over the top card of his pile and putting it face-up in front of him. After a
few turns, each player has a little pile of face-up cards.

When you turn over all the cards into the pile in front of you, you pick up the
pile and use it again without shuffling them.

The flipping process continues until one player turns over a card of the same
rank as the top card on another player’s pile. As soon as the matching card is
revealed, the first person to call out “Snap!” takes the two piles with matching
cards and puts them face down under his own pile.

Frequently, two players make the Snap call simultaneously. In this case, you
put the two piles with the same card together, face-up, in middle of the table.
Everyone continues to turn over the top cards on their piles until someone
turns over a card that matches the card on the pile in the middle of the table.
The first person to shout “Snap pool!” wins the middle pile. The new piles that
are being created are still up for grabs in the usual way, of course. Whenever a
pairing is created, the first to shout “Snap” wins them.

When a player mistakenly calls out “Snap!” her pile goes into the center of the
table; the first player to call “Snap pool!” at the relevant moment gets her
pile. You have to operate with what you have left, and if you run out of cards,
you are out of the game.

The player who ends up with all the cards wins the game.
For some reason, Snap brings out the worst competitive instincts in people,

myself included. Establishing several informal rules can avoid Snap-induced
bloodshed:
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v Set rules about the proper way to turn over your card. You can’t turn
over the card so that you see it first, which means that you must flip
over the card in a continuous, fast motion onto your pile.

» Get an impartial witness to decide on all close calls. If you can, choose
someone who isn’t playing the game, preferably an authority figure such
as an adult.

A devious, cunning player remembers the order of her pile (or of another
player’s pile) when the pile gets small so she gains a big edge in the calling.
Keep an eye on the cards as the game draws to a close; if you don’t, you put
yourself at a disadvantage. If you want to avoid this situation, you can agree
to shuffle your pile when you’ve worked your way through it.

You can play a couple of variations to basic Snap to make the game more
appropriate for the age range of the players:

v In Simplified Snap, which is suitable for three or more players, all the
players put the turned-over cards on a single pile in the middle of the
table. You call “Snap!” whenever the top card on the pile matches the
last card played. This method allows you to focus on only one place.

v Speed Snap provides a challenge, which makes it better for older play-
ers. All players turn over their cards at the same moment so that the
reaction process speeds up. To make sure that all the players turn over
their cards simultaneously, the umpire (or one of the players) must say
“One, two, three!” with all players turning over the cards on three.

Animals

Animals is a much louder version of Snap. To understand the basics of Animals,
see the preceding section, “Snap.” The major difference between Snap and
Animals is the way you call out for the cards.

Make sure that you have the following items to play Animals:

v Two or more players

1 A standard deck of 52 cards

v Pencils and scraps of paper
At the start of the game, each player selects an animal, preferably one with a
long and complicated name, such as duck-billed platypus or Tyrannosaurus

Rex. Each player writes the name on a piece of paper and puts it in the
middle of the table.

You shuffle the papers around, and every player takes one and then announces
the name of the animal. Play can then begin.

49
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When two players turn up matching cards, those players are the only ones
who can win the cards. They must each try to call out the other person’s
animal name first, and whoever succeeds wins both piles.

One Animals variation (sometimes called Animal Noises) calls for everyone
to select common animals, such as a cat or dog. To win the cards, the two
players who turn up matching cards must make the noise of her opponent’s
animal before he does the same. Whoever makes and finishes the noise first
wins the opponent’s pile of cards.

If you call out a name at the wrong moment, you concede all your played
cards to the player with the animal (or animal noise) you call out. Making the
wrong call or naming the wrong animal at the appropriate moment costs you
nothing but loss, because the other player is likely to beat you to the punch.

Slapjack

Slapjack involves physical agility rather than verbal dexterity and memory, so
make sure the players involved are active and eager. Young children can play
this game if they can tell the difference between a jack and a king or queen.

Assemble the following items to play Slapjack:

v Two or more players. A maximum of six is probably sensible or too
many collisions may result at home plate.

v A standard deck of 52 cards: Slapjack can totally wreck a deck of cards,
so don’t break out the collector cards you bought in Las Vegas.

The dealer deals out the entire deck, face-down and one card at a time, to each
player in a clockwise rotation. At the end of the deal, each player should have a
neat stack of cards in front of him. Make sure you don’t look at your cards.

Beginning on the dealer’s left, each player takes a turn playing a card face-up
onto a single stack in the center of the table.

Play continues peacefully until someone plays a jack. Whoever slaps the jack
first wins all the cards in the middle of the table and adds them to the bottom
of the pile in front of her. The player to the slapper’s left starts the next pile
by placing a card face-up in the center of the table.

Spirits run high in Slapjack, so you may need to define some rules before the
game starts:

v You turn over a card by turning it away from you so that you can’t peek
at it in advance. (This puts the turner at a slight disadvantage, but the
luck evens out things eventually.)
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v~ Rest your slapping hand on the table. Make the player who puts out the
card slap with her other hand, which must also rest on the table.

» When you can’t decide who slapped first, the hand closest to the jack
always wins the day.

If you slap the wrong card, you must give a card from your face-down pile to
the person who played the card you slapped.

After all your cards are gone, you aren’t automatically out of the game; you
stay in for one more chance, lying in ambush and waiting to slap the next jack
that gets turned over. At that point, if you fail to slap the jack, you're out. The
first player to get all the cards wins.

War is a great game for young children. The object is to acquire all the cards,
which you can do in different ways.

To play War, you need the following:

v Two players
v A standard deck of 52 cards

Start by dealing out the deck one card at a time, face-down, so that each player
gets 26 cards. Keep your cards in a pile and don’t look at them. Each player
turns over one card simultaneously; whoever turns over the highest card picks
up the two cards and puts them face-down at the bottom of his pile.

The cards have the normal rank from highest to lowest: ace, king, queen,
jack, and then 10 through 2 (see Chapter 1 for card-playing basics).

The game continues in this manner until both players turn over a card of the

same rank, at which point you enter a war. A war can progress in one of three
ways. [ start with the most benevolent version and work my way to the most

brutal:

v Each player puts a card face-down on top of the tied card and then one
face-up. Whoever has the higher face-up card takes all six cards.

v Each player puts three face-down cards on the table and one face-up
card, so the competition is for ten cards. This option speeds up the
game, which often drags a little — especially for children!

v Each player puts down cards depending on the rank of the tied cards. If
the equal cards are 7s, you each count off seven face-down cards before
turning a card over. If the equal cards are kings, queens, or jacks, you
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turn down 10 cards before flipping one up and squaring off. For an ace,
count out 11 face-down cards.

v~ If another tie results, repeat the process until someone achieves a deci-
sive victory.

If a player runs out of cards in the middle of a war, you have two possible
solutions: You lose the war and are out of the game, or you turn your last
card face up, and these count as your played card in the war.

Whoever wins the cards gathers them up and puts them at the bottom of her
pile. The first person to get all the other player’s cards wins.

You can play War with three players. The dealer gives out 17 cards to each
player, face-down. The remaining card goes to the winner of the first war. The
players simultaneously flip over one card each. The highest card of the three
takes all three cards. If two players tie for the high card, they each place
three cards face-down and then place one face-up, and the highest card col-
lects all the cards in the pile. If you have another draw at this point, you fight
another war. If all three players turn over the same card, a double war takes
place; each player turns down six cards and flips one up, and the winner
takes all.

Fish and Friends

The Fish family features three games: Go Fish, Authors, and Happy Families.
All three games have the same aim: Each player tries to make as many com-
plete sets of four of a kind as possible.

Go Fish

Get out yer fishin’ pole and head to the waterin’ hole — you’re about to go
fishin’ fer sets (four cards of the same kind).

To play Go Fish, you need the following:

v At least three players
1 A standard deck of 52 cards

Each player gets ten cards from the dealer. You pretend as you deal out the
full deck that you have one more player than you really do. With four players,
for example, you deal out ten cards (one by one, face-down, in a clockwise
rotation) in five piles. Add the two leftover cards to the pretend pile and
leave those 12 cards as the stock in the middle of the table. With three play-
ers, you have three hands of 13 cards and a stock of the remaining 13.
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Starting with the player to the left of the dealer, each player has the opportu-
nity of asking any other player at the table a question. This must be in the
form of “Do you have any Xs?” (X is the rank of card; 4s or queens, for exam-
ple.) The player asking the question must have at least one X to pose the
question.

If the person asked has an X or two, she must hand them over, and the ques-
tioner’s turn continues. The questioner can then ask the same player or any
other player if he has a card in a particular set. As soon as the questioner
completes a set of four cards, she puts the set down on the table in front of
her and continues her turn.

The game becomes more difficult if the responder only has to provide one
card from the relevant set, even if she has more than one queen, for example.
The questioner has to ask again and risks wasting a turn.

If the person asked has no cards of the rank specified in the question, he
replies “Go Fish,” and the questioner takes a card from the stock. The ques-
tioner’s go ends, whether she picks up the card she was looking for or not. If
the card that she draws from the stock completes a set, she must wait until
her next turn to put the set down on the table. The turn passes to the player
who sends his rival fishing.

Some play that if the card you draw from the stock completes any set in your
hand, or if you pick up the card you were unsuccessfully asking for, your turn
continues.

At the end of the game — which almost always occurs when all the cards are
in everybody’s hands and the stock has been used up — you count the sets.
The player who collects the most sets wins. However, if one player puts all
her cards into sets before the stock gets used up, she wins.

Authors

Authors resembles Go Fish in many ways, with a few interesting exceptions
that make it a far more subtle game.

At one time, people played Authors with special decks of cards bearing the
pictures of famous authors. These decks are coming back into fashion; try
thehouseofcards.com/kids/authors.html Or unclesgames.com.

The big difference between Authors and Go Fish is that the questions you ask
other players must relate to specific cards rather than to a type of card. For
example, you ask, “Do you have the & 7?” instead of asking for 7s in general.
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The other rules on asking questions are also quite specific:

v You can'’t ask for a card if you already have that card in your hand.

v You can'’t ask for a card unless you have at least one card of that set in
your hand.

P If you have two cards of a set in your hand, hearing someone else ask for a
third card in the set may pinpoint who has the cards you need. If player A
successfully asks player B for the 4 Q, for example, he now has two queens,
so you can collect them from him at your next turn if you get the chance.

An unsuccessful question means that the turn passes to the left rather than
to the player who unsuccessfully asked for a card. Just as in Go Fish, when
you complete a set, you place it on the table.
q\“\NG!
Y If you ask for a card when you have nothing in that set, if you fail to provide a
card when you're asked for it, or if you fail to put down a set as soon as you
can, you must give one set to the player to your left — a pretty severe charge!

When you run out of cards — because other players picked your hand clean
or because you've made your hand into sets — you’re out, and the game con-
tinues without you until all the sets have been completed and no one has any
cards left. Whoever has the most sets at the end wins.

Cheat

Children love Cheat (which is also called I Doubt It) because it gives them the

opportunity to develop their deceptive powers in a way that their parents

approve of. Most 