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Why has the familiar pack of playing cards been so successful? How has the collection of 52 apparently simple designs of courtiers and symbols managed to bring so much pleasure to so many for over 600 years? Why do cards remain such a potent force for enjoyment even while competing against the shiny, sophisticated and expensive tools of modern entertainment: iPods, elaborate computer games, blockbuster films, television spectaculars and the like?


One answer is that few pastimes (and none of those just listed) offer such opportunities for interacting with companions in agreeable social circumstances as does a game of cards. For ‘companions’ one could substitute ‘family’.


I suggest that nobody who played cards as a child with their parents, brothers or sisters ever forgets the games they played and the pleasure it brought them. They might not, on the other hand, have considered the benefits they might have gained as a result.


Playing cards on an equal footing with adults gives children self-esteem, promotes confidence in their ability and intelligence, gives them a sense of social behaviour, provides practice in winning and losing and how to accept both, and in a young child can even help with learning numbers and simple arithmetic. And, of course, in more advanced games it fosters mental agility in considering tactics and probabilities.


For these reasons Chambers Card Games for Families has been produced. Its contents cover, in the main, card games which the whole family, young and old, can play together, plus several which the younger members could play on their own. This is not to say that all the games are simple ones free from the need for skill. Indeed some are almost certain to be won by the best player.


The description of each game is headed by a panel which offers vital information to players choosing a game to play, such as the number of players suitable for the game. The number of players is always the first limiting factor on the choice of game – if there are, say, five players, games designed specifically for three or four are ruled out. If games can be played by any number of players it is sometimes suggested which numbers are considered best.


It might be thought strange that a collection of games for families includes four patience games. The reason is that there are times when the whole family do not wish to play at once, and even if the number drops to one, there is an amusement here to satisfy.


In the information panel heading each game the lines which read ‘Minimum age’ and ‘Skill factor’ were the hardest to write. The minimum age is based on the complexity of the game and how much card-playing nous is required to play it. The minimum age range in this book stretches from six to twelve years old. It is based on subjective opinion, and of course there will be parents who point out that their young prodigy could play such-and-such a game at a much younger age than that specified. There will also be indignant parents affronted that their eight-year-old cannot grasp the nuances of a game said to be suitable for seven-year-olds. To both sets apologies are offered plus an acknowledgement that they know their child’s abilities better than the writer.


The skill factor of a game is also difficult to assess, as it is only partially related to its complexity. The amount of skill required to play a game well can be measured by how regularly the best players will win. Pelmanism illustrates the difference between the age factor and the skill factor. It is a game of such simple rules that a six-year-old could play it. But it is a game where chance plays a minimal part, and the player with the best memory for where the cards lie will nearly always win. It is thus a very skilful game. The skill factor in these descriptions is therefore often a little vague, but combined with the minimum age recommendation it is hoped that it will provide a reasonable guide to adults as to whether a game is suitable for the age range of their family or not.


More about playing games with children.


It is hoped that this book will promote the enjoyable playing of cards within the family and thus help prolong the popularity of playing cards perhaps for another 600 years.


Peter Arnold




 


Card Games
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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.


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.


[image: image]


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.




Bango
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Bango was invented when the game of bingo became a craze in Great Britain in the 1960s, and is an attempt to use playing cards to bring some of the atmosphere of the bingo hall to the home. It is necessarily played for smaller stakes but is a fair game of pure luck with equal chances of winning or losing over a long period. It can be played with children for counters.
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Aim


Each player aims to win by being the first to turn all his face-up cards face down.


Cards


Two standard packs of 52 cards are required for up to ten players. It is convenient if the packs have different backs, as they should not be mixed.


Preparation


Any player may pick up one pack of cards and shuffle. Another cuts and deals one card face up to each player to decide the first dealer – the player who receives the first Jack is the first dealer. There is no advantage or disadvantage to being the dealer.


Each player puts an agreed amount into the bowl to form a pool. The dealer and the player to his left each shuffle a pack of cards, and the player to the dealer’s right cuts each pack.


Play


The dealer takes one pack and deals the cards singly to each player, including himself, until each has five cards. The players arrange their cards face up in a row before them. The dealer then puts the first pack aside.


The dealer then takes the second pack of cards and deals the top card face up to the table, announcing its rank and suit. If any player, including the dealer, has among the cards in front of him the card from the first pack which matches the dealt card in both rank and suit he turns his card face down.


The dealer then deals the second card face up to the table, announcing it in the same manner, and a player whose cards include the identical card from the first pack turns it face down, and so on.


As soon as a player has turned over all five of his cards, he calls ‘Bango’. The dealer then checks that all the turned-over cards have their match among the cards he dealt. The first player to turn over all five of his cards takes the pool.


Variants


If there are more than ten players, then a third pack must be employed. Two packs with identical backs are required to deal out the players’ hands, while the third pack, with a different back, is used for the dealer to indicate the winning cards.


It may be that a player’s hand, when two packs are used to provide it, may include two identical cards, but this does not matter. If the matching card is turned up by the dealer, the player turns face down both of his identical cards.


It could happen, but rarely, that two players could call ‘Bango’ at the same time. In this case they share the pool.




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.
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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.




Bismarck
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How Bismarck got its name is a mystery, but it is a good game for three which deserves to be better known. Despite its German name it was said to be popular with British soldiers.
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Aim


To score points in a variety of trick-taking games, by winning (or in one deal, losing) tricks.


Cards


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


Preparation


The shuffled pack is spread face down, and each player draws a card, the drawer of the highest becoming the first dealer. If there is a tie, the joint highest draw again.


Play


The dealer shuffles and the player to his right cuts. The dealer deals 16 cards to each player, one at a time face down clockwise to his left. The last four cards he adds to his own hand. Before the first lead, the dealer must discard four cards from his hand face down so that each player has 16 cards. The ‘eldest hand’ (the player to the dealer’s left) leads to the first trick and the winner of a trick leads to the next. The usual rules of trick-taking apply; for an explanation see tricks and trick-taking. Each player must follow suit to the card led if able, and if unable may play a trump (if there are trumps) or discard. The trick is won by the highest trump it contains or, if there aren’t any, by the highest card in the suit led.


Each dealer deals for four rounds in succession, each of which is played in a different manner, as follows:


 






	Deal 1

	This hand is played without trumps. The object is to score as many tricks as possible.







	 

	 






	Deal 2

	The dealer turns over the last of the four extra cards he deals himself, and this card denotes the trump suit for the deal. The object is as before.







	 

	 






	Deal 3

	The dealer, after examining his hand and discarding his four extra cards, chooses the trump suit for the game. The object is as before.







	 

	 






	Deal 4

	There are no trumps, and the object is to win as few tricks as possible.









Scoring There is clearly an advantage to the dealer in each of the deals, if only in his extra choice of cards, and the method of scoring reflects this.


In the first three deals, the dealer scores one point for every trick he makes above eight, while his opponents (who play individually) each score one point for every trick they make above four. In the fourth deal, the dealer scores four points minus the number of tricks he took, while his opponents each score six points minus the number of tricks they took.


Points are entered on a scoresheet after each deal, and the winner is the player with most points when each player has dealt for each of the four types of deal (ie a game consists of twelve deals).


Example hand
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In the illustration, Player A was the dealer in deal 3. He announced clubs as trumps and discarded ♦6, 4 and ♥10, 3 from his 20 cards. Player B, who is the eldest hand, leads ♠A and play continues:
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It can be seen now that Player A will make all the remaining tricks except one, as only the ♥Q is not a master. He will lose ♥Q to Player B’s ♥K. Player A will therefore win 11 tricks for three points. Player B will win three tricks and Player C two tricks, so neither will score any points.


Variants



Sergeant Major (also called 8-5-3) is a variant of the above. The changes are as follows:


 


i)   Each deal is played as deal 3 above, ie the dealer names the trump suit. The last four cards in the deal he places face down on the table instead of taking them into his hand. He names the trump suit before he discards four cards and takes up those from the table.


ii)  The dealer’s target is eight tricks, the eldest hand’s target is five tricks and the other player’s target is three tricks.


iii) As well as winning one point for each trick won above his target, a player loses one point for each trick below his target. It is best to give each player 20 points on the scoresheet to start, thus obviating the need for minus scores.


iv) On each deal, a person who takes more tricks than his target is regarded as ‘up’ for the following deal, while a player who takes fewer tricks than his target is regarded as ‘down’.


v)  On each deal, if any player was up on the previous deal, an exchange of cards takes place before the dealer has added to his hand the four additional cards dealt to the table. If there was one player who was up, he exchanges a card or cards with each player who was down, according to the number of cards that player was short of his target. For each card he is given, the down player must return to the up player his highest card in that suit (it is possible he may have to return the same card given him). If there are two down players, the up player exchanges cards first with his left-hand opponent. If there are two players up, each exchange cards with the down player, beginning with the player who has the higher target in the current deal. When the exchange of cards has taken place, the dealer names trumps, discards four cards from his hand, and picks up the four cards on the table.


vi)  The game ends when one player (it is likeliest to be the dealer) takes twelve or more tricks in a deal, the winner being the player with the highest number of points after the last score is added. It is not as unlikely as it might seem for a dealer to make twelve tricks, as his target is eight anyway. If he is on a winning streak he will improve his hand by exchanging with the other players even before he discards his four worst cards to the table. The example hand at Bismarck above shows how feasible it is.


A variant of Sergeant Major is sometimes played with the targets for the three players being nine for the dealer, five for the eldest hand and two for the third player, with the alternative name of 9-5-2.




Casino
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Nobody knows how Casino acquired its name. The assumption is that it was simply named after a casino, where it might have been found as a gambling game. Whether this is true or not, many people also spell it Cassino, with a double ‘s’, and it appeared as Cassino in its first description in English in 1797. Ever since there have been writers who wish to correct the ‘printer’s error’, and others (the majority) who prefer Cassino, on the grounds that even if it were a misprint it is a fortuitous one, distinguishing the game from the building. Here Casino has been chosen as it was preferred by the late George F Hervey, an expert on card games.


Casino is believed to have originated in Italy, where it would be played with the 40-card Italian pack, ie one lacking the 8s, 9s and 10s. It is often thought of as a children’s game, but it is a game of skill, where a player who can memorize the cards played has an advantage.
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Aim


To score the most points; points are won by capturing the majority of cards from the layout, with particular attention to certain cards which carry bonuses.


Cards


The standard pack of 52 cards is used. The numeral cards count their pip values. Aces count as one. Court cards have no numerical value and are used only to make pairs.


Preparation


The players cut a spread pack, and the player who cuts the higher card (King high, Ace low) is the first dealer.


The dealer deals two cards face down to his opponent, two face up to the table layout, then two face down to himself. He repeats this so that both hands, and the table layout, contain four cards. The table layout is four cards in a line. The remaining cards are placed face down on the table.


Play


Each player, beginning with the non-dealer, plays a card in turn until their hands are exhausted. The same dealer (who deals throughout) then takes the pack and deals another four cards to each player, two at a time as before, but none to the layout (which is replenished during play, as will be seen below). The process is repeated each time the hands are exhausted until, after six deals, the pack itself is exhausted. Before the last deal the dealer must announce ‘Last’.


During the play, players capture cards from the layout. These cards, together with the cards that capture them, the player keeps face down beside him until the end of the hand.


Occasionally during play, the layout is temporarily denuded of cards. This is called a ‘sweep’. The player who captures the card or cards which causes the sweep, turns one of the cards face up when adding them to his captured pile. This enables him at the end of the hand to count his total of sweeps, each of which earns a point.


A player has four choices of play, as follows:


 






	Pairing

	A player may pair a card from his hand with a card or cards from the layout and thus capture them. For example, if the layout contains one or more 3s, and the player has a 3 in his hand, he may use his 3 to capture them. He shows his 3, picks up the 3s from the layout and places the cards before him face down. This is the only way in which court cards can be captured.







	 

	 






	Combining

	A player may capture two or more cards from the table with a card the pip total of which equals the sum of the pip totals of the cards. For example, an 8 can capture a 6 and a 2, or a 4, 3 and Ace. As with pairing, a player can capture more than one combination with the same card, and may capture cards by both pairing and combining at the same time; for example, an 8 could capture an 8 (pairing) plus two 4s (combining). Note, however, that a card in the layout cannot be counted twice, ie as part of two combinations. For example, if the layout contained 6,3,3,3, a player holding a 9 could use it to capture the three 3s, or the 6 and a 3, but cannot capture all the cards, as that would involve counting one of the threes twice.







	 

	 






	Building

	A player, instead of capturing, may play a card to the layout which will allow him to capture on a future turn. For example, if there is a 3 in the layout, and the player holds a 5 and an 8, he may play the 5 to the 3 on the layout, overlapping the cards and saying ‘building 8s’, intending to take the two cards on a future turn. He must hold the card which will allow him to capture – he cannot build 8s without holding an 8 in his hand. This is called a ‘simple build’.







	 

	 






	 

	He is not obliged to capture the build on his next turn, and may prefer to make another capture first, particularly if his opponent makes a build which he himself can capture. A build is not the property only of the player making it.







	 

	 






	 

	A player can make a ‘multiple build’ by adding other cards to the layout. For example, in the instance above, where a player adds a 5 to a 3 in the layout to build 8s, he could also play a 7 to an Ace to the layout on his next turn, with the intention of capturing all four cards with his 8 on a future turn.







	 

	 






	 

	A player can also make a multiple build on a single card. Suppose there is a 6 in the layout, and the player holds two 6s. Instead of using one 6 to capture that in the layout, thus capturing two cards, he could play one of his 6s to the 6 in the layout and announce ‘building 6s’. On his next turn he could then capture both 6s in the layout with his remaining 6, thus capturing three cards rather than two. In the same way, if he holds two 6s and the layout includes a 4 and a 2, he can combine the 4 and 2 and play one 6 to them announcing ‘building 6s’, enabling him to capture all three cards next turn with his remaining 6.







	 

	 






	 

	A build can also be increased. Suppose there is a 3 in the layout, and the player holds a 6 and a 9, he can play the 6 to the 3 and build 9s. If he also has an Ace and a 10, he can on his next turn add the Ace to the build and announce ‘building 10s’, using his 10 on his next turn to capture all three cards. As 10 is the highest card in the pack, it follows that a build cannot exceed ten.







	 

	 






	 

	As stated, a build is not the property of the player making it, and as well as capturing his opponent’s build, a player may add to it. Suppose the opponent is building 7s, and a player holds a 9 and a 2. He can add the 2 to the build and announce ‘building 9s’. Building on an opponent’s build is a good move, since it not only provides three cards in the layout which can be captured, but leaves the opponent holding a card (in the example a 7) which he now cannot use.







	 

	 






	 

	It is not permitted, however, to increase a multiple build. For example, if a player building 6s has a 4 and a 2, and also a 5 and an Ace, in the layout, it is not permitted to add a card to one of the builds to increase it further. Note the difference between a multiple build and a simple build. If, for example, a player builds a 3 to another 3, and announces ‘building 3s’, in order to take both 3s with a third 3, that is a multiple build which therefore cannot be built on. However, had he announced ‘building 6s’, with the intention of taking both 3s with a 6, that is a simple build, and can be built on, for example by playing a 2 to it and announcing ‘building 8s’.
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