

 
 


Thank you for downloading this Simon & Schuster ebook.

Get a FREE ebook when you join our mailing list. Plus, get updates on new releases, deals, recommended reads, and more from Simon & Schuster. Click below to sign up and see terms and conditions.




CLICK HERE TO SIGN UP




Already a subscriber? Provide your email again so we can register this ebook and send you more of what you like to read. You will continue to receive exclusive offers in your inbox.




THE 
EVERYTHING®
 CARD GAMES
 BOOK 

A complete guide to over 50 games
 to please any crowd 

Nikki Katz 






 [image: 9781593371302_ps_0004_001]


Copyright® 2004, F+W Media, Inc. All rights reserved.
This book, or parts thereof, may not be reproduced
in any form without permission from the publisher; exceptions
are made for brief excerpts used in published reviews.

An Everything® Series Book.
Everything® and everything.com® are registered trademarks of F+W Media, Inc.

Published by Adams Media, an imprint of Simon & Schuster, Inc.
57 Littlefield Street, Avon, MA 02322 U.S.A.
www.adamsmedia.com

ISBN 10: 1-59337-130-6 
ISBN 13: 978-1-59337-130-2
eISBN 13: 978-1-44052-301-4
 Printed in the United States of America.

10  9  8  7  6  5

Library of Congress Cataloging-in-Publication Data 
Katz, Nikki.
The everything card games book / Nikki Katz.
p.      cm.
ISBN 1-59337-130-6
 1. Card games. I. Title. II. Series: Everything series.

GV1243.K29 2004 
795.4-dc22 

2004008568 

This publication is designed to provide accurate and authoritative information with regard to the subject matter covered. It is sold with the understanding that the publisher is not engaged in rendering legal, accounting, or other professional advice. If legal advice or other expert assistance is required, the services of a competent professional person should be sought.

— From a Declaration of Principles jointly adopted by a Committee of the
American Bar Association and a Committee of Publishers and Associations 

This book is available at quantity discounts for bulk purchases.
For information, call 1-800-289-0963.


The EVERYTHING® Card Games Book 

Dear Reader:

Do you enjoy card games, but find you need clarification on and wanted you ever been with a group of friends some rules? Have you looking to brush up on a card new game? Are up, to try out a is fo r you. Growing that you once played? Then this book can remember many game playing card games and loved wrote this book to I absolutely with my mom. I evenings spent playing cribbage and to give you an introduction to favorite games with you games, share my games, trick-taking games, gambling on how a variet y of other solitary find detailed instructions games for kids, and more. You’ll players are and/or score each game. Since play, bet, also find known to constantly history deal, bid, to the rules, you’ll changing and adding instances I’ve included a variations of each card game. In many strategies for winning. So the game, and you can even read of with some friends or by yourself, break out a deck of cards, flip to a game that sounds interesting and learn to play it!

Have Fun and Win Big, 
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Top Ten Places to Play Cards 

1. Play a gambling game at your local casino.

2. Play a game of solitaire on your next plane trip.

3. Play a game against your computer during your next lunch break.

4. Join some friends on the Internet and play a competitive game.

5. Take a trip to Las Vegas or Atlantic City and test your card-game knowledge while seeing the sights.

6. Join a local card group to play your favorite game.

7. Sign up for a card-game tournament and do your best to win.

8. Grab your children and play a family game at your dining-room table.

9. Break out a deck of cards at the next party you attend.

10. Lay out your favorite solitaire game on your bed and relax with some music.


Introduction 

 [image: Il_9781593371302_ps_0012_001] ARE YOU SICK OF PLAYING GIN RUMMY but don’t know any other card games? Feel like you’re going to want to walk out on your spouse if you have an argument over the rules of euchre one more time? Or maybe you’re just fed up with expensive, bulky board games that provide no variations? If you answered “Yes!” to any of these questions, then this book is for you. The simple pack of fifty-two cards offers entertainment for players aged eight to eighty, with single-player pastimes like Patience (and the hundreds of variations on the theme) to complex strategy games like Sheepshead. Learning to play card games will give you a sure-fire standby for those rainy days while you’re on vacation and offers a far more sociable get-together with friends than watching a movie. Card games are even educational for children, teaching them addition skills, how to match, and all about recognizing suits and numbers.

Almost everybody has a favorite card game and a great mental image of playing cards in the past. Maybe you remember playing War on the floor with your sister, getting angry every time you lost an ace in a battle . . . or maybe you played gin rummy with your grandparents every time they visited to babysit you while your parents went out to dinner . . . or perhaps you played at the blackjack tables with your best friend on spring break in college . . . or maybe you and your husband sat side by side and played video poker on a cruise during your honeymoon. Whatever the game and whatever the source, we all have a favorite card game (or two).

In fact, there are many famous celebrities who have passions for card games. Bill Gates is an avid player of bridge, once playing a twenty-four-hour game with Warren Buffet and their bridge partners. Other bridge fans include Charles Schultz, creator of the Peanuts comic strip, and politicians Dwight Eisenhower, Harry Truman, and Chinese premier Deng Xiao Peng. Actors Clint Eastwood, Peter Graves, and Lee Majors were also well-known bridge players. And of course there are a great many celebrity poker players. Ben Affleck, David Schwimmer, Martin Sheen, Mimi Rogers, Carrie Fisher, Hank Azaria, and many others added poker to their card-game resume when playing Celebrity Poker Showdown for their favorite charities on the Bravo television network. Speaking of charities, Dustin Hoffman, James Woods, Kevin Pollack, and Joe Pesci played in a blackjack celebrity fundraiser in Las Vegas in 2002.

But what are the rules for these and other games? Is there a particular strategy that you should follow, or is it all luck of the draw? Are there different ways of playing so that you can add variety to the game when you get bored? The Everything®Card Games Book is a great resource to teach you the rules, any history, applicable strategy, possible variations, and everything else you’ll need to know about more than 100 card games. If you get stuck on some of the terminology or definitions used, make sure to visit the glossary. Otherwise, it’s time to flip to one of these chapters, find a card game that looks interesting, learn the rules, break out a deck of cards, and make some new memories with your family and friends!
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Chapter 1 
The Evolution of Modern Card Games 

What’s a good card game without a good deck of cards? The history of card games and playing cards dates back almost 2,000 years to the invention of paper and follows a path from China to the Middle East to Europe and then America. Today’s playing cards come cheaply and can be found almost anywhere, but within that deck of fifty-two cards lies a wealth of adventures and culture to be learned.

The First Card Games in Ancient China 

T’sai-Lun, from Lei-yang in China, is credited as the inventor of paper circa A.D. 105. Papyrus mats had been used for writing in Egypt for thousands of years, but T’sai-Lun, the chief eunuch of Emperor Ho-Ti, created paper through experimenting with various materials. He finally refined the process and made paper by first grinding plant fibers until they were completely separate and then mixing those fibers with water. The water was strained out of the mixture using a screen, allowing the intertwined fibers to form a flat, thin surface. This thin, flexible, strong paper was known as T’sai Ko-Shi, or “Distinguished T’sai’s Paper.”

 [image: 9781593371302_ps_0015_001]

Some modern card packs used in China still retain the suits of coins and strings of coins (known by mahjong players as “circles” and “bamboos”), and the expression that is used for playing cards means “paper tickets.”

The Chinese kept their papermaking secrets to themselves, finally relinquishing the information in the third century to Vietnam and Tibet. In the fourth century, Korea learned the skills, followed by Japan in the sixth century. Somewhere during this time, cards were invented. The first known documentation involving cards is that Emperor Mu-Tsung played domino cards with his wives on New Year’s Eve, A.D. 969. These paper dominos were shuffled and dealt just like the modern cards of today. Ancient Chinese “money cards” contained four suits — coins, strings of coins, myriads of strings, and tens of myriads. In fact, these money cards may have actually been currency that was used in gambling games.

The Middle East 

Papermaking eventually began traveling west to Baghdad, Damascus, and Cairo as the trade routes carried other goods among the various nations. Of course, cards and card playing followed suit. Around 1400, the Mamelukes of Egypt developed a card deck that is very similar to the deck we play with today. It contained fifty-two cards and had suits of swords, cups, coins, and polo sticks. Each suit consisted of cards numbered one to ten and had three court cards — the king, viceroy, and second under-deputy. The Mameluke court cards did not actually depict people, but they did use the names and represent those particular military officers. The betting game of As-Nas, considered to be a relative of modern poker, was played with five players and a deck of twenty-five cards. Kanjifah is another game that was popular throughout Arabia. Derived from the Indian game Ganjifa, it is played with a circular deck containing eight to twelve suits with ten number and two court cards.

Medieval Europe 

Europe was introduced to playing cards in the 1300s, when the new plaything arrived and took the country by storm. There are references to cards in Spain in 1317 and Switzerland in 1377, and by 1380 there were mentions of cards in multiple European cities. These early decks were made up of thin wooden rectangles, decorated with an Arabic style. These cards were created by hand, so they were expensive and often viewed as a status symbol because only the wealthy could afford them. The invention of woodcuts and movable type made it possible to mass-produce the cards, making them easily available and more affordable to the general public. In fact, it is believed that the early card-makers and card-painters at Ulm, Nuremberg, and Augsburg were also wood engravers. Art historians have dated the oldest surviving examples of paper playing cards to the reign of Filippo Maria Visconti, duke of Milan from 1412 to 1447.
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For some time, Marco Polo was credited with bringing cards back to Europe following his voyages to China, but the dates do not coincide. Another myth is that soldiers returning from the Crusades brought back decks of playing cards, but the Crusades ended too early for this to be true.

Court Cards 

Cards went through a wealth of changes during the 1400s. The court cards were changed to represent European royalty — the king, chevalier, and knave. Queens were introduced in a variety of ways. In some decks, two queens replaced two kings as the highest cards, with the other two kings remaining in the other suits. Other decks contained fifty-six cards, with the four court cards being kings, queens, chevaliers, and knaves. Yet other decks replaced the queens with knights.

The French began naming the court cards after heroes and heroines, especially in the deck of cards made in the manufacturing center of Rouen. In a Rouen deck, the king of spades is David, the king of hearts is Alexander the Great, the king of diamonds is Julius Caesar, and the king of clubs is Charlemagne. The queen of spades is Pallas (also known as Athena), the queen of diamonds is Rachel (mother of Joseph), the queen of clubs is Argine, and the queen of hearts is Judith (of the Apocrypha). The knaves were named after Hector (prince of Troy), La Hire (comrade-in-arms to Joan of Arc), Ogier (a knight of Charlemagne), and Judas Maccabee. The Parisian cards used the same heroes but assigned the kings to different suits. The king of spades is David, the king of hearts is Charlemagne, the king of diamonds is Caesar, and the king of clubs is Alexander.
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The king was always the high card in early card games, but eventually ace-high games were added to the mix. It is believed that the French Revolution introduced ace-high games to represent the lower classes rising above the royalty.

By the late fifteenth century, card decks had become pretty much standard and contained fifty-two cards. The majority of countries dropped the queen, but the French cards replaced their knight with the queen. The lowest court card remained the knave, later changed to the more popular name of jack.

Modern decks of playing cards manufactured in Italy, Spain, Germany, and Switzerland still do not include queens in their court cards. Instead, the third court card is the knight, usually depicted riding a horse.

The Suits 

The suits varied across the European countries, but by about 1500 there were three main suit systems that had evolved. The Germanic countries used the suits of hearts, hawk bells, leaves, and acorns. Italian and Spanish cards used the suits of swords, batons (or clubs), coins (or money), and cups (or chalices). French and English cards used the common suits of hearts, spades, diamonds, and clubs.

Laws and Protestations 

Because of their popularity and the rising interest in cards, restrictions began to be placed and enforced on both cards and card playing. A German ordinance was introduced in July 1378 that declared specific games punishable by fines if players bet higher than permitted. In France, Edward IV in 1461 and 1462 prohibited playing cards and dice games at any time but the twelve days of Christmas. Henry VII in 1495 and 1496 forbid servants from playing card games except during the twelve days of Christmas, and even then they could play only in their masters’ homes.

In Bologna, Italy, in 1423, Cardinal John Capistran, a disciple of Berna-dine of Sienna, reportedly organized a massive bonfire of seventy-six sledges, 3,640 backgammon boards, 40,000 dice, and a comparable quantity of cards. Through this time, and despite all the regulations and protestations, cards continued to be manufactured, and card games continued to be played.

Cards Come to America 

Cards traveled along with the English to the Americas, possibly arriving with the Puritans on the Mayflower. After getting out from underneath English rule, Americans began producing their own playing cards at the beginning of the nineteenth century. They also began adapting their own card games, transforming the French game of Poque into our modern-day version of poker. Casinos were introduced in the early 1800s in New Orleans along the Mississippi River, eventually moving west with the introduction of railroads and the California Gold Rush. Gambling was legalized in 1931 in Nevada, and casinos began sprouting up everywhere to allow players to compete in poker, blackjack, baccarat, and other card games.

The Association of American Card Manufacturers conducted a nationwide study of card playing in November of 1940. The results of that study indicated that cards were the nation’s favorite social recreation. As many as 83 percent of the families surveyed played cards, and cards were found in 87 percent of the homes. Families within every income bracket played cards, with rummy being the best-known game: 49 percent of the families surveyed played rummy, followed by solitaire, at 45 percent, and bridge, at 44 percent.

Card games are not as popular today as they once were. With the invention of the television, video games, VCRs, the telephone, and computers, families have many more outlets for game playing. The more popular card games are making a comeback via the computer and the Internet, but the pastime is not nearly as infectious as it was sixty years ago.

A Modern Deck of Cards 

Over the years, improvements have been made on the traditional European deck of playing cards. Corner indices were added in the mid-nineteenth century. This enabled players to move their cards closer together and only use one hand during play. Court cards were soon improved to be two-headed and reversible. French court cards once contained full-length images, making it easy for opponents to tell if a player had many court cards — all they had to do was watch to see who turned their cards to view them properly. Cards were eventually varnished on the surface to add to their longevity and allow them to take wear. The square corners were eventually replaced with rounded corners, preventing bends and dog-eared cards.

The standard card today measures about 2 [image: Il_9781593371302_ps_0019_001] inches by 3 [image: Il_9781593371302_ps_0019_001] inches (6 cm by 9 cm). The backs are printed with identical designs, patterns, or pictures. A full deck is printed on pasteboard made up of two sheets gummed together with black paste to ensure opaqueness.
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Dirty cards can leave a mark on your game by showing which cards you hold. Clean your deck with cold water and a soft cloth. Then dry them immediately with another soft cloth, and spread them out on a table to dry. Never place your cards near a heat source!

The Suits 

Cards manufactured in the United States use the French suits of clubs [image: Il_9781593371302_ps_0020_002], diamonds [image: Il_9781593371302_ps_0020_003], spades [image: Il_9781593371302_ps_0020_004], and hearts [image: Il_9781593371302_ps_0020_005]. The four suits are said to represent the structure of medieval society. The clubs represent agriculture, diamonds represent the merchant class, spades represent the military, and the hearts represent the church. Each suit contains thirteen cards. They are ranked, from highest to lowest as ace, king, queen, jack, ten, nine, eight, seven, six, five, four, three, and two.

The Jokers 

Modern decks today come with fifty-two cards within the four suits and two nonsuited cards, the jokers. Around 1870 in the United States, the game of euchre introduced the joker as the “best bower” and the highest-ranking trump card over the jacks as left and right bowers. Euchre was often referred to as “Juker” (a German term for “jack”), and so the joker card might be a play on the term “Juker card.” By the 1880s, the joker card was illustrated as a clown or a jester, and this is how we see jokers in play today.

Tarot Cards 

During the first half of the 1400s (probably between 1420 and 1440), the first set of tarot cards was created in northern Italy. The set was very similar to standard playing card decks in that it included four suits of number cards from one to ten and three court cards in each suit of a page, a knight, and a king. The tarot deck also included a queen in each suit, which was added to the court cards, and twenty-two “special” cards that did not belong to a suit. These symbolic werecards were named to be typically distinctive to European Christendom and included the Pope, Death, the Empress, the Devil, Angel, Sun, Moon, World, Traitor, Justice, and more.

The tarot card pack was used to play a new card game, similar to bridge, where twenty-one of the special cards served as permanent trumps. These trump cards could be played regardless of the suit led and they outranked any number or court cards. This “Game of Triumphs” became extremely popular among the elite upper classes and spread throughout Europe.
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The Fool card could be played at any time, regardless of whether the player held a card in the suit led or any trump cards. The Fool card could not win a trick and was played so you did not have to lose a different card. If you played the Fool, you kept the card and handed a previously won card to the winner of that trick, as a replacement.

As the tarot trump cards entered new countries, changes were made to the pictures on the special cards to pertain to that country’s beliefs, spirituality, and culture. The ranking of the trumps also changed, as they did not contain any numbers. In its course of travel, the pack was extended to ninety-seven cards by adding more trumps; shortened to sixty-three cards by removing lower-value numeric cards; converted to use the French suits; and shortened to fifty-four cards by dropping numeric cards. No matter what the changes, the deck was always used to play trick-taking games.

Hundreds of years later, devotees of the occult arts in France and England saw mystical and enchanting meanings in the symbols of the tarot cards. Their fascination and use of the cards turned into the present-day view that we have of tarot cards as a deck of mystic and divine cards used in fortune-telling and the occult.

Today, the tarot deck contains seventy-eight cards, broken up into the major arcana and the minor arcana. The twenty-two special cards make up the major arcana and are said to represent various aspects of a person’s life and the world. The fifty-six cards (the standard fifty-two cards plus the four pages) that make up the minor arcana contain the four suits of wands, pentacles, swords, and cups that are said to represent various life stages, the four elements, times of day, seasons, and different powers.

Card Games on the Big and Small Screen 

Although not as popular today as they were in the early and mid-1900s, cards and their games have infiltrated our culture and are seen in all aspects of life. The king and queen of hearts have both made it big on the music charts, and who hasn’t seen the artwork of dogs playing poker? Of course, the biggest arena for showcasing card-game strategy and talent is on the big and small screen. Many television shows and movies, some well known and some often unheard of, have included or have been centered on card games:

• ANGELS OVER BROADWAY (1940) — Hustler Bill O’Brian tries to entice Charles Engle, an embezzler with a suicide note, to play a card game so he can relieve him of his money.

• MAVERICK (1957) — Brothers Bret and Bart Maverick migrate from town to town as they travel across the West, playing five-card draw or other poker variations.

• THE CINCINNATI KID (1965) — An up-and-coming poker-playing Steve McQueen tries to prove himself in a high-stakes match against “the Man,” a master of the game.

• A BIG HAND FOR THE LITTLE LADY (1966) — It’s time for Joanne Woodward to save the day, and her family’s savings, when her husband collapses on the floor in the middle of a poker hand.

• KALEIDOSCOPE (1966) — Warren Beatty is the ultimate gambler when he marks high-value cards so that he can cheat in a game of no-limit blackjack.

• PLAY CARDS! (1968) — A game show structured around five-card poker hands. Two contestants and a celebrity competed against one another to build the best hand.

• GAMBIT (1972) — Host Wink Martindale pitted married contestants against one another while playing a large-card variation of blackjack as they answered questions and attempted not to take cards that would push their hands over twenty-one points.

• THE JOKER’S WILD (1972) — Although this game show was not based on a card show, host Jack Barry did employ the joker as a wild card, which could mean an automatic win if a contestant spun a triple joker and answered a question correctly.

• CALIFORNIA SPLIT (1974) — This is one of a few movies that attempts to show the day-to-day life of card-playing, sports-betting, sleep-till-noon gamblers.

• CARD SHARKS (1978) — This game show had contestants pitting card-game knowledge against one another in a version of Acey-Deucey. A base card was turned up, and the player had to guess whether the next card would be higher or lower than that card. The first player to make it through five cards, answering questions along the way, went to the final round for big money.

• HONEYMOON IN VEGAS (1992) — Nicholas Cage loses more than he gambled when he has to clear a poker debt by giving his fiancée up for the weekend!

• HOUSE OF GAMES (1997) — In David Mamet’s directorial film debut, psychologist Lindsay Crouse discovers that her patient, Joe Mantegna, owes a $25,000 gambling debt and becomes involved on behalf of her patient.

• THE JAMES BOND MOVIES (1962 ON) — In many of the James Bond movies and books, Agent 007 enjoys a game of baccarat at the world’s most luxurious casinos. And like his luck with the ladies, James Bond seems to have a way with the cards.

• ROUNDERS (1998) — After Matt Damon loses his tuition money in a high-stakes poker game, he vows to give up gambling. Unfortunately, his friend Edward Norton shows up and needs a bit of help with some unpaid debts.



Now that you know a little about the history of cards, let’s move on to what you need to know to get started playing!
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Chapter 2 
The Basics

If you’re new to playing card games, there is some basic information that you should know. You’ll want the best seat available, depending on what the game is and who is playing, and when it’s your turn to deal you’ll need to be able shuffle the cards and deal them out accordingly. If you’re playing a game that involves gambling, you need to know about betting, and it’s always good to know when to fold your cards in a game of poker!

Claiming Your Seat at the Card Table 

There are various strategies for sitting at a card table, as well as different layouts and requirements for seating. Some card games require that you and your opponents cut the cards to determine your seats. The player who cuts the highest card (kings are high and aces are low) chooses her seat. The player who cut the second-highest card chooses his seat next, and so on. In partnership games, a player and his partner sit across from one another at the table. If seating positions are going to be chosen by cutting the cards, the player who takes the highest card essentially chooses the seats for everyone because he takes his seat, his partner sits across from him, and their opponents sit in the remaining two seats.

If you know your opponents, you can strategize where you would like to sit at the table based on whom you would like to sit next to. If you know that another player does not count cards or pay close attention to the game, you will want to sit to the left of that player (in a card game that is played clockwise) in order to take advantage of that player’s discards.

Blackjack Seating 

In the game of blackjack, there are different strategies to employ before claiming a seat. If you use a card-counting system, you will want to sit to the far left of the table (often called “third base”) so you can see more cards before playing your hand. If the dealer is bad at concealing his cards, you will want to sit in whatever position is best to see the hole card (the first card that the dealer deals himself, face down). It is a misconception that sitting at third base can affect the dealer’s hand. Many players feel that if you sit at third base and hit when you shouldn’t, taking a card that would have made the dealer bust, or you don’t hit when you should and the dealer gets a card that helps his hand, that your play was responsible for helping or ruining the dealer’s hand. In actuality, as long as the cards are shuffled enough to be randomized, improper play will help the other players as often as it hurts them.
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When playing at a blackjack table, the seat closest to the dealer that gets dealt to first is known as first base. The seat closest to the dealer that gets dealt to last, before the dealer, is known as third base.

Poker Seating 

When playing poker, experts feel that choosing a seat at the table is very important — a detail the beginning player often overlooks. If you sit to the dealer’s right (or in the position that is dealt last), you are also the player to bet last. This gives you an opportunity to analyze and evaluate the other players’ hands. In general, you want loose and aggressive players on your right side, acting before you in most hands. That way, you know whether they plan to raise when you decide what you want to do, and you can call a bet with more marginal cards with less fear of being raised. You want tight and passive players on your left. You do not fear a raise from them, and you can often raise and cause them to fold their cards.

Shuffling the Cards 

A shuffle is the randomization of a deck of cards by “interleaving” the cards multiple times. You shuffle the cards by dividing the cards up into two nearly equal stacks and placing them into both hands. You then alternately interleave the cards from your left and right hands to combine the two stacks together. Some people do this by flapping the cards down using their fingers and thumbs, while others just push the stacks together.
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Shuffling a deck by exactly interleaving the two halves of a deck is called a riffle shuffle. Shuffling a deck by placing cards in randomly chosen positions is known as an exchange shuffle.

Types of Shuffles 

The riffle shuffle is modeled by cutting the deck exactly in half and dropping cards one by one from each hand. In 1992, David Bayer and Persi Diaconis proved that after seven random riffle shuffles of a deck with fifty-two cards, every configuration of the cards is nearly equally likely. A deck shuffled fewer than six times shows a similarity to the original deck, but shuffling more than seven times does not increase the randomness of the shuffle.

Scientifically, there exists an in-shuffle, where the two stacks are interleaved from the left hand first, and an out-shuffle, where the two stacks are interleaved from the right hand first. If you had a deck with only six cards (1 2 3 4 5 6), the in-shuffle would result in a new deck of 4 1 5 2 6 3, and the out-shuffle would result in a new deck of 1 4 2 5 3 6.

How Many Arrangements?

If you play games often, you’ve probably shuffled a deck of cards, or even multiple decks of cards, hundreds of times. But do you know just how many different arrangements those fifty-two cards could create? You’ll probably be surprised at the answer.

To demonstrate how to calculate the number of possible arrangements, imagine that you have fifty-two choices for picking out the first card, fifty-one choices for picking out the second card (since one card has already been pulled out of the deck), and so on. This continues on until there is only one selection remaining to pull out of the deck. So the possible number of arrangements in a deck is obtained by multiplying 52 x 51 x 50 … and so on to 2 x 1. In mathematics this is referred to as 52! (or “52 factorial”). Shockingly enough, the expression 52! is a sixty-eight digit number: 80,658,175,170,943,878,571,660,636,856,403,766,975,289,505, 440,883,277,824,000,000,000,000.

In essence, this means that it is practically impossible for you to shuffle the deck in the same arrangement twice in your lifetime.

Cutting the Deck 

In most card games, after the dealer is done shuffling the cards, the player to his right or left will cut the cards. In order to cut the deck, you will remove as one unit roughly half of the cards from the top of the deck, placing that part of the deck on the table next to the remaining cards. The dealer then picks up the bottom half of the deck, places it on top of the other stack, and squares the deck. The purpose of cutting the cards is to vary who gets a specific hand after they are dealt. Let’s assume that a game includes four players and the entire deck is going to be dealt out. If you cut the cards at card twenty-one, the hands will be shifted by one player (divide twenty-one by four and there is one card left over).
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Can I shuffle by cutting the cards?
No. Repeatedly cutting cards is not the same as shuffling a deck. Repeated cutting is the same as cutting once in a different place because the order of the cards is not being changed.

Some card games use a method of cutting the deck to determine who the first dealer will be. In this case, you each cut a small unit of the deck and look at the bottom card of the portion that you hold. This number determines whether you will or will not be the first dealer. Kings are high and aces low when cutting cards. If two or more players cut the same card, they may either cut again or randomly select a card from the stack.

Betting and Checking 

In all of the poker games as well as blackjack, Red Dog, and baccarat, you will be placing bets on your hand in the hopes of winning money from the bank or your opponents. In games such as Pai Gow poker, blackjack, baccarat, and Red Dog, you will place an initial bet on the table. This bet must fall between a minimum and maximum bet that is documented on the casino table or that you have all agreed on when you play at home. In these games, your bet will typically remain the same throughout the hand. In a few instances you can increase your bet by doubling down (doubling your bet to receive one and only one more card to add to your hand) or splitting a pair (doubling your bet to split a pair of cards into two separate hands to play) in blackjack, or you can raise your bet in Red Dog. After you have played out your hand, you will win or lose your bet based on a comparison between your hand and the dealer’s hand. You will lose your bet if your hand loses to the dealer’s hand. You will push your bet if your hand ties the dealer’s hand, meaning that you get back your original bet and win/lose nothing. You can win money if your hand beats the dealer’s hand.
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If you play the games of baccarat or Pai Gow poker in a casino, they will take a small commission out of your winnings. This amount is usually 5 percent, or less, of the amount that you win and helps the casino maintain its edge on the players.

Betting limits are typically expressed with a minimum and maximum (for instance, $5–$10) and may be spread-limit or structured-limit. In a spread-limit game, you may bet any dollar amount between the minimum and maximum bet. When you want to raise the bet, it must also be within the minimum and maximum range. In a structured-limit game, you may only bet and raise the minimum dollar amount during the first few rounds of play, and the maximum dollar amount during the last few rounds of play.

The Dealer 

The dealer is the person who deals out the cards during a specific round or hand of play. There are two types of dealers — dealers in home games or in a card group who are also players in the game, and dealers in a casino.

When the players are also the dealers, the first dealer is usually chosen at random or by cutting the cards. In most instances, all of the players take turns dealing, and after the first hand, the deal typically passes to the player on the left. In many card games, players will play with two decks, each with a different back. While one player is dealing, the next player will shuffle the deck of cards just played and place it to the right of the next dealer. This saves time, allowing more hands and games to be enjoyed.

In a casino, the dealer is an employee who staffs the games in the casino. He goes through extensive training to learn how to correctly shuffle the cards, deal the cards, and pay out money to the casino players. The players will never get to deal the cards, as it would leave room for error and cheating. In blackjack, the players play against the dealer, so he deals himself a hand. In poker, the dealer is not a participant; instead, the players play against each other, so the dealer does not deal himself a hand. (An exception to this is in Pai Gow poker, where the players do not play against one another but against the dealer, as in blackjack.)

Dealing the Cards 

Each card game has its own requirements for dealing out the cards, and you need to know them when it’s your turn to deal. You must first know the order that the cards should be dealt out to each player (clockwise, counterclockwise, or another varied pattern). The majority of card games are dealt clockwise. The next step to learning how to deal is to know if the cards are dealt face down or face up. In some games, all cards are dealt face down. Other times, the last card will be turned up to determine the trump suit (a suit that wins over the other three suits). The dealer then picks up that card after the first trick is played. In other games, some of the cards are dealt face down while others are dealt face up. As you learn the rules for a new game, pay close attention to whether the cards are dealt face up or down.

You must also know how many cards are dealt out at a time. The majority of card games require cards to be dealt one at a time, but in some games the cards are dealt out in groups of two, three, or more cards. To complete the deal, you must know the total of how many cards are dealt out to each player. Every card game varies in the amount of cards dealt in a hand. In cribbage, only six cards are dealt to each player, while each player in spades gets thirteen.

After dealing out the cards, you must know what should be done with the remainder of the deck. If the card game does not require that the deck be completely dealt out, something must be done with the remaining cards. Sometimes they will form a stockpile and a discard pile that players will draw from during play. Other games require a kitty, or side area, that a player or multiple players will add to their hand at a later point in the game. In a variety of games, the cards are just placed to the side of the dealer and never viewed in the hand.
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