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Introduction by Peter Arnold
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For hundreds of years the standard pack of 52 playing cards has brought pleasure to millions all over the world. However, it wasn’t always so. As early as 1423 St Bernard of Siena, a Franciscan friar, in a sermon preached at Bologna described cards as ‘the invention of the Devil’. Some Puritans still call the pack ‘the Devil’s picture book’. In the 15th century in England, playing at cards became fashionable at Christmas, this being the only season during which the working classes were allowed to play with them. And in 1526, a Proclamation attempted to ban them altogether, despite Henry VIII’s well-known partiality for gambling at cards.


Nothing stopped the advance of card playing, however, and more and more games were devised. Some games described in this book have been played for centuries, while others are mere striplings of a few years’ existence. Some games at times seem to swamp all others: Bridge, for instance, and Canasta in the 1950s, while Poker is currently all the rage, especially on the Internet. Of course, old games disappear over the years, but enough remain for this book to include descriptions of 100 games, and many of those have variants which might double that number.


When people sit down to play cards the most important consideration when deciding what to play is the number of players. Some games are specifically for a certain number, others are designed for a certain number but can be played by more or fewer, while yet others can be played by any reasonable number. The descriptions in this book are headed by a panel which indicates how many players the game is best for and which other numbers can be accommodated. There is also an index of games arranged by number of players at the back of the book.


The introductory panel also gives an indication of the type of game. Games fall into many categories. The games which involve winning tricks (there is an explanation of tricks in the section Card Games Basics) are among the oldest of games. Whist and Bridge are among these, but there is also a whole family of trick-taking games in which the hands dealt are of five cards only. These include Écarté, Euchre and Napoleon. Another distinct family of trick-taking games, in which the object is to win tricks containing certain value cards, is based on the old game of All Fours. These games include Cinch and Pitch. The Hearts family, which includes Black Maria, is also a trick-taking family, but in this instance the object is mainly to avoid winning tricks carrying penalty cards.


Games which do not involve trick-taking often involve melding, in which the object is to acquire groups of cards, either cards of the same rank or cards of the same suit in sequence. These games are often called Rummy games, Rummy being the most popular, though certainly not the earliest. These games include Gin Rummy, Coon Can, Panguingue and the latest double-pack addition to the family, Canasta.


There are games which combine trick-taking with melding, and these are among the most interesting and rewarding of games. Bezique and Pinochle are two instances. Piquet is another game which combines trick-taking and melding, but it also has other features which make it unique and is, in the opinion of many, the best two-player card game of all.


Cribbage is another outstanding two-player game which combines melding, in the sense that points are scored for certain combinations of cards, with a counting system which makes it unique. The fact that it is said to have been given its final polish by an outstanding poet soldier who committed suicide at 33 adds some romance to playing it.


What is often called the Stops family is a collection of games in which players attempt to get rid of their cards while others try to stop them. Stops is another name for Newmarket, which is in this group, as are the Switch variations and the children’s game of Fan Tan.


Betting games are in a distinct class of their own. In these players bet on the strength of their hands. The most famous is Poker, in its numerous guises. The latest form of Poker to cause excitement is Texas Hold ’Em, with its million-dollar televised tournaments and its availability for players to play each other in groups on the Internet. A particular branch of gambling games comprises those in which there is a banker. Pontoon is the leader in this field. Other games are usually played in a casino, including Blackjack, which is the casino version of Pontoon, and games of the Baccarat family.


Card games for one, called Patiences in Great Britain and Solitaires in the USA, are very popular, and a variety of the best are included in this book.


There still remain plenty of games which do not fit exactly into the categories mentioned, including Skat, the national card game of Germany, Klaberjass, Casino, Calypso, two games from the East which – like the children’s games Old Maid and Pig – seek to find a loser to humiliate and which are called President and Shithead, not to mention others, all of which are excellent games which reward playing. All these are included in this book. The index at the back also lists games by alternative names, by type and by player type.


Despite the large number of card games worth playing, and the huge number of people who play card games, most players know probably fewer than a dozen, and even if they are regular players probably play no more than four or five. Most people learn games from friends, and it is no doubt difficult, even for regular players, to pick up the real essence of a game from a description in a book. With this in mind, this book attempts to describe games simply, with explanations of any technical terms used as it goes along. It also includes a large glossary at the end for quick reference if necessary. Where it is thought to be helpful, examples of games, or parts of games, are included which the reader can set up with a pack of cards and play out. To make this easier to follow, where there are four players, they are usually distinguished by the terms North, East, South and West, as is the custom in Bridge literature. Elsewhere, they are Players A, B, C and so on. Where the sequence of play is set out in trick-taking games, the card which wins the trick is underlined, and the player who wins the trick leads to the next.


In presenting a book which describes how to play card games, it should be pointed out that these games have evolved over time and that – except in a few instances where clubs or federations have drawn up rules to facilitate competitive play – there are no hard-and-fast rules. People might play the same game slightly differently in different parts of the street, let alone the world. This book explains what is thought to be best practice and often mentions the commonest variants from it at the end of each game, under the unimaginative heading of ‘Variants’.


It is hoped that the reader will try some of the games described which are new to him, and will like them enough to add them to his repertoire, and to play them at all times, not just Christmas.


Peter Arnold
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Accordion
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Accordion is the simplest of all patience games, so simple that it probably wasn’t invented consciously but just evolved, or – more accurately – just happened. It has acquired the name Accordion because it takes place in one line of cards that during the game tends to get longer and shorter, rather like the way an accordion does when it is being played.
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Aim


To end with all 52 cards in one face-up pile.


Cards


The standard pack of 52 cards is used.


Preparation


A single pack of cards is shuffled and held face down in the hand.


Play


Cards are turned over one at a time and played to the table. The first is dealt to the top left of the available playing space. The second card is played to its right and the third to the right of that and so on, so that the tableau, if it can be so called, is a single line of cards, or piles of cards.


A card that is played to the right of a card that it matches in either suit or rank can be packed upon it. Similarly, if a card matches in suit or rank a card third to its left, it can be packed upon it (ie the card will have to jump over two other cards). Those are the only two moves allowed. A move must always be made when possible. Sometimes a card can be packed in either of these two places, when the player must decide which of the two is preferable. Sometimes one move allows another, and the turn of one card might provoke several moves and shorten the ‘accordion’ accordingly.


When a card is the top card of a pile, then it governs the whole pile, and if it can be moved to the left it takes the whole pile with it – the pile should never be split. When a gap in the line is created by moving a card or pile forward along the line, then the card or cards to the right move to the left to close the gap. If the line gets so long that there is no space for further cards then a second line is started below the first, but the two lines must be considered as one continuous line.


The game ends when all the cards from the hand are dealt to the table. The game is won if there is only one pile on the table. If more, it is lost. 


Accordion is a difficult game to win, and can be very frustrating, as you can approach the end with perhaps only three or four piles on the table and then deal seven or eight cards in a line, none of which can be moved.


Example game


Suppose there is a line of five piles, as illustrated.
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The next card turned up is the ♣9. The ♣9 is played to ♣7, and that pile played to ♦9. Then ♣K is played to ♣9 and then to ♠K. The accordion is then reduced to two piles, headed by ♣K and ♦3. If the next card is ♦K or ♣3, then the piles would be reduced to one. Notice, however, that if in the position shown, the ♣9 had been played to the ♣K instead of the ♣7, the only other move possible would have been ♣9 to ♦9 and the accordion would be left with four piles instead of two.




All Fours
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All Fours is an ancient game from which others have been developed, such as California Jack, Cinch and Pitch. It is mentioned by Charles Cotton in The Compleat Gamester, published in 1674, as being popular in Kent and is referred to in The Pickwick Papers by Charles Dickens. It became popular in the USA in the 19th century, and was the favoured game of gamblers until displaced by Poker. All Fours is a simple game which nevertheless rewards careful play.
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Aim


To win the game by scoring seven points; points are scored for capturing certain cards during tricks.


Cards


The standard pack of 52 cards is used, the cards ranking from Ace (high) to 2 (low).


Preparation


Each player draws a card to determine the first dealer, the highest dealing. Thereafter each player deals in turn. The dealer shuffles the pack and the non-dealer cuts.


Each player is dealt six cards face down in two bundles of three, beginning with the non-dealer. The next card is turned up to indicate the trump suit. If it is a Jack, the dealer immediately scores one point.


Play



Begging When the deal has been made, the players look at their cards and the non-dealer has the option of either ‘standing’ or ‘begging’. If he says ‘I stand’, the turn up is accepted as trumps and the trick-taking phase begins.


Alternatively, the trump card can be rejected, and the non-dealer instead says ‘I beg’. This gives the dealer the option of accepting or rejecting the trump card. If the dealer accepts the trumps, he says ‘Take one’ and has to give the non-dealer one point for ‘gift’. The trick-taking phase then begins.


However, if the dealer also does not like the trump card, he says ‘I refuse the gift’ or ‘I run the cards’, which mean the same. Remember that if the non-dealer has six points, needing one to win the game, the dealer must always refuse the gift; otherwise he would lose immediately. 



Running the cards When the dealer runs the cards, the rejected turn up is discarded face down and each player is dealt another bundle of three cards face down, turning up the next card. If it is different from the rejected trump card it becomes trumps. If, however, it is the same suit as the rejected trump suit, it too is discarded face down as are the two bundles of three cards, without the players looking at them. A further three cards are dealt to each hand and a third face-up card is dealt to indicate trumps. If necessary, this exercise is repeated until a new trump suit is established (in the unlikely event of the pack being exhausted without the trump suit being established, the deal is abandoned). If the card establishing the new trump suit is a Jack, the dealer scores one point. (The dealer does not score a point if in running the cards the Jack of the rejected trump suit is turned up.)


The new trump suit cannot be rejected, and once it is established the players pick up the three new cards they have been dealt and add them to their hands. They now each hold nine cards and have to reduce their hands to six by discarding three face down.



Trick-taking The trick-taking phase now begins, with the non-dealer leading to the first of the six tricks; for an explanation see tricks and trick-taking. A trick is won, as usual, by the higher trump it contains or the higher card of the suit led. In a departure from most trick-taking games, the second player is allowed to trump even if able to follow suit. The player cannot discard, however, if a card of the suit led is held – the player must either follow suit or trump. If unable to follow suit, the player can trump or discard as desired. If trumps are led, the second player must follow suit, if able to. The winner of a trick leads to the next.


When all six tricks have been played the scores are calculated in the order below.



Scoring Four main points are at stake in each deal, hence the name All Fours. The four points are scored as follows:






	High

	for winning the highest trump in play;







	Low

	for winning the lowest trump in play;







	Jack

	for winning the Jack of trumps, if in play;







	Game

	for winning the highest value of scoring cards in tricks, the scoring scale being








[image: image]


If the players have an equal count the non-dealer scores the point.


Of course the player dealt the highest trump in play must win the point for High, since he must win a trick with it. If there is only one trump in play it wins the point for both High and Low. Similarly, if the Jack of trumps is highest or lowest trump, it wins the point for High or Low as well as for Jack, and could in fact win all three points. If the Jack is not in play, the point for Jack is not scored, meaning that only three main points are scored in that deal.


The winner is the first to seven points, the main points after each deal being taken in the order High, Low, Jack, Game, except when Jack is turned up as the trump indicator, in which case the dealer scores for it immediately. Another point can be scored immediately during the deal for gift, as explained above.


It sometimes happens that a player will ‘count out’ during a deal (for example, if a player on six points holds the Ace of trumps, he must win the point for High, which is counted first, and therefore must win). In that case, most players prefer not to play out the deal.


Example hand


The cards are dealt as shown in the illustration, with ♣4 turned up to indicate the trump suit.
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After the deal the non-dealer begs, as he holds only one middling club. The dealer, who holds no trumps, refuses the gift and runs the cards as illustrated below.
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Diamonds is the new trump suit, and the players pick up their extra three cards. Diamonds is excellent for the dealer, as he already holds ♦A, J, 9. With these he keeps ♥10, 7,3. His policy is to lead hearts and hope to make at least ♦A, J and ♥10, which should ensure he gains at least three, and probably four, points. The non-dealer keeps ♦6, 3, ♠A, 9, ♥K, Q. The final hand of each player is shown below.
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The non-dealer leads to the first trick and play proceeds as follows:
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On the first lead, the dealer made sure of a point by playing the Jack of trumps, and followed his policy by leading ♥3. The non-dealer, instead of winning the trick with his ♥K, decided to trump with ♦3, which would be likely to gain him a point for Low. He then led ♠A, which the dealer took with ♦9, leading another heart, which this time drew ♥K. Now the non-dealer led his last heart, which the dealer trumped with Ace, and then led his ♥10, expecting it to win. Unfortunately, the non-dealer had a trump left and won the last trick.


So the deal ended at two points each, with the dealer scoring for High and Jack, and the non-dealer for Low and Game, his count for the game being 13 to 11.


Where the dealer, who had much the better hand, went wrong, was not so much in his play of the cards but in the choice of his hand. He would have done better to have discarded the ♥10, because no matter what other cards he held with his three trumps, he would have won the point for Game


Variants


In the original game of All Fours, the point for Low was awarded to the player who held the lowest trump in the deal, rather than to the player who won it in the trick-taking phase, and in many books this is still how the game is described. However, the game is obviously better if the point is awarded to the player winning the card, rather than to the one fortuitously dealt it, and that is how modern players play it, and how the game is described above; some books might describe the above game as a descendant of the original game.



Three-handed All Fours In this variation there are three players, who play as individuals. Only the dealer and the eldest hand (the player on the dealer’s left) look at their cards after the deal. The eldest hand has the option of standing or begging, as described, and the dealer of playing with the original trump or running the cards. Only when the trump is established does the third player pick up his cards. If the cards have been run, all players reduce their hands to six cards and play proceeds as above.


When there is a tie in the count for Game, if it is between the dealer and a non-dealer, the non-dealer gets the point; if between the two non-dealers the point for game is not scored.



Four-handed All Fours This variation for four players is played in two partnerships, partners sitting opposite each other. The dealer and the eldest hand only take part in the determination of the trump suit. The other players do not pick up their hands until the trick-taking phase begins when all players, if necessary, reduce their hands to six cards. The partners’ tricks are combined for scoring purposes, so scoring is the same as in the two-handed game.




Baccarat
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Baccarat is the ultimate gambling game, at which in the golden days of the casinos at Deauville and Monte Carlo in the 1920s fortunes were literally made and lost on the turn of a single card. It is a very simple game, of practically no skill, designed to redistribute vast sums of wealth quickly in casinos. Invented in France in the 19th century, it became popular in casinos and was played by the rich and aristocratic, thus gaining a glamorous image.


Baccarat is basically a two-handed game, between the banker (also the dealer) and the non-dealer. In the basic game described the casino provides the bank and the banker. The players, who bet against the bank, do not take an active part in the game, except for one who acts for them as a whole, usually the player who has made the biggest bet. The game is often called Baccarat-banque, because the casino is the bank and provides the dealer, or Baccarat à deux tableaux, because the dealer plays against two other hands simultaneously, represented by tableau one and tableau two.
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Aim


To hold a hand of a higher point value than that of the banker.


Cards


Six standard packs of 52 cards are normally used.


Preparation


The players seat themselves around the table in the twelve numbered places. If more wish to play they stand behind those seated. The banker and a croupier (who deals with the disposal of stakes and cards) sit or stand as shown opposite.


After shuffling, the cards are placed in a sabot, or dealing shoe, with a marker placed before the tenth card from the back, these last cards not being used.


Players may bet that tableau 1, tableau 2 or both will beat the banker. Stakes are placed in the spaces marked 1 or 2 on the table respectively. The croupier will place stakes for players who cannot reach the appropriate space. A player may bet that both tableaux will beat the banker, and the stake for this is placed on the line between 1 and 2; the player wins if both tableaux beat the banker, loses if both lose and retains his stake if one wins and the other loses. This bet is called à cheval.
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Play


When all bets are placed, the dealer deals one card at a time from the sabot, beginning with tableau 1 (to his right) then tableau 2 (to his left) and then to himself, until all three hands consist of two cards.


All cards count their pip value, with Ace counting one and court cards ten. The values of the two cards are added together to obtain a ‘point’, but if the value exceeds ten, the second digit only of the sum counts as the point. Thus a 7 and 6, which equal 13, count as a point of 3. A King and a 5 give a point of 5 (10+5 = 15), a 6 and a 4 a point of zero. The highest point possible is therefore 9.


A two-card hand with a point of 9 is known in French as le grand, and is the best hand possible. A two-card hand with a point of 8 is le petit, which beats everything except le grand. British and US players call these hands ‘naturals’ – natural 9 and natural 8.


In certain circumstances, described below, a player or banker will draw a third card, his point being calculated in the same way, by adding the values of the three cards and taking the second digit, if necessary.


Once the initial cards have been dealt, the players representing each tableau and the banker then look at their cards, and if any holds a natural 9 or 8 the hand is exposed, since these cannot be beaten, and wins immediately (except that, of course, a natural 8 loses to a natural 9). Otherwise the hands are replaced face down.


If the banker does not have a natural, he must deal in turn with the two hands against him, beginning with tableau 1. The player representing tableau 1 must state whether he wishes to stand with the point he has, or draw a third card. With all points except 5 he has no choice (he is, of course, only representative of all the players who have bet on tableau 1). He must choose to stand with a point of 6 or 7 and draw with a point of 0, 1, 2, 3 or 4. This has been worked out as the best strategy, anyway, and is called the Table of Play. Only with a point of 5 has he a choice; it has been estimated that it is slightly better in this situation to stand than to draw. 


A player who draws a third card has this dealt face up, but leaves the two cards previously dealt to him face down on the table, so only he knows his final point.


Having dealt with tableau 1, the banker repeats the process with tableau 2, and then must consider his own hand. The banker also has a Table of Play which, like that for the player, sets out the optimum play, but in his case it can only be advisory, since the banker is playing against two opponents at once, and the Table of Play might indicate drawing against one and standing against the other. In practice, of course, the banker will estimate which tableau is carrying the higher stake, and follow the Table of Play as if playing against that hand only. The banker’s Table of Play is set out here, and applies also to the Chemin de Fer variant which follows.


Banker’s Table of Play for Baccarat and Chemin de Fer
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Note: The banker always draws on 0, 1 and 2, stands on 7 and exposes a natural on 8 or 9. If the player does not draw, the banker is advised to stand on 6 and draw on 3, 4 and 5.


When all hands are complete, with either two or three cards, they are exposed, and the players win or lose according to whether their point is higher or lower than the banker’s. The side, banker or player, with the higher point is the winner, with the proviso that a natural 9 or 8 beats any three-card point. If they win, they win the amount of their stake, and if they lose, they lose their stake. Where the banker’s and player’s hands are equal, the player retains his stake.


Variants



Chemin de Fer Chemin de Fer is played in casinos on a table with a different layout. The main difference from the parent game is that the players themselves hold the bank in turn, with the casino charging a commission. This is the version of the game most suitable for play at home, as it can be managed without the refinements of the casino table and the croupier to manage the settlement of the bets. In a casino the sabot is passed round the table, stopping at each player as a train might at each station, hence the name Chemin de Fer, the French for ‘railway’. The sabot will usually contain at least six packs with a marker placed towards the back so that not all are used. For games among friends at home, of course, a single pack shuffled after each deal might be regarded as acceptable.


The first banker can be chosen in two ways. Either the player willing to put up the biggest bank becomes the banker, or the banker can be chosen by lot, whichever the players prefer. The banker places the amount of the bank before him.


The game is a straight two-handed contest between banker and players. The players place their stakes in front of them, beginning with the player to the banker’s right. That player may bet any amount, up to the amount of the bank. The next player does likewise and so on until the total of the players’ stakes is equal to the bank. It follows that some players may not get the chance to bet on every hand. If when all players have made their bets the amount in the bank is not covered, the surplus is removed by the banker.
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There are, however, three ‘preferential’ bets allowed. Before the deal any player may call ‘banco’, which allows that player to bet the whole of the amount in the bank himself. If two or more players wish to call banco, the precedence goes to the player nearest to the banker’s right. The second preferential call, which has precedence over all others, operates only after a call of banco. If the caller loses his bet and the banker collects the stake, which thereby doubles the size of the bank, the loser is entitled to call ‘banco suivi’, which allows him to bet the whole amount of the bank again. After this he may call banco again, but his status is only that of the other players.


The third preferential call, and the third in rank, is ‘avec la table’. This allows the caller to bet half the value of the bank, the other players being at liberty to bet the remainder as normal.


When all bets are made the banker deals the two hands face down, one card at a time, to players and himself alternately, so that both hands are of two cards. The player placing the highest stake holds the cards for players.


As described in Baccarat, above, the aim is to have the highest point, ie that closest to 9. Banker and player look at their hands and expose them if a natural 8 or 9 is held, which settles bets immediately. Otherwise, the rules for standing or drawing apply as for Baccarat, ie the player drawing with 0, 1, 2, 3 or 4, standing with 6 or 7 and having the option with 5, while the banker must then stand or draw according to the Table of Play set out above. However, there is one exception, which occurs when ‘banco’ or ‘banco suivi’ has been called. It arises from the fact that the player in these cases is playing only for himself and not for all the players as a group. In this case, some casinos allow both player and banker to ignore the rules and draw or stand at their discretion, a practice known as ‘faux tirages’, or ‘false draws’. Players in private games must decide in advance whether to allow them.


As in Baccarat, when the hands are complete they are compared, and if the players win they are paid from the bank, which eliminates it, or they pay the bank, which doubles it. When the bank is eliminated the player to the right of the banker becomes the new banker, if he wishes, and places an amount on the table to form the bank. If that player declines to be the banker, the bank passes to the player to the right and so on.


A banker who wins can either withdraw the bank with his winnings and pass the opportunity to be banker to the right, or retain the bank, in which case the whole of it remains for the next deal. The player is not allowed to withdraw part of it and carry on with the rest, unless in a casino and the bank exceeds the casino’s limit.



Punto Banco Punto Banco is a simplified version of Chemin de Fer that is popular in casinos. It is an automatic game of chance with no options at all. Up to twelve players sit at spaces marked, and there are two spaces for croupiers. One croupier deals and the other plays the players’ hand. Each player in turn is given the opportunity to play the banker’s hand. Thus the names ‘players’ and ‘bank’ have no significance other than to give a name to the two hands. Nobody is required to put up a bank and players make the simple choice of which side will win; they will either lose their stake to the casino or be paid out by the casino accordingly.
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A player makes bets by placing a stake of any amount between the casino’s limits in the spaces provided. A bet on punto, or players (in some casinos the table is marked ‘players’ instead of ‘punto’), is placed in the big numbered box before him, while a bet on banco, or bank, is placed in the smaller box corresponding to his number.


A croupier deals from a sabot the two hands of two cards, one at a time. The players’ hand is dealt to the croupier opposite and the bank’s hand to the player whose turn it is to play it. As in the two versions described above, the aim is to obtain the closest point value to 9. However, neither side has any options, and both must obey the Table of Play:


Player’s Table of Play for Punto Banco
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Banker’s Table of Play for Punto Banco
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Note: If the player does not draw, banker draws on 0, 1, 2, 3, 4 and 5, stands on 6 and 7, and exposes his cards on 8 and 9.


Bets are settled when both hands are completed. Bets on punto, or players, are settled at a straightforward even money, or 1–1, but on banco, or bank, at odds of 19–20 ie at 5% less than 1–1. It has been estimated that the bank hand has a 1.34% advantage over the players’ hand when the likelihood of it winning is calculated, which means that players betting on the players’ hand are conceding the casino a 1.34% edge, while those betting on the bank hand are conceding 1.20%. The bank hand is therefore the slightly better bet.




Beggar My Neighbour
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Beggar My Neighbour is a very simple children’s game – often the first game that children learn – and probably arises from an early gambling game. There is no skill involved and the outcome depends entirely on luck.


 


[image: image]


Aim


To capture all the cards in the pack.


Cards


The standard pack of 52 cards is used.


Preparation


A dealer is chosen by any method. The cards are shuffled and dealt clockwise face down, beginning with the player to the dealer’s left, one at a time to all players including the dealer until all the cards are exhausted. It does not matter if some players have more cards than others.


Play


The players take their cards into their hands, holding them in a face-down pile. Beginning with the player to the dealer’s left, each player plays the top card of his hand face up to the table one on top of the other to form a central pile. There are 16 honour cards: the Ace, King, Queen and Jack of each suit. When an honour is played, the following player has to cover it with a specific number of other cards:
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If while doing this he deals an honour, then the following player has to cover the new honour at the same rate: four for an Ace and so on. If an honour is played and the required number of cards are played to it without another honour appearing then the player of the honour takes the whole of the pile from the table and adds them face down to the bottom of the stack of cards in his hand. The player nearest his left then begins a new round of play.


A player who has played all his cards to the table retires from the game. If he runs out of cards while fulfilling the obligations in playing to an honour, then the player of the honour takes the pile as usual.


Gradually the players are knocked out of the game one by one, until only one is left and is declared the winner.




Belvedere
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Belvedere is a very simple patience game with an attractive layout, which takes only about five minutes to play. It is annoying in that it rarely comes out, but satisfying in that progress is maintained until only a few cards are left.
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Aim


To end with four piles of cards, irrespective of suit, in sequence from Ace up to King.


Cards


The standard pack of 52 cards is used.


Preparation


Any Ace is picked from the pack and played to the centre of the table to become the first foundation card. Twenty-four cards are then dealt to the table face-up in bundles of three and arranged in eight fans. If a King appears in any fan, it is moved to the bottom (ie the left) of the fan. This forms the tableau. The next three cards are then dealt face up in a row below the tableau. These form the first three cards of the reserve. The remaining cards form the stock, which is taken into the hand face down.


Play


The other three Aces must be released and played to the centre as foundation cards, and then all four Aces built on in ascending sequence, regardless of suit and colour, to the four Kings. The cards available to be built to the foundations are the top cards (ie the right-hand cards) of each fan and the three cards which top the reserve piles.


In addition, the top card of any fan may be packed on the top card of another fan in descending order of rank, irrespective of suit or colour. The top cards of the reserve piles may also be packed onto fans in the same manner. Only one card may be played at a time.


When all the cards in a fan have been played to a foundation or another fan, the space in the tableau is not filled.


After the initial layout, when all the moves initially possible have been made, three cards are dealt face up to the reserve, to cover each card or to fill any vacancies. All moves that now become possible are made, and another three cards are then dealt to the reserve. When all the cards in the stock have been dealt (there will be nine deals), the player builds any exposed cards he can to the foundations and wins if he can end with four piles headed by the Kings.


Example game


The cards are dealt as in the illustration.
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The ♦A is played to a place in the foundation row. The ♣J is packed on the ♥Q, followed by the ♦10, and the ♥9. The ♣2 is built to the foundation followed by the ♦3 and ♣4. The ♣7 is packed on the ♦8, followed by the ♠6. The ♦5 is played to the foundation from the reserve and the ♠6, ♣7 and ♦8 are built on it. The ♥9, ♦10, ♣J and ♥Q follow. The ♠Q is packed on the ♥K, followed by the ♦J. The ♥2 can be built to a foundation, followed by the ♥3 and ♥4. The ♥10 is packed on the ♦J, followed by the ♣9. The ♣8 is packed on the ♠9 and the ♦7 from the reserve is played to it. The ♣5 is built on the foundation.


This exhausts the moves possible, leaving only three fans in the tableau and one card in the reserve. The next three cards from the stock are now played to the reserve, two to the empty spaces and one to cover ♠J which remains there.


Let us suppose these cards are the ♦9, ♠5 and ♣6. Several more cards could now be built to foundations, including a King. However, it is best not to play Kings to the foundation immediately, but to leave them in the tableau. This allows the next King to appear when dealt to the reserve from the stock to be played immediately to a foundation rather than blocking a reserve pile, which will make the game almost impossible to get out.




Bezique
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Bezique originated in 19th-century France, and attracted little notice when first mentioned in the UK in 1861, but it became the fashion when discovered by Queen Victoria’s son Alfred, Duke of Edinburgh, soon afterwards. Pinochle, which developed from it, became extremely popular in the USA but both games faded somewhat with the craze for Bridge in the 20th century. It remains, however, an entertaining game.
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Aim


To score the most points.


Cards


Two standard packs of cards, preferably identical, are used, from which are removed the 6s, 5s, 4s, 3s and 2s, leaving a pack of 64 cards. The cards rank Ace (high), 10, King, Queen, Jack, 9, 8, 7 (low).


Preparation


Players cut the cards to determine the first dealer, and the player with the lowest card deals. The dealer shuffles and the non-dealer cuts the pack.


The dealer deals eight cards to each player, in bundles of three, two and three, beginning with the non-dealer. The next card is turned over to denote trumps, and placed in the centre of the table. The rest of the pack is placed face down beside it to form the stock. If the trump indicator is a seven, the dealer scores ten points for it.


Play


The non-dealer leads to the first trick, and subsequently the winner of the trick leads to the next; for an explanation see tricks and trick-taking. There is no requirement until the end-game (see End-game, below) to follow suit to the card led; any card may be played. If two identical cards are played, then the card led takes the trick.


The winner of the trick can ‘declare’ (see Scoring, below) any of the point-scoring combinations in the table. He then places the two cards forming the trick to one side for later examination for brisques, and takes the top card of the stock into his hand. The loser of the trick takes the next card from the stock and the winner of the trick leads to the next. In this way each player’s hand continues to be of eight cards, although any number of these might be laid on the table in declarations.


Cards laid on the table in declarations remain part of the hand and any of them can be played at any time in the trick-taking phase. The winning of a trick does not score, except in so far as it might contain a brisque (to be scored for later), but the winning of tricks is necessary to declare combinations.



Scoring Points are scored in various ways, mainly by declarations. Upon winning a trick a player may declare a point-scoring combination of cards by placing them on the table in front of him. These combinations are in three categories: beziques, sequences and quartets. Only one declaration can be made at a time – a player holding two or three must declare them one by one separately by winning two or three tricks.


Either player, on winning a trick, may exchange the trump 7 (known as dix, pronounced ‘deece’) for the upturned trump card and score ten points, or may declare the trump 7 and score ten points.


A final way to win points is to take an Ace or a 10 in a trick. These are known as brisques, and each Ace and 10 scores ten points, which are added to the score at the end of the deal.


The scores for these are also set out in the table overleaf.


A card may be used in two or more different declarations. For example, a player who declares the ♠K, Q as a marriage and, while they are still declared on the table, acquires the ♦J, may add this to the ♠Q and declare bezique. Similarly, a card declared in a marriage, while still on the table, can be used in the declaration of a quartet or sequence. However, once a card declared has been played, it cannot be retrieved or replaced. For example, if ♦K, Q is declared as a marriage, and the player subsequently plays ♦K, leaving ♦Q temporarily on the table, the player cannot, if he should then acquire the second ♦K, add it to the ♦Q to score a second marriage. No card can be used twice for the same declaration.


A double bezique scores 500 only if all four cards are declared at one time. However, if a single bezique is declared for 40, and while the cards are still on the table the player of it plays a second bezique for 40, that player can, on the next trick he wins, add the two together and score 500 for double bezique.


The sequence of A, 10, K, Q, J of trumps scores 250. Note that this includes a royal marriage, but the player of it does not score an extra 40 for royal marriage. However, if he declares a royal marriage (K, Q of trumps) for 40, and subsequently on winning a later trick adds A, 10, J, the whole 250 is then scored for the sequence.


Table of combinations and scores for Bezique
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End-game After 23 tricks have been played, there will be two cards left in the centre of the table – the last card of the stock, face down, and the face-up trump indicator, which will usually be the 7, it having been exchanged for the original trump indicator. The winner of the last trick of this phase now takes the last of the stock into his hand (with which he can make a last declaration) and the loser the last trump.


No further declarations can now be made, so players take any of their cards on the table in declarations into their hands, which will still consist of eight cards each. They now play off the last eight tricks but the rules are very different.


Now it is not only obligatory to follow suit to the card led, but if possible to win the trick by playing a higher card in the suit. If no cards in the led suit are held, the player must trump. Only if it is impossible to follow suit or trump may he discard. Discarding or playing a lower card in the suit led (because he doesn’t have a higher one) are the only ways to concede the trick to the leader.


Tricks taken are added to each player’s pile of tricks won, and the winner of the last trick scores ten points.


Each player then checks his tricks won, adds up his points for brisques (the two players share 160 points for brisques) and adds his score to the points already scored for combinations, etc. If only one hand is played, the player with the higher score wins, otherwise the non-dealer for the first hand deals for the second.


The winner is the player with the most points, or, in a series of games, who is the first to reach a certain number of points agreed beforehand; 1,000 or 2,000 are suggested as totals for a shorter or longer game.


Example hand


Hands are dealt as in the illustration.
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The ♦A is turned up as trump indicator. The dealer starts with much the more powerful hand, including a royal marriage. Play proceeds as follows:
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Before drawing the cards the dealer declares royal marriage by placing ♦K, Q on the table and scoring 40 points.
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Things are going very well for the dealer, who has three Aces and three Kings, and no cards he really wishes to lead. The non-dealer needs to win a trick to exchange his ♦7 for ♦A, and score 10 points.
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The dealer now has four Kings.
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The dealer declares his four Kings and scores 80.
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The non-dealer at last wins a trick and exchanges ♦7 for ♦A.
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The non-dealer is now holding three Aces, a royal marriage, and needs ♦J for sequence.
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The dealer declares four Aces for 100 points.
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The non-dealer sacrifices ♠Q (and chance of bezique) in order to declare four Aces. The non-dealer scores 100.
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The non-dealer declares royal marriage for 40 points.
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The non-dealer scores 10 points for playing ♦7.
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The dealer now has bezique, the non-dealer three Queens.
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The dealer declares bezique and scores 40 points.


[image: image]


The dealer declares common marriage ♠K, Q for 20 points.
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The non-dealer now has sequence and is anxious to declare it. Holding both Aces of trumps, he is certain to win the next trick.


[image: image]


The non-dealer declares sequence and scores 250 points.
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The non-dealer now has four Queens, but to declare them must win the last trick of this phase.
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The non-dealer declares four Queens for 60 points, and takes the last card, ♠7, into his hand, while the dealer takes the upturned trump indicator, ♦7.


The end-game now takes place, with the non-dealer, having won the last trick, leading first. Knowing both Aces of trumps have been played, he knows ♦10, K will win the first two tricks and reduce the dealer’s trumps.
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The non-dealer scores 10 points for making the last trick. The scores so far are the dealer 280 and the non-dealer 480. When the brisques are counted, the dealer scores 60 points to the non-dealer’s 100, the final scores for the hand being the dealer 340 and the non-dealer 580. The non-dealer’s achieving sequence near the end made all the difference.


Variants


Some players prefer to change the suits of the bezique cards if spades or diamonds are trumps. If spades are trumps, bezique is ♣Q, ♦J, if diamonds are trumps bezique is ♠Q, ♥J. Others prefer ♣Q, ♥J to form bezique if either spades or diamonds are trumps.


Some players do not turn up a card to denote trumps at the beginning of play. The game is played without trumps until a marriage or sequence is declared, whereupon its suit automatically becomes the trump suit, and the marriage or sequence is scored accordingly. The seven of trumps has no special properties and dix is not scored.



Bezique for three players Three packs shorn of 6s, 5s, 4s, 3s and 2s are used, ie 96 cards. Players play as individuals. The winner of a trick draws first from the stock, the player on his left second, and the remaining player third. A new, albeit rare, combination, triple bezique, becomes possible and scores 1,500 points. After each hand, the deal passes to the left. Game is usually first to 2,000 points.



Bezique for four players Four shortened packs are used, ie 128 cards. Players play as individuals in the same way as for three-player Bezique. The new (very rare) combination available, quadruple bezique, scores 1,500, as for triple bezique, but of course a player can score single, double, triple and quadruple beziques in separate declarations.



Rubicon Bezique Rubicon Bezique is for two players, using cards from four shortened packs (ie 128 cards). Differences from the standard game are that each player is dealt nine cards instead of eight, in three bundles of three. There is no turnup for trumps, and play is without trumps until the first marriage (or very rarely a sequence, which of course includes a marriage) is declared, upon which its suit becomes trumps. There are additional scores: 1,500 for triple bezique, 4,500 for quadruple bezique and 150 for a sequence (A, 10, K, Q, J) in a plain suit. There is also a new score for carte blanche. A player with a hand without a court card (K, Q, J) scores 50 points by showing it to his opponent. Thereafter he may score another 50 points after each draw in which he fails to draw a court card by showing the drawn card (A, 10, 9, 8, 7). Once he draws a court card, he cannot score again for carte blanche. Brisques are not scored, except to break a tie at the end of the game, or to assist the loser to reach the rubicon (see below).


There are also differences in the play. If a player declares a combination, and later plays one of the cards from it, he may later, having won a trick, play a replacement card to the same combination, and score for it again. Similarly, if a player has two identical marriages on the table, and plays, say, one of the Queens, he may on a subsequent declaration switch the other Queen to the lonely King and score for another marriage. Should there be three identical marriages declared, after playing one of the cards the player may make on subsequent declarations four other marriages if he pairs the remaining monarchs in all the possible marriages. The winner of the last trick scores 50 instead of 10.


The game is of one deal only, and at the end, each player works out his points total and rounds down to the nearest 100 (for example 1,440 rounds down to 1,400). If the rounded down totals are equal, each player counts his brisques (Aces and 10s won in tricks) and adds the total to his original scores, which is again rounded down to the nearest 100. If the totals are still level, the player with the higher original score rounds up instead of down to give a difference between the two players of 100.


The winner of the game scores the difference between the two totals plus 500 for winning. However, if the loser fails to reach the rubicon of 1,000, he is penalized twice, and loses by an extra 500 points, that is by the difference in totals plus 1,000. This applies even if the winner, also, fails to pass the rubicon. However, if the loser fails to reach the rubicon with his original score, he is entitled to add on his brisques, in which case the winner does, too. If the loser’s rounded down total now reaches 1,000 or more, he is not rubiconed and does not have the extra 500 points added to his losses.


The actual margin of victory will not be important to non-gamblers, who might be satisfied by just winning without needing to work out the exact margin of victory.



Rubicon Bezique for four players Six packs, without 6s, 5s, 4s, 3s, and 2s are used, ie 192 cards. Two pairs play in partnership. After the cards are shuffled and cut, the dealer plays 24 cards face down to the table to begin the stock, and places a marker on the top card, the purpose being to warn players when the stock is near exhaustion. Four hands of nine cards are then dealt to all players in bundles of three, the remainder of the cards being placed face down on top of the marker to complete the stock.


The differences with the game for two players lie in scoring and declaring. The points score differences are:
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The game bonus to be added to the difference in scores is 1,000 points, to be doubled if the rubicon of 2,500 is not reached.


Differences in the play arise from the partnership principle. A player winning a trick may declare a combination which uses cards already declared by his partner, for example if the partner has declared a bezique of ♠Q, ♦J, he can declare ♠K for a marriage or even another ♠Q, ♦J for double bezique. Indeed, since a player has only nine cards, quintuple or sextuple bezique can be scored only in partnership. Also a player winning a trick may offer the chance it gives him to declare to his partner (but cannot claim it back if his partner declines). Needless to say, partners must not make signals to each other in this respect.


Each deal is a complete game and the deal, and the order of playing to the tricks, passes to the left.



Chinese Bezique Chinese Bezique is a variation developed in the early 20th century and is possibly the most popular version of the game. It was a favourite of Sir Winston Churchill, who was said to be very good at it.


Chinese Bezique is for two players using six of the shortened packs, ie 192 cards. Players cut for choice of deal and higher has choice (in this and this only, the 10 takes its normal place between Jack and 9). The non-dealer has a slight advantage, so the winner usually passes the deal to his opponent. The dealer shuffles (a difficult task with 192 cards). The non-dealer cuts. The dealer then takes up a batch of cards from the top of the pack, trying to pick up 24, because if he succeeds he will score 250 points. When he has picked them up, the non-dealer guesses how many he has picked up. The dealer then deals 12 cards to each hand, one at a time. If he deals exactly the cards he picked up, he scores 250; if he falls short or has some over, he must either take more from the stock or return some. In both cases the number of cards he picked up is calculated, and if the non-dealer guessed right, he gets 150 points.


There is no turn-up for the trump suit, which is determined by the first marriage or sequence declared. Usually the declaration bezique requires the Queen of the trump suit with a Jack as follows: ♠Q with ♦J ♦Q, with ♠J, with ♥J, and ♥Q with ♣J. Bezique, naturally, cannot be declared before the trump suit is established. Some players prefer to have ♠Q and ♦J as bezique no matter the trump suit.


There are additional declarations:
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There are no special scores for quintuple or sextuple bezique. An extra score is 250 for taking the final trick. Brisques are not scored, making it unnecessary for players to keep their tricks, which are left in the centre of the table.


As described in Rubicon Bezique (which differs from the basic game), declarations can be repeated with replacement cards when a card has been played from the table.


The play is as in Bezique, with players being able to play any card they wish and drawing from the stock as usual. When the last two cards have been taken, players take their declared cards into their hands and play out the final twelve tricks as the rules for the Bezique end-game, players having to follow suit if possible, to trump if possible if unable to follow suit, and having to win the trick if they can.


A game is of one deal, and the player with most points wins. Both scores are rounded down to the nearest hundred, and the winner wins the difference in scores plus 1,000. If the loser does not reach 3,000 points he is rubiconed and the winner adds the loser’s points to his as well as the 1,000 bonus.



Fildinski Fildinski is also known as Polish Bezique. It is a game many prefer to Bezique, claiming it as being more skilful. It is different from other games in this section in that declarations are made not from hand, but from cards won in tricks.


The game is for two players, using two of the shortened packs, ie 64 cards. The deal, with the turn-up for determining trumps, and the value of the combinations are the same as for Bezique. Dix is scored in the same way, the first to obtain a 7 of the trump suit scoring ten points and having the option of exchanging it for the trump indicator, the holder of the second 7 of trumps also scoring ten points. Brisques also have the same value but are scored immediately as won in tricks, rather than totalled up at the end of the first trick-taking phase. Players have eight cards in each hand, as in Bezique, and the rules governing the two phases of the trick-taking are the same.


The big difference comes in the trick-taking phases. A player winning a trick does not lay the two cards aside for examination later, but lays down on the table any cards from that trick which might prove of value in declaring combinations. Other cards (ie 9s, 8s and plain suits 7s) are put to one side face down. A winner of a trick may use either or both of the cards in the trick to combine with any of his cards on the table to make a declaration and score for it immediately. The cards remain on the table throughout, and are not part of the players’ hands as they are in Bezique. After each trick players replenish their hands from stock, winner first, as in Bezique, so that their hands remain at eight cards. Cards in hand are not used in declarations. The winner of the last trick which exhausts the stock scores ten points (a departure from Bezique, where the points go to the winner of the last trick of all). The player who picks up dix as the upturned trump indicator does not score ten points for it.


The play of the last eight tricks is as in Bezique: players must follow suit or trump if possible, and win the trick if they can. However, in another departure from Bezique, the player who wins a trick can continue to use the cards to make declarations right up to the end. The deal changes with each hand, and the winner is the first to 2,000 points. Points are scored more quickly than in Bezique, as the cards suitable for combinations always remain available to one or other player and are not put to one side when played to a trick, as in Bezique.




Bisley


[image: ]


 


Bisley lends itself to some skill, as choosing whether to pack up or down in the tableau can influence the outcome. It will often be successful.
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Aim


To end with all the cards stacked in ascending suit sequences from the Aces upwards, or in descending suit sequences from the Kings downwards; it does not matter where the two sequences divide.


Cards


The standard pack of 52 cards is used.


Preparation


The four Aces are placed in a row to the top left of the space for the tableau, leaving space for a row of cards above them. The remaining cards are shuffled and dealt face up, the first nine to the right of the Aces, and the rest in three rows of 13 beneath.


Play


All cards at the foot of a column are available for play or to be played on.


The Kings and Aces are foundations, and when Kings become available they are played to the space above their respective Aces. Cards available are played to their foundations, in ascending suit sequence on the Aces and descending suit sequence on the Kings.


In addition any available card can be played in ascending or descending suit sequence, according to choice, to cards at the foot of the columns. When a card is played from the foot of a column the card above it becomes available. A column which is cleared is not replaced.


Example game


In the layout illustrated opposite, the ♥2 and ♣2 can immediately be played to their respective Ace foundations, and the ♠K can be played to its foundation space above the ♠A. The ♥8 can be packed on ♥9, followed by ♥7 and ♥6, releasing the ♦K to be played to its foundation spot. The ♦7 can be played to the ♦8, the ♠6 to the ♠5 and the ♣10 to the ♣9. This releases the ♣K to its foundation. The ♠10 can be packed on ♠9 and the ♣Q can be played to its King foundation. The ♥6, 7, 8, 9 can be packed on the ♥5, releasing ♠Q to its King foundation, and so on.


This example game can be got out if played carefully
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Blackjack
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Blackjack got its name when a US casino, in order to advertise the game known as Twenty-One, offered a bonus to any player holding a winning hand consisting of an Ace of spades with either of the black Jacks. This hand became known as a ‘blackjack’, which quickly became the name for the game itself. It is the streamlined version of the game known originally (and in France, still) as Vingt-et-Un and in the UK as Pontoon. Pontoon is better for private play, the casino version being much more mechanical.
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Aim


To hold a hand of higher point value than that of the banker.


Cards


Four standard packs of 52 cards are used. Plain cards have their pip value, and court cards each count as ten. Aces, when held by a player, have a value of one or eleven, according to the player’s discretion. An Ace has the same dual value when held by the banker, but with limits, as described below.


Preparation


Players sit round the roughly semi-circular table as illustrated, facing the banker. If space is available at the tables a player may occupy two adjacent spaces and operate two hands against the banker. The two hands are entirely separate, and a player plays out one before he plays out the other.
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The cards are shuffled together by the banker. Any player may cut by inserting an indicator card into the face-down pack. The cut is completed by the banker who reverses the positions of the cards below and above the indicator, removing the indicator card. The pack is placed face down in a sabot, or dealing shoe, and the indicator card is inserted some 50 cards from the end of the pack. When this is reached during play, the deal in which it occurs will be completed, but no further deals will be made with this pack, the cards remaining in the sabot not being used.


Players first of all place a stake, which can be of any amount within the minimum and maximum limits of the casino (or, indeed, the table, since casinos may have tables with differing limits). The stake is placed in the rectangle marked on the table in front of each player.


Play


The banker deals and ‘burns’ the first card dealt from the sabot, ie discards it without its value being shown.


Then, beginning with the player sitting to his extreme left, the banker deals a card in turn face up to all players, including himself. He then deals a second card to each, face up in the players’ cases, and face down in his.


The player’s object is to obtain a hand, with two or more cards, with a point count higher than that of the banker, without exceeding a maximum of 21. Should his count exceed 21 he has ‘busted’, and loses his stake.


A count of 21 with two cards, ie an Ace and a ten-point card, is known as a ‘blackjack’ or ‘natural’, and beats all other hands. (Note that a blackjack is now any two-card count of 21, and a Jack, either black or red, is not an essential part of it.) When a player wins with a blackjack, the bank pays him at odds of 3–2, which is usually stated on the table layout. Otherwise, bets are settled at odds of 1–1. If the player’s and banker’s hands are tied, neither wins, and the player retains his stake.


If the banker has a blackjack, he wins all the stakes immediately, except those from a player who also has a blackjack, in which case there is a tie. If the banker’s faceup card is an Ace or a ten-count card, he looks at his face-down card and, if it gives him a blackjack, he reveals it and collects the players’ stakes without further ado. If not, he replaces the card face-down and play continues. If the banker’s face-up card is an Ace, however, he offers the players the opportunity to insure against his holding a blackjack. A player who wishes to insure places a premium of half his stake in the betting space before him. The banker then looks at his face-down card, and if it gives him a blackjack he declares it. Players who insured are paid at odds of 2–1 (this will be stated on the blackjack table itself) on their premium, so receive on the insurance the stake they lost on the play. In practice, they retain their stake and their premium and neither lose nor win on the deal. Players who did not insure, of course, lose their stakes. Should the banker not have a blackjack, he returns his card face-down to his hand, and play proceeds as usual, with players who insured losing their premium but remaining in the game. The banker now deals with all the players in turn, beginning with the player on his extreme left.


Each player has three options (plus a fourth should his two cards be of equal rank). They are to:






	Stand

	This means that he is satisfied with his hand as it is, and does not wish to try to improve it. He will usually be satisfied with a total of 19, 20 or 21.







	Draw

	A player not happy with his count may ask the banker to deal him additional cards until he is. This is often done by tapping his cards and saying ‘Hit me’. Thus ‘to hit’ has become a term meaning to draw a card. Should the player receive a card when drawing which takes his count over 21, he busts and loses his stake. The banker will collect his stake immediately and dispose of his cards.







	Split

	A player dealt two cards of the same rank (in this respect all cards which count ten are regarded as being of the same rank) may split them. He separates the two cards, which become the first cards of two separate hands. The player puts a second stake, equal to his original stake, on the second hand. The banker then deals him a second card to each hand, and each hand is then dealt with in turn, beginning with the one to the player’s right. The player has the same choices with split hands as with any other hand (including the opportunity to split either hand further, should the second card dealt to it be of the same rank as the first) with one exception. Should he split a pair of Aces, the second card dealt to each hand completes it (unless it is another Ace, when he may split again). If splitting Aces, he cannot draw a third card to the hand. This means, in practice, that Aces in split hands count as eleven and not one. The count of a hand which does not contain an Ace, or which counts an Ace as one, is known as a ‘hard’ count, whereas a count in which an Ace is counted as eleven is a ‘soft’ count. A blackjack occurring in a split hand wins, of course, but is paid at the usual odds of 1–1 instead of the special blackjack odds of 3–2.







	Double down

	A player may double his stake and receive a third card face down. This completes the hand, and the card remains face down until the banker faces it when settling.








The optimum strategies for players are detailed in the table opposite.


When the banker has dealt with each player and, in the case of those who busted, collected their stakes and disposed of their cards, he exposes his face-down card. He has no options in playing his hand. If his total count is 17, 18, 19 or 20 he must stand, if it is 16 or fewer he must draw and continue to draw until it reaches 17 to 21, when he must stand. If while drawing his count exceeds 21, he busts and pays out to all players still in the game.


An Ace can still count as one or eleven for the banker but he has no control over it. For example, if his hand is A, 4 and if his third card is a 9, he then has a hard 14, counting Ace as one, and must draw again. On the other hand, if his third card was a 2, he would have a soft 17 and he must therefore stand on 17. He cannot regard his hand as a hard 7 and draw again, as he would do if he had the choice and all the players had counts of 18 or more.


When the banker stands, he pays all players with a higher count than him and collects the stakes of those with a lower count. Players who tie retain their stakes and neither win nor lose.



Strategy This book is not meant for professional gamblers who might spend their lives trying to beat the casino at Blackjack by sophisticated methods of card counting – logging the ranks of the cards played to assess which remain and betting accordingly – but as mathematicians have worked out the optimum play for all situations, it would be useful to include the methods here.


With best play, the casino edge (the percentage of the stakes it would expect to win over the long run) is low – less than 1%. The casino has the advantage, despite the player having all the options in the game, and a tie being a stand-off, with neither side winning. The casino’s advantage cancels out all others: the banker plays second. When a player busts, he loses. When the banker busts, he loses only to those players who haven’t already bust. In this respect a tie isn’t a stand-off – if player and banker both bust, banker wins.


A player’s main choice is whether to stand, be hit or double down. The accompanying table sets out what most accept as the best options.


Player’s optimum play at Blackjack
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S = stand, H = hit, D = double down.


Note: always stand on hard hands of 17 or more and soft hands of 19 and 20.


A further choice confronts a player who holds a pair of cards of equal rank. The accompanying table is a consensus of expert opinion on whether he should split his pair:


Advisability of splitting pairs
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S = split, X = do not split.


When it comes to the choice of whether or not to take insurance, the advice is incontestably ‘no’. Insurance is really a bet. It is a bet that when the banker’s faceup card is an Ace, his face-down card will be of a ten-count. Card-counting aside, the proportion of ten-counts in the pack is 16 to 36. The actual odds against a blackjack, therefore, are 9–4, while the odds offered by the casino are 2–1, a casino edge of over 7%. To be fair to casinos, however, the edge is possibly modest compared to that of real insurance companies charging premiums on policies for more everyday risks.


Variants


Casinos around the world might not operate the game exactly as described above. Variants which might be encountered include:


 


i)     Bankers will draw on soft 17. This will be a rule, and will be stated. Bankers should never have options, since they are playing against several players, and what might favour them against one player might disfavour them against another.


ii)    Players’ initial cards will be dealt face down. This does not affect the game.


iii)   Doubling down might be restricted, say, to hands of a count of eleven only, or to ten and eleven, or nine, ten and eleven.


iv)   Insurance will not be offered, or will be offered only to a player holding blackjack.


v)    Splitting pairs of 4, 5, or 10 will be barred.


vi)   The banker will not deal a second card to himself until he has dealt with all the other hands and betting is completed.


All these variants except the last are harmless and tend to follow the optimum play for players. The last, like some of the others, was introduced by the Gaming Board of Great Britain to prevent collusion between the banker and a player or players. It means that players might double down when the banker’s hand turns out to be a blackjack, and thereby lose stakes which otherwise would be saved. It gives the banker an extra advantage, and it also skews the tables of optimum play, making it inadvisable when the banker’s first card is an Ace or ten-count to double down at all, or to split any pairs but Aces.




Black Maria
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Black Maria is probably the most popular form of the Hearts family of games, and is played widely in the UK and the USA, while relations of it are also played in European countries.


 


[image: image]


Aim


To hold the lowest number of points at the end of the game, by avoiding winning tricks containing penalty cards (the ♠Q and all the hearts).


Cards


The standard pack of 52 cards is used, from which the ♣2 is removed, leaving 51 cards. The cards rank from the Ace (high) to 2 (low), and there is no trump suit.


Preparation


Any method may be used to determine the first dealer, the deal subsequently passing in rotation to the left. The dealer deals 17 cards face down to each player, one at a time, beginning with the player on his left.


Play


After looking at his cards, each player passes three cards, face down, to the player on his right. A player must not look at the cards received from the player to his left until his own cards have been passed on.


The game is a trick-taking game in which players must follow suit to the card led and may discard any card they like when unable to; for an explanation see tricks and trick-taking. The player to the dealer’s left leads to the first trick and players play to the trick clockwise. The highest card played in the suit led wins the trick.


The object is to avoid taking in a trick any of the 14 penalty cards, which are the ♠Q (the Black Maria) which carries a penalty of 13 points, and any heart, each of which carries a penalty of one point. The tricks themselves are of no value. A winner of a trick takes the cards won, places them face down before him, and leads to the next trick. At the end of the deal players look at their cards won and total up their penalties, which are entered on a score-sheet. As a check, penalties should total 26 for each hand. Play continues to the point where at the end of a deal one player has passed 50 penalty points, when the player with the fewer points of the other two wins.


Example hand


The three players are dealt hands as follows:
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Player A is the dealer, and Player B will lead to the first trick, after each player has passed on three cards to the player on his right.


Player A has an excellent hand. His diamonds look safe, his clubs relatively so. He passes on to Player C the ♠Q, but keeps ♠K on the grounds that as he plays after Player C he can play ♠K on any spade, provided Player C doesn’t play the Queen. He also passes on ♥Q, 10 since these could be troublesome if hearts are led.


Player B also has quite a good hand. His spades look reasonably safe, but all his 9s and 8s look tricky. He passes to Player A the ♥J, 9 and the ♣J.


Player C has a bad hand and looks sure to collect many points. He passes on to Player B ♥A and ♦A, K.


The players’ new hands are as illustrated opposite, and play proceeds as follows, with Player B leading:
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An unexpected and very welcome turn of events for Player C. Player B now has problems. His spades are suddenly very vulnerable, as he knows ♠3 and ♠2 can still be led against him, in which case he would win the tricks, and if they and ♠9 are in the same hand, he will pick up at least two hearts from the third players, who will not be able to follow suit with spades, so will be free to discard the hearts which he must hold. But if the ♠3 and ♠2 are split, his best lead could be ♠5, either to make an opponent win the trick with ♠7 or ♠9, or to himself win a trick comprising only spades, which he tries.
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Player B’s spades are now safe, but he can only lose the lead with hearts now – his opponents hold no more spades, and there is no point in leading ♦9 as he knows Player A has lower diamonds and Player C has none, and will play a heart. He must hope to lose the lead with ♥4 or ♥6. He therefore leads ♥4.
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Player C will now win the remaining tricks, which include his own ♥10. So at the end of the first deal, Player B has 19 points, Player C has 4 points and Player A has 3 points. Player C is delighted.


Player B’s strategy should have been to lead spades at the beginning and continue at every opportunity. The likeliest outcome then is that Player B would have kept his score to four, and Player C would have collected 19.


Variants


More than three people can play (always playing for themselves and not as partners). Each must have the same number of cards, so for four players use the full pack of 52, for five remove the ♣2 and ♦2, and so on. More than seven players are not recommended, since this reduces the hands to six cards or fewer.


When passing on cards after the deal, some players prefer to pass on cards to the left rather than to the right. This allows each player to lead through his left-hand opponent’s weakness, but is regarded as less skilful. Some players prefer to make it illegal to pass on penalty cards, but there seems little merit to this.


Some players like to prohibit the lead of hearts early in the game, since this is a simple option for players holding low hearts to get some of the penalty cards out of the way early. The preferred method is to ban the lead of a heart before one has been played as a penalty card to a lead of another suit. Another method is to disallow the lead of a heart until the fourth round of play.


Some players insist that when a player cannot follow suit he must play a penalty card (the ♠Q if he holds it) rather than a harmless card. This is to prevent favouritism, ie players penalizing one opponent rather than another. However, this sometimes forces a player who cannot follow suit to lose the game. For example, Player B has the second-highest number of points, holds the ♠Q and cannot follow suit. He is forced to play ♠Q. The trick is won by Player A, who already had the highest number of points and now has more than 50, so the game ends. Player C, who held fewer points than either Player A or Player B at the start, wins the game. Player B has been forced to play ♠Q to his own disadvantage, and hence this variant is not recommended.


Many variations in the values and identities of penalty cards are used by players, mainly to compensate for the wide disparity between the penalties for ♠Q (13 points) and the hearts (1 point each). Thus penalty values are sometimes given to the ♠A and ♠K (usually 7 and 10 points respectively). Sometimes the ♥Q is given a penalty value of 13 points to equal the ♠Q (in this instance, the ♥Q is known as the Pink Lady). Other players like to give the top hearts more value than the others, for example Ace 5, King 4, Queen 3 and Jack 2 points. Some players give a plus value for capturing the ♦10.


For players who like more action than the simple 13 points for ♠Q and one point each for hearts, the game Omnibus Hearts, which incorporates a sensible selection of these scoring variations, is recommended.



Hitting the Moon This is a variation to the scoring which is widely played and can be recommended. A player who takes all the penalty cards, instead of earning a huge penalty, reduces his total score to zero. This gives a player who is given a very bad hand the chance to turn his bad luck to advantage. If a player decides to try hitting the moon, he must do it as surreptitiously as possible so that when his opponents realize his aim it might be too late to prevent it. A player might decide to try hitting the moon before he passes three cards on after the deal. A good holding of hearts, headed perhaps by A, K, Q, the possession of ♠A, K, Q, to be certain of the ♠Q, and a long suit headed by A, K, Q with which to keep the lead are all useful.




Brag
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Brag is one of the oldest card games, although the way it is played has changed radically over the centuries. Games of cards on which players bet on the value of the hands they hold have been played everywhere in the world, with the 16th-century Italian game of Primiera often cited as the root from which grew both Brag and Poker. Primero, as it was known in England, is mentioned by Shakespeare as having been played by Henry VIII, and was a favourite of Elizabeth I. It is related to Poker, which in the past few years has overtaken it completely.


The game described, known as Modern Brag, is a version that is played popularly today. The classical game, now practically extinct, is described here as a variant.
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Aim


To hold a better hand than that of the other players.


Cards


The standard pack of 52 cards is used, the cards ranking from Ace (high) to 2 (low). Ace can also rank low in the sequence A, 2, 3, although the sequence itself ranks high.


Preparation


Minimum and maximum stakes must be agreed beforehand. The maximum should be for each raise, and also for the total to be staked by a player on any one hand. It is recommended that all players begin with an equal bank, and that a game ends when one player loses his entire bank (another game can be started between those who wish to carry on). Otherwise a time should be agreed for stopping, to prevent bad feeling when losers want to carry on to recoup their losses while winners want to get to bed.


All players should deal an equal number of times. It should also be agreed as to whether the cards should be shuffled between deals and, if so, whether it should be a light shuffle or a thorough shuffle. Some prefer to shuffle only when a ‘prial’ appears. A light shuffle is recommended.


The first dealer can be determined by any acceptable method, and the deal passes to the left after each hand.


Play


The dealer places an ‘ante’ to the table before him. This is a compulsory bet, usually of the minimum stake. He then deals three cards face down to each player. The remainder of the cards are placed face up to the centre of the table.


Players look at their cards. The object is to hold the best hand after the ‘showdown’, when the hands are exposed at the end of the deal (see Scoring, below).


The eldest hand (the player to the dealer’s left) now has three options: to drop out, by stacking his cards face up on the pile; to ‘stay’, by putting on the table in front of him a stake equal to the ante; or to ‘raise’, which is done by putting in a stake equal to the ante, plus another. Thus, if the ante is one unit, he could announce ‘stay for one and raise by three’, putting in four units in all.


Subsequently all players in their turn must either drop out, stay, in which case they put in a stake equal to the current level of the stake, or raise, as described.


When the turn to bet comes round again to a player who has already bet, that player again has the same options: to drop out; to stay, by adding to his stake enough to bring it to the new level if it has risen since the last bet; or to raise.


A deal can end in one of four ways:


i)  all players can drop out except one, who wins and collects the total stake


ii)  if two players remain in, either can ‘call’ the other, by equalizing the stake and announcing ‘I’ll see you’, upon which the player called exposes his hand and wins or loses accordingly (the caller, if the loser, can concede without exposing his own hand if he wishes)


iii)  if all players remaining in have equal stakes and have declined the opportunity to raise, in which case they expose their hands


iv)  if the total staked by each player has reached the maximum agreed beforehand, when all hands are exposed


When the winner has collected all the stakes on the table, and the final hands have been returned face up to the stack, the next deal takes place.


If no players bet, ie all drop out on the first round, the dealer retrieves his ante and an amount equivalent to the ante from all the other players.



Scoring The classes of hand, in ranking order, and the probability of their being dealt, are shown in the table that follows.


Among the classes of hand, a prial of 3s ranks highest, then Aces down to 2s.


Among running flushes and runs, A, 2, 3 ranks highest, then A, K, Q, followed by K, Q, J down to 4, 3, 2.


Among equal pairs, the unmatched card decides the ranking.


Among high cards, if the highest card of two or more hands is equal, the next highest decides, if equal the third highest.


There can be ties in all classes except prials.


Classes of hands in Modern Brag, in ranking order
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There is an anomaly in the rankings, since a running flush is slightly less likely to be dealt than the higher ranking prial. That a run ranks higher than a flush, the opposite to the case in Poker, is not an anomaly; the probability of its occurring is different due to the hands being of a different number of cards.


Variants



Blind betting Much interest is added to the version described above when blind betting is allowed. Any player may bet without looking at his cards (which should not even be touched), which entitles him to stake only half of the stake contributed by ‘open’ players (ie those who look at their hands). If the first player to bet bets blind, then subsequent blind betters must equal the stake in order to stay; an open better must double it to stay. If the first better bets open, then a subsequent blind better cannot bet more than half the stake of the open better. Subsequently, an open better must increase his stake to that of the previous open better to stay, or can raise or drop out by stacking his cards. A blind better who on his turn wishes to continue betting blind must increase his stake to that of the previous blind better, or half that of the previous open better, to stay, or may raise by no more than half the maximum stake agreed before the game. He has another option, however: he may look at his cards. He can then either drop out, or remain in as an open better, in which case he must raise his stake to that of other open betters in order to stay.
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