

[image: cover]



        
            
                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
Book
of
Card
Games

The Complete Rules
to the Classics, Family Favorites,
and Forgotten Games

NIKKI KATZ

[image: ]




PART I


The
Basics
of
Cards



Chapter 1
Where Do Card Games Come From?

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 are inexpensive and can be found almost anywhere, but within that deck of fifty-two cards lies a wealth of adventures and culture.

China and the Middle East

In the fourth century, papermaking skills spread from China to Japan and then to Korea 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.

Papermaking eventually traveled 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.

Medieval Europe

Europe was introduced to playing cards in the 1300s, when the new plaything arrived and took the continent 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 cards, making them easily available and more affordable to the general public.

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.

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.

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 to allow players to compete in poker, blackjack, baccarat, and other card games.

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 SUITS

Cards manufactured in the United States use the French suits of clubs ♣, diamonds ♦, spades ♠, and hearts ♥. 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 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.

Card-Playing 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. When it’s your turn to deal, you’ll need to be able to 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.

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.






HOW MANY ARRANGEMENTS?

If you play cards often, you’ve probably shuffled a deck, 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 × 51 × 50 … and so on to 2 × 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.

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.

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.

As the dealer, you also need to know if there is a discard-and-replace step in the game. In a few card games, the players are allowed to discard cards from their hand, which are replaced by the dealer from the cards remaining in the deck. These cards are not dealt one at a time. Instead, they are dealt in a group to the player before moving to the next player who discards. Some gambling card games also have cards that are dealt out at a later point in the game. There are usually rounds of betting in between, and then another card is dealt to each player or to a communal area on the table.

Card-Playing Etiquette

Proper etiquette is important when playing cards, especially in a casino, in tournaments, or when playing older, well-established card games. Some standard rules of etiquette apply to all games and should typically be adhered to.

ETIQUETTE IN DEALING

When being dealt to, you should pick up your cards after the last card is dealt, not each time you receive a card. If you’re the dealer, you should never attempt to view the bottom card while dealing, even if it is dealt to you as the last player. If you’re the first player to play your turn, you should wait until all players have organized their hands and appear ready to play.

ETIQUETTE DURING PLAY

While playing the game, there should be minimal conversation and it should be applicable to the game itself. In between games, or when the hands are being shuffled and dealt, conversation is appropriate. If a game involves bidding or betting, you should make the statements clearly and loud enough for the entire table to hear. You should not hesitate in your bid or bet, or use an inflection or special emphasis, as this may be considered a signal and is not allowed.

It is improper to praise or critique or criticize yourself or your opponents during play. This means you should also not draw attention to your score or your opponent’s score. In a trick-taking game, you should not call attention to the number of tricks needed to complete or defeat a bid.
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	Novelty decks of cards with artistic renditions on the backs are frowned upon during a serious game. A new deck of cards, or one without marks and dog-eared corners, is necessary to prevent identification of cards during play.






You should not detach a card from your hand before it’s your turn to play, and if you know that you are going to win a trick, you should never prepare to gather the cards before all four players have played. If a player folds his hand or wins a hand, you should not ask or insist upon seeing that hand unless the rules specify that the hand be displayed.

Following social etiquette is the best way to have fun, play a great game of cards, and allow others to enjoy their time as well. You don’t want to play a game that involves cheating, signals, loud talking, or obnoxious players. That defeats the purpose of getting together to play!


PART II


The
Games


All Fours

NUMBER OF PLAYERS: Four

EQUIPMENT: One standard deck of fifty-two cards

TIME: Two to three hours

PARTNERSHIP: Yes

COMPLEXITY: Medium to high

All Fours is a trick-taking game similar to whist and bridge, but it differs in the use of a unique scoring system that introduces complexity and a different strategy. There are many spinoffs and variances that have evolved from the game of All Fours, including All Fives, California Jack, Cinch, and Pitch (see following).

History of the Game

In pubs of seventeenth-century England, the game of All Fours was pioneered. The first recorded mention of the game is found in Charles Cotton’s The Complete Gamester. According to Cotton, All Fours originated in Kent County. All Fours eventually traveled to the United States, where it gained in popularity in the nineteenth century. Many variations were derived from the game as players in various locations added their own rules and objectives. All Fours is still commonly played in England and Wales, and it recently has become popular in Trinidad. In the United States, All Fours survives in the game of Auction Pitch.

Playing All Fours

The objective of All Fours is to be the first team to score seven points by winning tricks containing the court cards and the high, low, and jack of the trump suit. Receiving the low point is luck of the deal, but scoring the remaining points requires you to play with some foresight.

DETERMINING THE TRUMP SUIT

All Fours opens with each player cutting the deck, and the player with the highest value card deals first. When it’s your turn to deal, deal out six cards, one at a time or in batches of three, face down to each player. Now turn up the next card to determine the trump suit. If the card is a jack, your team automatically scores one point for jack. The deal passes to the left for each hand.

Play begins with the player to the dealer’s left (called the eldest hand) deciding if he’s happy with the trump suit. If he is, he says, “I stand,” and play begins. If he wants a different trump suit based on the cards in his hand, he says, “I beg.” If you are the dealer and you prefer to keep the original trump suit, you respond, “Take one,” and your opponents receive one point. If you agree that the trump should be changed, you say, “I run the cards” and deal three more cards to each player. You then turn up the next card to determine the trump suit and score one point if the card is a jack (as earlier). If the card is a new suit, play begins. If it is the same suit as the original trump suit, you’ll deal three more cards to each player, and the process is repeated until a new suit is played or the deck of cards runs out. In that case the entire deck is shuffled and re-dealt.

PLAYING THE HAND

After trump is determined, the player to the dealer’s left leads the first trick by laying down one card face up on the table from his hand. Play continues to the left. When it’s your turn, if the original card led was from the trump suit, you must follow suit if you can. If the original card was not from the trump suit, you must follow suit or play a trump card. If you can’t do either of those, then you can play any remaining cards from your hand. The highest card in the suit led, or the highest trump, wins the trick, and that player leads the next trick. More tricks are played until everyone is out of cards.
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	In one variation of All Fours, if the card that is turned up is an ace, your team scores one point. If the card turned up is a six, your team scores two points. If the card turned up is a jack, your team scores three points.






After the hand has been played, each team scores their hands (as mentioned following). The first team to reach seven points over multiple hands wins the game.
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	Be warned! If you don’t follow suit or throw a trump card, this counts as a revoke or renege, and you score penalty points. If it was a trump that was led, and you held one of the top five trump cards, your team loses fourteen points and the game is restarted. Otherwise you lose one point, and you cannot win a point for Game.






Scoring Games

All Fours games and variations are each scored using a unique method. This method carries across all of the All Fours games, although additional scores are sometimes added in. There are four specific scores. “High” awards one point if you hold the highest trump during play. “Low” awards one point if you held the lowest trump in your hand (not if you won the trick containing the lowest trump). “Jack” awards one point if you win a trick with the jack of trumps. If the jack was not dealt, no point is given. “Game” awards one point if your team contains the most valuable number of tricks.

In determining the highest tricks, aces of any suit are worth four points, kings are worth three points, queens are worth two points, jacks are worth one point, and tens are worth ten points. If both you and your opponent have the same number of trick points, neither of you wins the one Game point. When it’s close to the end of a game, the points are counted in the order High, Low, Jack, and Game to determine who has reached seven first. This makes it impossible for the two teams to tie.

All Fours Variations

Below are some of the most popular variations on this game.

All Fives

In All Fives points are also scored for each of the trump cards used to make the point of Game. The objective of All Fives is for players to score points by winning tricks containing court cards.

RULES OF PLAY

A random dealer is selected and deals out six cards, one at a time or in batches of three, face down, to each player. The dealer turns up the next card to determine the trump suit. If the card is a jack, the dealer scores one point for Jack. The deal passes to the left for each hand.

Play begins with the player to the dealer’s left deciding if he’s happy with the trump suit, based on the cards in his hand. If he is, he says, “I stand,” and play begins. If he wants a different trump suit, he says, “I beg.” If you are the dealer, and you prefer to keep the trump suit as the card you turned up, you respond, “Take one,” and give your opponents one point. If you agree and want a new trump suit, you say, “I run the cards,” and deal three more cards to each player. You turn up the next card, and if it’s a new suit, play begins. If it is the same suit as the original trump suit, you deal three more cards to each player and continue the process until a new suit is played or the deck of cards runs out.

After trump is determined, the player to the dealer’s left leads the first trick by laying down one card face up on the table from his hand. Play continues to the left. When it’s your turn, if the original card led was from the trump suit, you must follow suit if you can. If the original card was not from the trump suit, you must follow suit or play a trump card. If you can’t follow suit or trump, you can play any of the other cards in your hand. The highest card in the suit led, or the highest trump, wins the trick and that player leads the next trick. This continues until all of the players are out of cards.

SCORING ALL FIVES

All Fives is best scored using a cribbage board. While playing, as you win tricks with various trump cards, you automatically receive points as follows: the ace scores you four points, the king scores you three points, the queen scores you two points, the jack scores you one point, the ten scores you ten points, and the five scores you five points. After the game is over, you all view your cards to see who won High, Low, and Game. The first player or team to earn sixty-one points wins the game. On a cribbage board, that will be the first team to cycle around the board once and pass the starting line. If you’re playing with three players, you should each take one column and go up and back down that same column, or keep track with paper instead.

California Jack

California Jack is a game based on All Fours that uses the entire standard deck of cards and is played with only two players. The objective is to earn points by winning or losing tricks and receiving cards from the stockpile.

A random dealer is selected who deals out six cards, one at a time and face down, to each player. The remaining cards are turned face up in a stockpile, and the top card determines the trump suit. Deal then alternates with each hand.

If you are the dealer, play begins with your opponent laying down one card from his hand. You must follow suit, if able, or you must play a trump if you have a card in the trump suit. Otherwise, you may play any card in your hand. The winner of the trick takes both cards and places them face down beside him. He then takes the top card from the stockpile to add to his hand. The loser of that trick takes the second card to add to his hand. Play continues until the stockpile is depleted, and each player then plays the remaining six cards in his hand.

The players score their hands and receive one point each for High, Low, Jack, and Game. The first player to ten points wins. If both players reach ten in the same hand, the points count in order of High, Low, Jack, and Game to avoid a tie.

Cinch

Also known as Double Pedro and High Five, Cinch is another game of the All Fours family and was a popular game before the introduction of bridge. Cinch is usually played with four players in teams of two, with partners sitting opposite one another. The objective of Cinch is to be the first team to reach fifty-one points. A standard pack of fifty-two cards is used. Aces are high, and twos are low, but the five that is the same color as the trump suit is also counted as a trump card, and the trump suit ranks as follows: ace, king, queen, jack, ten, nine, eight, seven, six, five, five again (same color as trump suit), four, three, and two.
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	The five of the trump suit is called the Right Pedro, and the five of the same color as the trump suit is called the Left Pedro. They are each worth five points each, bringing the total amount of possible points won up to fourteen.






SETUP OF CINCH

In Cinch, the players draw cards to determine their partners, the two highest playing against the two lowest. The highest card drawn determines the first dealer, who deals nine cards to each player in groups of three. The remaining cards are placed face down on the table to be used later on in the game. After the deal, a round of bidding occurs. Each player has one chance to bid or pass, starting with the player to the dealer’s left. If you choose to bid, you state the number of points that you believe your team can make within that hand. The minimum bid is one point, and the maximum bid is fourteen points. Each player may make a bid higher than the previous bid. The player with the highest bid names the trump suit without consulting his partner. If the first three players pass, the dealer may name the trump suit but is not obligated to take a minimum number of points.

PLAYING THE HAND

Play starts with each player discarding a minimum of three cards, face up to the dealer. If a player discards more than three cards, the dealer then deals enough cards, face down, to bring the player’s hand back up to six cards. You may not discard any trump cards unless you have more than six trumps in your hand. In that case, you may only discard three cards. When it is the dealer’s turn to discard his cards, he may “rob the pack” and choose any cards out of the remaining stack that he wishes.

The player who made the highest bid leads the first trick by laying down any one card in his hand face up on the table. Play continues to the left, and when it’s your turn, you must follow suit (if able) or lay down any other card in your hand. The highest card in the suit led, or the highest trump, wins the hand and that player leads the next trick. After all six tricks have been played, each team adds up the points collected in their hand for High, Low, Jack, Game, Right Pedro, and Left Pedro. If the high bidder’s team scored the number of points bid, they win the difference in points between their hand and their opponent’s hand. If they failed to score the number of points bid, the opponent’s team scores the number of points that they collected, plus the original number of points that the high bidder’s team bid. If the dealer selected a trump without a bid, the team with the most points scores the difference in their points and their opponents’ points. The first team to fifty-one points wins the game.
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	Even if you’re the high bidder and win the number of points bid, you might not win any points. For example, let’s say the high bid was five points and that is all your team won, while your opponents won nine points. In this case, your opponents win four points (the difference between nine and five).






Pitch

Pitch is a North American derivative of All Fours, with bidding added for an element of strategy. The objective of Pitch is for players to score points by winning tricks containing valuable cards. Pitch is typically played with four people forming two teams, with partners sitting across the table from one another. A standard pack of fifty-two cards is used. An enhanced version of Pitch can be played by adding a joker. The joker becomes the lowest card in play, but it does not count toward the point of Low. Low is given to the player who holds the lowest natural trump card. The joker counts as one extra point to the player who wins it in a trick, making the total available points five instead of four. The order of points scored is High, Low, Jack, Joker, and Game.
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	Variations of the total points needed to win Pitch include playing to seven points or eleven points. It’s up to you and your opponents to decide the length of the game and the amount of time you all want to play!






BIDDING THE HAND

Pitch opens with the players cutting the deck and the person who cuts the highest number deals first. The dealer deals six cards, three at a time, face down, to each player. Deal then passes to the left for each hand. You start off by going through one round of bidding where you can pass or bid on how many of High, Low, Jack, and Game points you will win during that hand (two, three, or four).

When it’s your turn, you may bid higher than the previous person or pass. The dealer can tie the highest bidder and win the bid. However, if you bid four, you are said to “smudge” and the dealer cannot take that bid from you. If the first three players pass, the dealer is forced to bid two. The highest bidder becomes the “pitcher” and pitches the trump suit by throwing his first card. The suit of that card is trump for that hand.

PLAYING THE TRICKS

Play begins with the pitcher leading the first trick. Play continues to the left and players must follow suit if they can, or play any other one card from their hand. The highest card in that suit led wins the trick and that player leads the next trick. If he leads a card from the trump suit, you must follow suit if you can. If he leads a card that is not from the trump suit, you may follow suit or play a trump card. If you can’t follow suit or play a trump, you can play any of the remaining cards in your hand. The highest card in the suit led, or the highest trump, wins the trick, and that player leads the next trick. This continues until all of the players are out of cards.

After the game is over, you view your cards to see who won High, Low, Jack, and Game (and Joker, if you’re playing that variation). If your team had the high bid and scored that many points, you score the number of points that you won (i.e., if you bid two and won three points, you receive three points). If you do not make the bid, you lose points equal to the number that you bid. If you’re the first team to twenty-one points, on a hand that you won the bid, you win the game. If you reach twenty-one points but did not make the bid, you must continue playing hands until you do win a bid, giving your opponents a chance to catch up and win.


Baccarat

NUMBER OF PLAYERS: Unlimited (players bet on card player and banker)

EQUIPMENT: One standard deck of fifty-two cards

TIME: One hour

PARTNERSHIP: No

COMPLEXITY: Medium

The game of baccarat is believed to have originated in Italy. It was introduced to the French Court in the fifteenth century and became the favorite game among French nobility. Any number of players can play. The player’s objective is to get a hand that is closer to the value of nine than the hand that the banker is dealt. A standard pack of fifty-two cards is used, with no wild cards. In casinos, it is typical to use six or eight decks. Aces are worth one point, twos are worth two points, and so on. Tens and face cards count as ten points. If your hand goes over ten, you must subtract ten to get a value between zero and nine, and therefore tens are actually worth zero points.
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