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HOW TO USE THIS EBOOK





Select one of the chapters from the main contents list and you will be taken straight to that chapter.





Look out for linked text (which is underlined and/or in a different colour) throughout the ebook that you can select to help you navigate between related sections.
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For three years between 1678 and 1681, a fictitious Catholic plot to assassinate Charles II and seize power known as “The Popish Plot” gripped public imagination in England and Scotland. In fact, the conspiracy was entirely concocted by Anglican chaplain Titus Oates, who was eventually convicted of perjury. During the hysteria, and as illustrated in the 1♣, Benedictine monks were suspected of involvement in the plot. The 2♣ shows how recent disasters such as the Fire of London were retro-spectively blamed on Catholic arson.






INTRODUCTION


[image: image]ard games are the ultimate testament to human genius for making long hours fly by. People interacting with other people is what card games are all about, and the number of new ones that pop up year after year shows there’s something enduringly appealing about beating the pants off your neighbor, boyfriend, or grandma.





♠♥♣♦





Speaking of your grandma, the games featured in this book aren’t her games, but that doesn’t mean you can’t play them with her—actually we’re pretty sure she’ll love them. All the games we’ve included have been picked because they’re addictive, hilarious, and offer something a bit different from the old favorites.


Whether you’re in a leaky tent halfway up a windy hill-side or a villa in a fragrant orange grove, whether you’re in a in a bar or a student dorm—we want you to whisper and yell, to cheat and get caught, to lose horribly and win the whole game, to weep with laughter, spill your drink, and make fantastic memories.


Playing cards originated in tenth-century China, but decks of cards similar to the ones we know didn’t arrive in Europe until the fourteenth century. How they arrived in Europe is a bit of a mystery, but these days it’s widely accepted that they arrived from the Egyptian Mamluk empire via Mediterranean traders.


In these early days cards were a luxury commodity, because, prior to Johannes Gutenberg’s invention of the movable-type printer circa 1450, each set had to be painstakingly painted or drawn by hand. This meant that the humble deck of cards actually represented a pretty expensive toy. However, as soon as decks of cards became affordable enough to be within the reach of ordinary people, the popularity of card games went through the roof, enough so that honest clergymen were soon found pounding the pulpits against the evils of decadent gaming.


The suits evolved along with the decks, too, and actually the Hearts, Spades, Diamonds, and Clubs that most people are familiar with are relatively late additions—a French innovation dated to the fifteenth century. The first suits seen in Europe flourished around the Mediterranean and were copied from the Cups, Swords, Coins, and Polo sticks of Islamic decks of cards. Over time many countries created their own suits, such as Germany’s Heart, Bell, Leaf, and Acorn motifs that are still in use today.


Upper-class Victorian society had a thing for Whist, while twentieth-century suburban Bridge parties were popular with the cocktails-before-dinner set; different games have waxed and waned in popularity throughout the history of playing cards, depending on how compatible they were with contemporary lifestyle. For you, the twenty-first-century reader, we’ve come up with games that are group oriented, fast paced, and fun.


We’ve included some noisy, easy-to-grasp ones with big groups in mind, and tactical tanglers that should have you plotting against your nearest and dearest; games that suit groups of various sizes and games that have never been published in book form before. Now pick a page, grab your deck, and go have fun!
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AVALANCHE



INVENTED BY


Kápolnás György and Légrády Gábor gabor.legrady@gmail.com





Avalanche is an unusual but very fun option for two to six people that needs a minimum of two full decks, including six Jokers. If you have more people, add more packs of cards to make the game comfortable to play.





♠♥♣♦


No. of players: 2–6 Difficulty: medium


AIM


Collect the most cards.


DEALING


Suits don’t matter in this game; you’ll be paying attention to numbers. The card order goes from 2 as the lowest card to Ace as the second-highest card, with the Joker as the highest card. Everyone is dealt ten cards, and the rest of the deck is placed face down on the table.


PLAY


To start the game, in the first round everyone picks one of two options:





• Snowfall: Taking a card from the top of the deck and adding it to your hand.


• Start an avalanche: Placing any number of cards with the same number/rank (e.g., two 5s, three Kings) face up.





GAME TIP


The number of Jokers in a deck varies—if you have two decks but are missing some Jokers, use an ID or loyalty card, or get crafty and make yourselves some more out of paper or cardboard.





Once an avalanche has started (remember, an avalanche means there are cards face up on the table), fittingly enough, it can’t be easily halted. Players no longer have the option of playing a snowfall. They can:





• Grow the avalanche: Put down the same number of cards as the last person to play did, of equal or higher rank, or more cards of any rank (e.g., if they put down two 5s, you could put down two 5s, two cards higher than 5s, or three 2s).


• Stop the avalanche: If the last person to play put down at least two cards, put down the same number of cards but of lower rank.


• Let the avalanche fall: Put down fewer cards than the previous player, or, if the previous player played just a single card, play a card of lower rank.





GAME OVER


Once the deck is empty, you can’t play any more snowfalls—it’s all avalanches from here on! If there isn’t one already, the next person to play has to start one, and once they run out of cards they’re out. This keeps on going until just one player left with cards—they add their cards to their stored pile of cards and resist the urge to look smug.





Once an avalanche has been stopped or allowed to fall, the next person to play can either choose to play a snowfall or to start a new avalanche.





When the avalanche falls: The face-up avalanche cards are given to the player to the right of the one who let it fall, who then stores them face down. (Remember, the aim of the game is to have the most cards at the end!)





When the avalanche stops: The avalanche cards are taken out of the game and put to one side. If at the end of a round the player has no cards left in their hand, they should draw a new hand of ten cards from the top of the deck, or all the rest of the cards if there are fewer than ten left.






BASIC RUMMY



There are lots of different permutations of Rummy; this version will give you all of the basics so you’ll be familiar with the other versions, such as Rummy 500, which is featured, and Gin, featured. Rummy can be played with as few as two players, or as many as six. Either a fixed number of deals are played, or the game is played to a target score. The number of deals or the target score needs to be agreed upon before beginning to play.





♠♥♣♦


No. of players: 2–6 Difficulty: medium


AIM


Win each hand by getting rid of all of your cards.


DEALING


One standard deck of 52 cards is used. Cards rank from Ace, which is low, up to the King, which is high. It’s best to set a number of rounds or a target score to aim for before starting play. If there are two people playing, both players get ten cards dealt face down; if there are three or four players, seven cards each; and if there are five or six, six cards each. After the cards are dealt, take one card from the deck and place it face up on the table—this will be the discard pile. Leave the rest of the deck face down beside it to form the stockpile.





GAME TIP


Going out means disposing of all of your cards gradually over several turns. Going Rummy is rare, and means a player disposes of all of their cards in one turn, without putting any previous melds down. Skill indeed!



PLAY


Rummy turns have three parts: the draw, the melding or laying off, and the discarding.





1. Draw: At the start of their turn, the player must take a card either from the discard pile, which is face up, or from the stockpile, which is face down, and add it to their hand.


2. Melding: This is when you take a combination of cards from your hand and lay them face up on the table. There are two kinds of combination: sets (or “groups”), and runs (or “sequences”).


• A set is three or four cards of the same number, such as 3♦, 3♥, 3♠, etc.


• A run is three or more cards of the same suit in consecutive order, such as 2♥, 3♥, 4♥, 5♥, or 10♣, J♣, Q♣, etc.


3. Laying off: This means adding a card or cards from your hand to an already-played meld. The laid-off card must form part of a valid meld. For example, if a meld consisting of the 10♣, J♣, and Q♣ is on the table, you could add a 9♣ or a K♣, making a new run. You can also join a run and a set, if the set is complete and the suits fit—for example, if the set of 2♣, 2♥, 2♦, and 2♠ had been played, and you had a 3♠ and a 4♠ in your hand, once you have the 5♠ you can lay off a new run of Spades to create a meld of 2♣, 2♥, 2♦, 2♠, 3♠, 4♠, and 5♠. Note that you can’t break up a meld to sneak cards into the middle—e.g., in the example above you are not permitted to make a space next to the 2♠ to lay off an A♠.


4. Discarding: Each player ends their turn by taking one card from their hand and putting it face up on the discard pile. You can discard a card you picked up from the stockpile earlier in your turn if you don’t want to keep it. Now the play moves to the next person.





NOTE


You can’t put down more than one meld in a turn, and if you’re laying off, there’s no limit to the number of cards you can lay off at a time. Melding is an option; you don’t need to meld just because you can—in fact, hanging on to a run or set for a couple of turns, or even a whole game, can have some interesting results, especially when it prevents other players from putting down their own cards!





If the stockpile runs out, take the top card from the discard pile and put it aside to become the new discard pile. Turn the rest of the old discard pile over, shuffle, and this becomes the new stockpile.


To win the hand, you need to try to be the first to play all your cards by melding, laying off, and discarding. When one of you has gotten rid of all your cards, the hand is over and the points need to be totaled up. Each player adds up the points of the cards remaining in their hand, and the combined total goes to the winner.


SCORING


The King, Queen, and Jack are worth ten points each, and number cards are worth their numerical value—e.g., 3s are worth three points. Aces are low in this game and worth one point each.


The final winner is the player who is first to reach the previously agreed target score or the highest score after a certain number of hands has been played.
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Though the style of costume on this deck reflects that of the Stuart period, the backs of the cards show their 1900-era origins. This girl is wearing an ancient dress, flowers adorning her hair, but she is pictured in a way similar to that found in contemporary portrait photography.
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This luxury deck was made by B. Dondorf, a card manufacturer who specialized in using beautiful period costume decks. The face cards in this deck are all in Stuart-era (1603 to 1714) clothing, around the time Oliver Cromwell ruled England.






Rummy 500



ALSO KNOWN AS


Persian Rummy, 500 Rum, or Pinochle Rummy





Rummy 500 is similar to Basic Rummy, but a more complex game requiring greater skill. To play, you’ll need a standard 52-card deck plus two Jokers, so 54 cards. From two to eight people can play, but if five or more play use two decks to make 108 cards in total.





♠♥♣♦


No. of players: 2–8 Difficulty: challenging





GAME TIP


Aces can be played high or low, as you decide.


AIM


Win each hand by getting rid of all of your cards. Scores for each person playing are added up at the end of each hand until a value of 500 is reached. The first person to hit 500 points is the winner.


DEALING


Deal the cards one at a time going clockwise, starting with the person to the dealer’s left. If just two are playing, they should receive thirteen cards each, and if there are three or more players, each should have seven cards. After the cards are dealt, take one card from the deck and place it face up on the table—this will be the discard pile. Leave the rest of the deck face down beside it to form the stockpile.


PLAY


Start the game with the player on the left of the dealer and continue playing to the left throughout the game. Rummy 500 turns, like basic Rummy turns, have three parts: drawing, melding or laying off, and discarding.





1. Drawing: At the start of the turn, take a card from either the discard pile (which is face up) or the stockpile (which is face down) and add it to your hand. You can take any card in the discard pile, but in this case you must


• also take all the cards above it;


• instantly meld the card you picked up in a new meld or lay it off—i.e., add it to an existing meld.


2. Melding: Melding is taking a combination of cards from your hand and laying them face up on the table. There are two kinds of combinations: sets and runs.


• A set is three or four cards of the same number, such as 3♦, 3♥, 3♠, etc. When you’re using more than one deck, the suits of a set must all be different, e.g., 3♠, 3♠, and 3♥ is not a valid set.


• A run is three or more cards of the same suit in consecutive order, such as 2♥, 3♥, 4♥, and 5♥, or 10♣, J♣, and Q♣.


When laying off a card on someone else’s meld, place the card in front of you, rather than alongside the existing meld—this makes it simple to total up everyone’s scores at the end of the game.


3. Laying off: This means adding a card or cards from your hand to an already-played meld. When you lay off, you need to make another meld—that is, you need to make another run or set. For example, if the 10♣, J♣, and Q♣ are on the table, you could add a 9♣ or a K♣, making a new run. You can also join a run and a set if the set is complete and the suits fit—e.g., if the set of 2♣, 2♥, 2♦, and 2♠ had been played, and you had a 3♠ and a 4♠ in your hand, once you have the 5♠ you can lay off a new run of Spades to create a meld of 2♣, 2♥, 2♦, 2♠, 3♠, 4♠, and 5♠.





NOTE


You can’t break up a meld to sneak cards into the middle—e.g., in the example here, you are not permitted to make a space next to the 2♠ to lay off an A♦.





As in Basic Rummy, you can’t put down more than one meld in a turn, and if you’re laying off, there’s no limit to the amount of cards you can lay off at a time. Melding is an option; you don’t need to meld just because you can.


Jokers are wild, meaning they can substitute for any card in a meld, even a duplicate of a card that has already been melded by you or another player. When you lay off a Joker, you must make it clear which card it represents—and no sneaky changing of what it stands for! For example, in a meld of 3♣, 4♣, and Joker as a sequence, the Joker represents the 5♣. Another player can play a 2♣ or 6♣ on this sequence, but they can’t change the Joker to a 7♣ to get rid of an 8♣.


When melding one card and two Jokers you need to specify whether you’re creating a run or a set, and if you’re creating a run, you need to specify what the sequence is—e.g., if the Joker is representing the 9, is it 7, 8, 9 or 8, 9, 10? If you’re creating a set with a Joker, you don’t need to specify the suits represented by the Jokers as anyone can then lay off a different 9, completing a group of four 9s.


Learning how to draw from the discard pile in Rummy 500 can be tricky. Here’s an example to help you get the hang of it:


Imagine that the discard pile has a K♥, 2♣, 8♥, 3♦, and 10♣ in it, with the uppermost card being the 4♥, and you want to get a hold of the 3♦ in order to complete a set of three 3s. You would take 3♦, 10♣, and 4♥. The 3♦ completes your set and you put your set down as a meld. You keep the 10♣ and 4♥. If you then discard the 10♣ when you complete your turn, the new discard pile is K♥, 2♣, 8♥, with the card face up on the top now 10♣.
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