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  Introduction




  GAMES using playing cards have evolved over many centuries and in many countries. There are accounts of being used in

  Egypt, China, India and by the Romans who came with Caesar to Britain. In all probability, the only reason those living in the Stone Age didn’t play cards was because of the difficulty in

  shuffling the stones!




  All card games have one feature in common – luck – and it isn’t difficult to see why. Put two people in different rooms, each with a pack of cards, tell them to mix the cards

  thoroughly and take the top thirteen cards (a quarter) off the pack. The odds against the top thirteen in one room being the same as the top thirteen in the other room are in excess of

  620,000,000,000 to 1.




  Whereas luck is apportioned between everybody in shares affected by the whims of the Goddess of Fate, the amount of skill each person displays has an influence which is just as important to the

  chances of winning. This book will tell you not only how specific card games should be played according to their rules, it will also comment on those areas of each game in which skill can be

  exercised to a player’s advantage. If skill cannot be used in a game, i.e. if the game is 100 per cent chance, you will not find it in this book.




  As you go through the book, you may find a game described which has some differences from the way you remember having played it in the past. This is because there are very few games where the

  rules have been codified completely and accepted universally. Local, regional and national differences abound in the rules of many card games so, in order to avoid having to write a series of

  volumes, I have attempted to limit my descriptions to the fewest possible variations of each game. I have also omitted some games which are known to very few. There is little point in being the

  best in the world at Inverted Duplicate Rummy if you and your partner are the only people in the world who play it. By the way, what exactly is Inverted Duplicate Rummy?




  It is likely that the readers of this book will fall into one of the following categories:


  





  

    

      	

        1.


      



      	

        Those whose knowledge of cards consists of being able – just – to recognize a pack for sale on a shop shelf.


      

    




    

      	

        2.


      



      	

        Those who have played games which they have been shown, but who have little idea of the rules and even less conception of how to apply skill in

        their play.


      

    




    

      	

        3.


      



      	

        Card players seeking to extend their existing knowledge of games they play, and to add new games to their repertoire.


      

    




    

      	

        4.


      



      	

        Those who wish to settle arguments by consulting rules.


      

    


  




  There is a broad gulf between those in either of the first two categories and those in the latter two. The majority of people in the first two need to be introduced gradually

  into card games. They should read through the book, chapter by chapter, and resist the temptation to go straight to a chapter which deals with a game that interests them.




  This book is designed to build knowledge for those without any, and still be complete enough in each chapter to satisfy the requirements of those with some knowledge. So, please advance with

  caution, and absorb the basics before making great leaps into the unknown. Your patience will be rewarded.
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  Definitions




  IF YOU already play one or more of the games described in this book, it is possible that you don’t need the

  information in this chapter – but please read it all the same, some of it may be new to you.




  The Pack




  This consists of fifty-two cards divided into four suits, each of which has thirteen cards. The suits are [image: ]

  (Spades), [image: ] (Hearts), [image: ] (Diamonds) and [image: ] (Clubs). The names have no significance; they are merely a form of shorthand for descriptive purposes. After all, it is easier to say, “I have two hearts in my hand,”

  than, “I have two of those red cards with heart-shaped symbols on them.”




  The cards in each suit are A (Ace), K (King), Q (Queen), J (Jack or, as it is also known, Knave), then 10 down to 2. Unless the rules of the particular game state otherwise, the pecking order is

  as above.




  

    [image: ]


  




  When playing card games, a number of terms may be used. I give below the most common terms and their definitions.




  Cutting and Shuffling




  Imagine a card-table, preferably square and large enough to avoid the risk of bloodshed but small enough to enable the cards to be reached from any point. A game which

  requires four players would have a player seated at each side of the table. For convenience, we can allocate compass points to each side of the table, so that one player is

  sitting as North, the next as East and so on. Many articles, books, etc., name the players as North, East, South and West, and so shall I where it is easiest for descriptive purposes.




  Before a game starts, the pack will be placed face-down in the middle of the table. Each player in turn lifts a small section off and displays the card at the bottom of the section. This is

  cutting and will decide who will deal (generally the player who has cut the highest card, i.e. according to the pecking order described above). An alternative method of cutting for

  deal is to fan the cards down across the table and for each player to select one. In most games, the cards are then shuffled, in order words mixed at random, so that no one can know the

  order in which they finish in the shuffled pack. The act of shuffling may also be known as making. The cards next pass, still facedown, to the player on the dealer’s right, who cuts

  them into two sections, the bottom section being placed on the top by the dealer. The cards are then ready to be dealt.




  Etiquette




  Many people give the impression that they regard etiquette as the most important aspect of a card game. If the right person doesn’t shuffle, or the right person

  doesn’t cut, it is looked upon as an offence deserving of capital punishment. In some games, although only one pack is in use at a time, in order to keep the game moving quickly one person

  deals while another shuffles a second pack in preparation for the next deal. For example, while North is dealing, South shuffles the alternate pack. Once shuffled, he places it face-down on

  East’s left, ready when it becomes East’s turn to deal, for him to ask North to cut it to him prior to the deal.




  For this purpose two different colour packs may be used, possibly in order to give the etiquette fiend the opportunity to point it out to the dealer should he be committing the sacrilege of

  dealing with the wrong colour pack.
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  Dealing




  Let’s look at an example, inventing a game as we go along, to be played by our friends North, East, South and West.




  Assume that everything has been done correctly and that of the four players in the game North is going to deal. Assume also that the rules of the game state that each player is to receive nine

  cards, dealt one at a time. North deals by placing one card at a time face-down in front of each of the players in a clockwise fashion, starting with the player on his left. A bird now enters

  through the window and flies around peeking at the cards. This is what the bird sees:




  

    [image: ]


  




  Description of the Hands




  North’s hand, i.e. the cards that he is holding in such a way that only he and the bird can see them, is: two [image: ] (a doubleton), three [image: ], no [image: ] (a void) and four [image: ] (three or more cards in a suit are sometimes described as times, i.e. ‘three times’, ‘four times’, etc.).




  East has one [image: ] (a singleton), three times [image: ], three times [image: ] , and Ace doubleton [image: ], i.e. a doubleton containing an Ace.




  South has a singleton [image: ], three times [image: ], a void [image: ] and five times [image: ]. West has a doubleton [image: ], singleton [image: ], Ace, King five times [image: ] , and a singleton [image: ].




  These descriptions are common usage but you won’t be thrown out of the game if you forget them.




  The Lead and Following Suit




  Another assumption now is that as is normal in many games, East, because he is the next player on dealer’s left, is going to lead. He is going to choose a

  card to place face-upwards in the middle of the table; that is, the lead – the first card actually played face-up on the table. For no good reason – possibly a Chinese

  superstition he connects with the 5 of spades (5[image: ]) – he leads that card.




  Under our rules, and also under the rules of many games, a player whose turn it is to play must play a card in the same suit as that which has been led, provided he has a card in that suit. In

  other words, he must follow suit. South does so by placing 6[image: ] face-upwards in the middle of the table. West plays 7[image: ] and North plays 8[image: ].




  Tricks




  North has played the highest of the four cards. The four together constitute a trick and, by playing the highest, North has won that trick. He picks up all four cards,

  carefully arranges them into a little block and places that block face-down in front of him – his trick.




  Having won (also known as made or taken) the trick, it is North’s responsibility to play the first card to the next trick. Flushed with the success of his 8[image: ], he plays 4[image: ]. East has not got a spade. If he had a spade, he would have to follow but as he

  can’t follow he must play a card in a different suit, i.e. he must discard.




  I’ll leave you to work out the rest of the play for yourself.




  Trumps




  

    [image: ]


  




  In most games, as stated above, it is necessary to follow suit if you can; if you can’t follow, and the game includes trumping, you may either discard or use a trump. In

  other words, you may choose to trump an opponent’s card and may thereby win the trick. The term ruff means the same thing.




  There are a number of different ways in which the trump suit can be chosen, in fact some games are almost built around the method of deciding upon the trump suit. One way, and we can assume it

  was the way chosen for the game I am illustrating, is to have an extra cut of the cards before they are cut for the deal, the suit revealed by the card cut being the trump suit for that hand.




  Let’s look again at the deal illustrated above and assume this time that in a cut before the deal the trump suit became [image: ]. Go back

  to the second trick, the one which North led with the 4[image: ]. East now has a choice of card to play because (unlike some games which stipulate

  that a player must trump if he cannot follow) our game allows him to discard a [image: ] or a [image: ]

  or, if he wishes, to trump with a [image: ]. Let’s say that he decides to play the 3[image: ]. He will win the trick because South cannot overtrump (play a higher [image: ]) because he has no other [image: ] , and nor can West who must follow to the card first led, i.e. a [image: ].




  

    [image: ]


  




  Sometimes the schedule of the trump suit is determined before the first hand for the whole of the game. A sort or rota system might be applied to each hand in turn, e.g.

  [image: ], then [image: ], then [image: ] , then

  [image: ], and then perhaps No Trumps. This means exactly what it says, i.e. in that hand there will be no trump suit… just like our

  first hand before diamonds were introduced as trumps.
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  Skill




  SKILL IN the actual play of the cards comes easier to some than to others. Most card games have the same fundamental skills

  in common: a little memory, a little mathematics and a little common sense. Some games, particularly those involving partnerships, require methods of communication – enabling one partner

  somehow to impart information to the other without making pointed remarks or foot tapping or eyebrow lifting, etc.




  

    [image: ]


  




  Memory




  It is a common complaint that, “I can’t remember the cards that have already been played”. The reason is usually that the complainant has not really

  watched the cards that have been played. Here is a simple illustration of how memory should work.




  Our friends North, East, South and West sit clockwise around a table. North deals one card at a time to each player until all fifty-two cards have been dealt. The rules of the game that

  they are playing are very simple: they will play out all thirteen tricks; each player in turn will lead to the next trick, irrespective of who may have won the trick just played; there will be no

  trump suit. In tabular form, with the card led being marked *, the play of the first five tricks proceeds as follows:




  

    [image: ]


  




  If each player has been watching what has been played, then everyone should know these facts about the spade suit:


  





  

    

      	

        1.


      



      	

        North and West started with ten spades between them.


      

    




    

      	

        2.


      



      	

        East only had one spade to start with and South only had two.


      

    




    

      	

        3.


      



      	

        Nine spades have been played so far, therefore North and West still have four between them.


      

    




    

      	

        4.


      



      	

        The highest remaining spade is the Jack.


      

    




    

      	

        5.


      



      	

        As West played the 10 under North’s Q at Trick 5, unless he is messing about the probability is that at most he only has the Jack left. Given a choice of cards to

        play to a trick which a player knows he will lose, it is a natural tendency to play the lowest card that he has in the suit, retaining the higher card for a subsequent trick. Accordingly, it

        is fair to assume that North has three or all four of those that are left.


      

    


  




  Most of the time you can get by if you look particularly for the high cards. Count the number actually played. Note who cannot follow. The more a player tries to do this, the

  easier it becomes, until he reaches the point when doing so becomes subconscious.




  Mathematics




  The above illustration also takes us into the realm of mathematics. For example, take the statement that North and West started with ten spades between them. How do you

  know? Because East couldn’t follow to the second spade played, and South couldn’t follow to the third player, which means that they only had three between them. As each suit has

  thirteen cards, that leaves ten between the other two players. Most card mathematics are as simple as that.




  Common Sense




  The example also shows how common sense is used. I have already pointed to the probability that West has either the Jack or no spades left. The logic is that if a player

  has a choice, must follow suit but cannot play a card higher than one already played, he will play the smallest card he has in the suit unless he is trying to convey a message to a partner. In the

  above game there were no partners, so when West played the 10[image: ] under the Q[image: ] the

  inference to be drawn is that he either still holds the Jack or has none left.




  Extend the reasoning to hearts. South has already won the third trick by playing the Queen (the Ace and King already having been played on Trick 2). The other three players played the 6 (North),

  the 8 (East) and the 5 (West). The 2 and 3 were played on Trick 2. Who is most likely to have the 4? The answer is South because each of the others played higher cards when they had the opportunity

  to play the 4. And why do I bother with an example concerning a little 4? Because the reasoning is the same no matter what the value of the card may be. Knowing that South has the 4 may prove to be

  the knowledge that will win the game.




  Equally, North, South or West may have the 7, because each played a lower card or cards to previous tricks.




  Of course, players make mistakes, or play wrong cards purposely to put opponents off, but common sense dictates that one should try and use whatever information becomes available because it will

  lead one to the right conclusion more often than not. Isn’t that just common sense?




  In the following chapters you will see how the above fundamental skills are used and extended, and how the use of skill can make each game more enjoyable.
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  Whist and Friends




  THE WHIST FAMILY of card games is extensive and extremely popular. It ranges from simple two-handed

  variations right through to the aristocrat – contract bridge. Whist is also a very old game… C S Forrester fans will recall that it was the favourite game of Hornblower during the

  Napoleonic wars.




  Universal Rules and Objects




  All the variations have the following rules and objects in common:


  





  

    

      	

        1.


      



      	

        The shuffle and cut procedures prior to the deal are as explained in Chapter 1.


      

    




    

      	

        2.


      



      	

        With two players, each takes turn in dealing. With more than two, each fresh hand is dealt by the next player, going clockwise around the table.

        The cards are shuffled after each hand.


      

    




    

      	

        3.


      



      	

        The first card is led by the player on the dealer’s left (his opponent if only two are playing).


      

    




    

      	

        4.


      



      	

        The winner of each trick leads to the next trick.


      

    




    

      	

        5.


      



      	

        A player must follow suit if he can.


      

    




    

      	

        6.


      



      	

        The object is to win more tricks than the other player(s).


      

    


  




  Simple Two-Handed Whist




  If you have mastered the definitions in Chapter 1, and the fundamentals of skill in Chapter 2, you are already well on your way to being able to play Whist. First

  here’s a two-handed version.




  The Preliminaries




  Our friends North and South decide to play one hand of Seven-Card Whist. Trumps are selected by a preliminary cut. The dealer is the player who then cuts the highest card.

  North wins the cut for dealer, he shuffles the complete pack of fifty-two cards and South cuts it. North then deals seven cards to each of them, one card at a time, starting with South’s

  first card.




  The Play




  Let’s assume that spades are trumps and that the players are:




  

    [image: ]


  




  Tabulating the play, with South leading to the first trick and the winner of each trick playing first to the subsequent trick, the cards played to each trick are:




  

    [image: ]


  




  The winning cards are marked *. South wins by taking four tricks, to North’s three.




  This simple procedure could be adopted by more than two players, perhaps dealing out all fifty-two cards.




  Knock Out Whist




  An entertaining but still simple variation of Whist is Knock Out. In this game, the number of cards dealt to each player, after an initial deal following the normal

  cut and shuffle procedure, reduces hand by hand, with the winner of the previous hand dealing and choosing trumps. In the event of a tie for the number of tricks won in a hand, the winner is

  decided on a cut.




  The complete pack is used, and it is usual, but not mandatory, for each player to receive seven cards, dealt one at a time, from the first deal. A player is knocked out if he fails to

  make a trick in a hand. The game can be played by several players or only two, and the eventual winner is the only one who survives after all others have fallen by the wayside.




  Example of Knock Out




  North and South agree that the game of simple Two-Handed Whist they played above was the first in a game of knock out. As South won that hand, he deals and chooses trumps.

  Assume that in the second hand South wins four of the six tricks that can be taken. He deals again for the third hand and the cards are:




  

    [image: ]


  




  He chooses clubs as trumps and poor North does not make a trick. North is knocked out and South wins the game.




  German Whist




  German Whist is a variation which uses the whole of the pack throughout the play, and is the most skilful of the games of Whist for two players. There are twenty-six

  tricks to be taken and the object is to win fourteen or more, i.e. over half of them.




  Preliminaries




  After the usual cut and shuffle procedure, the cards are dealt face-down one at a time until each player has thirteen. The pack is then placed facedown in the centre of

  the table with the then top card turned face-upwards on the top. The suit of the card displayed is the trump suit for the whole of the game.




  The Play




  The dealer’s opponent leads to the first trick. The winner of the trick takes into his hand the faced-up top card. The loser takes the next card, keeping it

  concealed from his opponent. The new top card in the remainder of the pack is turned face-up on top of the pack. The winner of the first trick plays first to the second trick. The winner of that

  second trick takes into his hand the top card, the loser taking the next card… and so on until the cards in the middle are exhausted, at which point the remaining thirteen cards held by each

  player are played for the last thirteen tricks.
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