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THE BIG DEAL



Playing Card History and Card Playing Basics


Playing cards and card games have been around for a long time. No one knows exactly where playing cards came from; some people think it might have been the Middle East or Egypt. But the standard set, or deck, of cards—like your “Cards for Kids” deck—has existed for at least 500 years!
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At first, playing cards were expensive to make. They were hand painted with gold and silver, and only very wealthy people could afford them. Naturally, the picture cards showed kings, queens, and knights dressed in the latest styles—of the year 1490, that is.


As more games were invented, the card decks changed. Cards were divided into groups called suits, and each suit had its own symbol. These symbols varied from one country to another, but eventually, when cards began to be printed instead of painted, four simple shapes were adopted:


♠ SPADES—a shovel symbol from German cards;


♣ CLUBS—from Spanish or German cards, which used sticks, oak leaves, or acorns as symbols;


♥ HEARTS—a shape used on German cards;


♦ DIAMONDS—invented by French card makers because it was an easy shape to print.


The printers made one more change in the deck. They decided to print hearts and diamonds in red, and clubs and spades in black.
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About 150 years ago, one last big change was made in the look of playing cards. An English card maker put the number and suit symbol along the edge of each card. These new cards were called “squeezers” because players could hold their cards squeezed together and still be able to tell what cards were in their hands.


Today, a standard deck of cards looks like the picture on the next page. The letter or number side of each card is called the face. The other side of all the cards has the same picture or pattern and is called the back.


Most decks include two Jokers, extra cards that are used in certain games and that come in handy as replacements for lost cards. A deck like this is familiar to people all over the world, so you can play card games wherever you travel. At different times and in different parts of the world, one game or another has become very popular. Whist, for instance, was the favorite English card game of the 19th century.


When many people play the same game, they often invent new forms of it. You may read that a game belongs to a certain family; that means it plays the same way, or is a version of that game. Out of the Whist family came Bridge, one of the most popular card games of the 20th century.
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CARD SYMBOLS:


Card game instructions often use card symbols, to stand for specific cards. For instance, the Queen of Hearts would be written like this: Q♥. These symbols are printed on the card’s edge.





PLAYING GAMES


When you play cards, you may use the cards in different ways. One game may have you match or collect cards with the same numbers or pictures, suits, or colors. Or you may gather cards that run in number order, which is called a sequence. In some games, you try to get rid of all your cards; in others, you try to collect as many cards as you can. Certain games ask you to remember what cards have already been played; other games ask you only to guess what card may be in another player’s hand.


Most card players prefer to sit around a table so that everyone can see the cards being played. Or you can sit on the floor in a circle; as long as the cards in the center can be seen and the cards in the other players’ hands cannot be seen!


Almost all card games have the same rules for starting a game, for handling the cards, and for card manners:


SHUFFLE
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Most games are started by mixing the cards together so well that their order is unpredictable. Some card players have learned fancy shuffling, but any kind of card mixing will work, as long as all cards have the pattern (or back) side facing up when you’re finished. Always shuffle at least five times before beginning a new game.


DEAL


At the beginning of most games, one person hands out, or deals, the cards to each player. The dealer can be chosen by picking the highest cards, or simply by asking the oldest or youngest player to deal. The best way to deal cards is to hold the deck, face down, in one hand and to slide off the top card with the thumb and forefinger of the other hand, placing the card face down on the table in front of the other player. Always deal out cards one at a time and face down, starting with the player on your left.
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CUT


Players used to cut cards to make sure the dealer wasn’t cheating. Today they do it because it’s just good card manners. To cut the deck, the player to the left of the dealer lifts about half the cards off the top of a face-down deck and puts them beside the bottom half. Then the dealer picks up the bottom half, puts it on the top half, picks up the entire deck, and deals. You can also cut cards as a way to choose a dealer. Each player lifts up a portion of the deck and shows the bottom card. The player who revealed the highest card is the dealer.
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SECRECY
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Most of the fun of card games is not knowing what cards the other players are holding, or what card may turn up next in the deck. If you try too hard to look at other players’ cards—by peeking, or by having a friend signal to you, or in many other ways people have invented over the years—you’re not really playing the game. That’s why players learn to play their cards “close to the vest” (not letting anyone else see them), and why they put on a “poker face” (not letting their expression tell players whether they have winning or losing cards). If you become skilled at playing cards, you’re likely to win anyway. And if you play a game with no skill involved, then it’s just “the luck of the draw” (you win if you happen to pick the right card at the right time).


KEEPING SCORE


Many card games use point scoring to determine the winner. To play these games you’ll need to keep a score sheet and record the points won by each player. A plain sheet of paper marked as shown will start your score sheet. Write in the points according to game instructions.
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The games in this book begin with the easiest and move to the more difficult. If you find a word you don’t know, look it up in Card Words on page 137.





SNAP



2–4 PLAYERS


A great game for beginners. Loud, lively, and easy.


OBJECT OF THE GAME


To win all the cards.
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SET UP


ALL PLAYERS: Pick a card from the deck. Whoever has the highest card is the dealer.


START


DEALER: Shuffle the cards. Deal them all out, face down and one at a time. It doesn’t matter if some players have more cards than others.


ALL PLAYERS: Put all your cards, face down, in a stack in front of you.


PLAY


PLAYER ON DEALER’S LEFT: You go first. Take the top card from your stack, turn it over, and place it face up beside your stack.
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NEXT PLAYER: Do the same. Watch for two face-up cards with matching numbers or letters.


• Play goes around to the left, with each player turning up a card. If you run out of cards, turn over your face-up pile and use it again.
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• Keep an eagle eye out for the moment when two matching cards appear. Immediately shout “Snap!” Gather up the two piles with the matching cards and add them to the bottom of your own face-down stack.


• If you shout “Snap!” by mistake, you must give each of the other players a card from your face-down stack.


• If two of you shout “Snap!” at exactly the same time, put the piles with the matching cards in the center. This is the “snap pool.” If you turn up a card that matches the snap pool card, you add the cards in the snap pool to the bottom of your face-down stack.


• When you run out of cards, you’re out of the game. The winner is the player who ends up with all the cards.


WINNER: Gather up the cards, shuffle them, and deal the next game.


VARIATIONS


BABY SNAP: There are two players and only one face-up pile in the center. You take turns turning up cards from your face-down stacks. When you see matching cards, shout “Snap!” and add the face-up cards to your stack.


SPEED SNAP: Everyone turns up cards at the same time instead of taking turns. Very fast-moving and noisy.





OLD MAID



3–6 PLAYERS


An oldie but a goody. Also called Pass the Lady. Easy to learn, fun, and short.


OBJECT OF THE GAME


Players get rid of all their cards by making pairs. The player left with the Queen of Spades is the Old Maid.
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SET UP


• Find the four Queens in the deck of cards. Take out the Queen of Spades and put it back in the deck.


• Set the other three Queens to one side—you won’t be needing them for this game. Shuffle the cards.



START



DEALER: Deal out all the cards, one at a time, face down. It’s all right if some players have more cards than others.


ALL PLAYERS: Look at your cards—without letting anyone else see what you have. Any pairs you find go back on the table, face down. If you have three cards with the same number, one stays in your hand. If you have four cards—2 pairs—all four can go down.
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PLAY


PLAYER ON DEALER’S LEFT: You go first. Make a fan of your cards and show them, face down, to the player on your left.


NEXT PLAYER: Pick a card from the fan. If the card makes a pair with one you already have, put the new pair face down on the table. If not, the card goes into your hand. Now fan out your cards for the player sitting to your left, for her to choose from.
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