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​Introduction to the Book
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If you're looking for a book with simple, easy-to-follow rules for some of the most popular card games that require just a deck of cards, you're in the right place! Learn 25 card games, ranging from ones that are perfect for little kids (War or Old Maid) to ones that require more strategy like Crazy Eights. You can even find ones that are perfect for larger groups of people like Spoons or Pig.

Have a look on the next page for a quick introduction to each game, along with the number of players required (it ranges from 2 to 13). Then, get your crew, deck of cards, and get ready for hours of entertainment!
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​Summary of Games
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	Go Fish – Ask opponents for cards to make pairs/sets of four. Great for young kids learning to ask questions and remember cards.

	War – Split the deck and flip cards simultaneously; the higher card wins. Pure luck, perfect for the youngest players.

	Snap – Flip cards onto a central pile and slap it when two consecutive cards match. Fast-paced and exciting.

	Old Maid – Match pairs and pass cards around, trying not to be left with the odd queen. (Remove three queens first.)

	Crazy Eights – Match the suit or rank of the previous card; eights are wild. A precursor to Uno.

	Slap Jack – Flip cards one at a time and slap the pile when a Jack appears. Reflexes are key!

	Memory / Concentration – Lay all cards face down and flip two at a time, trying to find matching pairs.

	Spoons – Pass cards around the table trying to collect four of a kind, then grab a spoon — last one out!

	I Doubt It (Cheat/BS) – Players discard face-down in sequence and can bluff; others call them out. Fun and silly.

	Pig – Like Spoons but players touch their nose instead of grabbing a spoon. Last to notice is the "Pig."

	Slapjack Doubles – A variation where you slap on doubles (two of the same rank in a row) for added challenge.

	Speed – A two-player race to get rid of all your cards by playing in ascending or descending order.

	Sevens (Fan Tan) – Start with the 7s and build sequences up and down each suit. Strategic yet simple.

	Snap (Suit Snap) – A variation of Snap where matching suits (not just ranks) trigger the slap.

	Egyptian Rat Screw – Slap the pile on doubles, sandwiches (same card around a different one), or Jacks.

	Go Boom – Match the suit or rank of the lead card each round; first to play all cards wins.

	Rolling Stone – Collect cards by matching suits; the player with no cards wins. Encourages strategy.

	Beggar My Neighbour – A British classic similar to War with penalty cards (Ace, King, Queen, Jack) adding twists.

	Spit – A fast-paced two-player game where both players flip simultaneously into shared piles to empty their hand.

	Menagerie (Animals) – Each player picks an animal sound; slap and make the sound when your card appears.


	Rummy (Basic) – Collect sets or runs of cards and lay them down. A gentle intro to strategy card games.

	Switch (Two-Eights) – Similar to Crazy Eights with added rules like skips and reverses — a homemade Uno.

	Steal the Old Man's Bundle – Capture cards from a central pile by matching rank. Simple and satisfying for younger kids.

	Knockout Whist – Each round, players try to win "tricks"; miss all tricks and you're out. Simple intro to trick-taking.

	Chase the Ace – Pass cards around trying not to hold the lowest card when the round ends. Luck-based and quick.
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Recommended Age: 3 and up 

Players: 2 to 6 

Difficulty: Very Easy

​Summary

Go Fish is one of the most beloved children's card games in the world, and for good reason. It is simple enough for toddlers to grasp, yet engaging enough to hold the attention of older kids. 

The goal is to collect as many sets of four matching cards (called "books") as possible before the deck runs out. The player with the most books at the end wins. It requires no reading ability, just a basic understanding of numbers and the confidence to ask for what you want.

​What You Need

A standard 52-card deck. No jokers needed. For very young children, consider using a deck with large, clear numbers and simple suit symbols.

​Setup

Shuffle the deck thoroughly. If there are 2 or 3 players, deal 7 cards to each player. If there are 4 or more players, deal 5 cards each. Place the remaining cards face down in the center of the table. This pile is called the ocean, the pond, or simply the draw pile. Players hold their cards so no one else can see them.

​How to Play

The youngest player goes first. On your turn, you choose any other player and ask them for a specific card rank. For example, you might say "Do you have any 3s?" You must already have at least one 3 in your hand to ask for it. If the player you asked has any 3s, they must hand all of them over to you. You then take another turn. If they do not have any 3s, they say "Go Fish!" and you draw one card from the ocean. Your turn then passes to the next player.

Whenever you collect all four cards of the same rank (for example, all four 7s), you place that set face up in front of you. This is called a book.

If a player runs out of cards during the game, they draw 5 new cards from the ocean. If the ocean is empty, that player is simply out of the game and play continues without them.

The game ends when all 13 books have been completed. The player with the most books wins.

​Strategy Tips for Older Players

While Go Fish is largely a game of luck, a few habits can give a player an edge. Pay attention to what other players ask for, because this tells you exactly what cards they are holding. Ask for ranks that you have two or three of already, since you are more likely to get a useful match. 

​Variations

Go Fish for Pairs: Instead of collecting sets of four, players collect pairs. This makes the game faster and works especially well with very young children who may not have the patience for a full game.

Animal Go Fish: A great twist for younger kids. Assign each rank an animal sound. When you ask for a card, you have to make the animal sound instead of just saying the number. For example, asking for 3s means mooing like a cow. This adds silliness and helps kids who are not yet confident with numbers.

Go Fish with Jokers: Add the two jokers to the deck as wild cards. A player who draws a joker can add it to any incomplete set of their choice.

Team Go Fish: With larger groups, pair players into teams. Partners sit across from each other and work together to complete books, though they are still not allowed to show each other their cards.

Memory Go Fish: After each turn, all cards that were handed over are shown to everyone. Players must try to remember who passed what and use that information on future turns. This version is wonderful for developing memory skills.
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Recommended Age: 4 and up 

Players: 2 (can be adapted for more) 

Difficulty: Very Easy

​Summary

War is perhaps the simplest card game ever invented. There are no decisions to make, no strategy to employ, and no reading required. Two players split a deck in half and simultaneously flip cards, with the higher card winning both.   The goal is to win every card in the deck. Because it runs entirely on luck, a four-year-old has exactly the same chance of winning as an adult, which makes it wonderfully fair and surprisingly exciting for young children.

​What You Need

A standard 52-card deck. Remove the jokers. The game works best with a single deck for two players.

​Setup

Shuffle the deck thoroughly and deal every card face down, one at a time, until each player has 26 cards. Players keep their cards in a face-down pile in front of them without looking at them.

​How to Play

Both players simultaneously flip the top card of their pile face up and place it in the center of the table. The player whose card has the higher value wins both cards and adds them to the bottom of their pile. Aces are typically high, meaning they beat every other card.

Card values from lowest to highest are: 2, 3, 4, 5, 6, 7, 8, 9, 10, Jack, Queen, King, Ace.

Play continues this way, flip after flip, until one player has collected all 52 cards. That player wins.

​When War Breaks Out

The most exciting moment in the game is a tie. When both players flip a card of the same rank, War is declared. Each player then places three cards face down on top of their flipped card, and then flips a fourth card face up. The higher fourth card wins all ten cards in the pile. If there is another tie, the process repeats. This can chain together multiple times in a row, creating a huge pile of cards and a lot of excitement.

If a player does not have enough cards to complete a war, different households handle this differently. The most common house rules are: that player loses the game immediately, or that player flips whatever cards they have left and those decide the outcome.

​Strategy Tips

There are no strategic decisions in War, which is part of its charm. However, you can use the game as a gentle teaching moment. Encourage children to call out which card is higher before the winner is decided, turning each flip into a quick number recognition exercise.

​Variations

Three-Player War: Use a deck of 51 cards (remove one 2) and deal 17 cards to each player. All three flip simultaneously and the highest card takes all three. Ties between two players while the third has a different card are resolved with a mini-war between just the tied players.

Four-Player War: Use two shuffled decks combined. Deal evenly among all four players and play as normal. The combined deck means wars are more frequent and the game lasts longer.

Reverse War: The lowest card wins instead of the highest. This simple twist trips up older kids and adults who are used to the original, and levels the playing field in a funny way.

Double War: Each player flips two cards at a time and adds their values together. The higher total wins all four cards. This version introduces basic addition in a completely natural and fun way.

Suit War: When two cards tie in rank, instead of playing a blind war, the suits decide the winner. Suits are ranked from lowest to highest: Clubs, Diamonds, Hearts, Spades. This eliminates the luck of blind war cards.
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Recommended Age: 4 and up 

Players: 2 to 8 

Difficulty: Very Easy

​Summary

Snap is a fast, loud, and gloriously chaotic card game built entirely around reflexes and attention. Players take turns flipping cards onto a central pile, and the moment two consecutive cards share the same rank, everyone races to slap the pile and shout "Snap!" The quickest hand wins the pile. 

The goal is to collect every card in the deck. It requires no reading, no counting, and no strategy, just sharp eyes and fast hands. Be warned: Snap has a way of getting very loud very quickly, which is usually considered a feature rather than a flaw.

​What You Need

A standard 52-card deck. For larger groups, two decks shuffled together work well. Remove the jokers.

​Setup

Shuffle the deck and deal all the cards evenly, face down. It does not matter if some players have one more card than others. Each player keeps their cards in a face-down pile in front of them without looking at them.

​How to Play

The player to the left of the dealer goes first. On your turn, you take the top card of your pile and flip it face up onto a central pile in the middle of the table. The flip should be done quickly and away from yourself, so that all other players see the card at the same moment you do. This prevents any one player from having a split-second advantage.

Play passes clockwise, with each player adding one card at a time to the central pile.

The


​False Snaps


​Snap Pool Variation Rule


​Strategy Tips


​Variations
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