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Introduction

Card playing has been a popular pastime among young and old for more than 500 years. This long history and the enormous variety of card games that exist, give card playing its great potential as a plentiful source of entertainment for all ages.

Collins Gem Card Games is a fascinating full-colour guide to the rules and strategies for more than 80 exciting family and children’s games, from all-fives to war, with duplicate contract bridge, three-handed euchre, auction pinochle and menagerie in between. There’s something for everyone – beginner and expert alike. Also included is an easy-to-use, complete glossary of important terms used in card playing. And with each game, you’ll find the answers to those inevitable debates over rules and scoring.

Most importantly, the book provides detailed instructions and play-by-play diagrams – illustrating techniques and surefire strategies – that will turn even the novice card player into an expert.


1. FAMILY CARD GAMES



All fives

A game for two or three players similar to whist.

CARDS

The standard deck of 52 cards is used with ace ranking high. A suit is assigned trumps which outranks all other suits. A set of two or three cards, one from each player in turn, is called a trick.
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AIM

Individuals score points by trumping tricks.

PREPARING

Paper and pencil are needed for scoring. The player with the highest cut becomes dealer. Anyone may shuffle the pack before the cuts are made.

DEALING

The dealer shuffles the pack. Rotating clockwise and starting from the player on his left, he deals six cards in packets of three cards face down to each player. The next card is turned face up to assign trumps.
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The dealer reveals the first trump suit.

By saying ‘stand’, the player to the left of the dealer accepts the assigned trumps and play begins. He says ‘I beg’ if instead he wants different trumps assigned.

If the dealer decides to retain trumps, he says ‘take one’ and the player to his left then gains a point and starts play.

If the dealer decides to change trumps, he puts the upcard aside, deals a further packet of three cards to each player and turns up the next card to assign the new trumps. If the upcard is the same suit as before, the dealer repeats this process until a new trump is assigned. If the pack runs out, the next player to his left becomes dealer and begins the deal again.

PLAYING

The player to the left of the dealer places one card face up on the table. Players each follow suit with one card. The trick is taken by the person playing the highest ranking card; he leads for the next trick.

SCORING

Tricks are all turned face up at the end of the round. Only tricks containing certain trump cards score points, as follows:






	Ace

	4 points




	K

	3 points




	Q

	2 points




	J

	1 point




	10

	10 points




	5

	5 points









WINNING THE GAME

The player first reaching a score of 61 or more is the winner.



Auction pitch

Sometimes called setback, this variation of seven-up is particularly popular in the USA.

PLAYERS

Two to seven people can play.

CARDS

A standard deck of 52 cards is used. Ace ranks high. A trick is two to seven cards, one played by each person in turn.

AIM

Individuals try to score points to win the game. Although seven points is the standard game, players can play for 10, 11 or 21 points if they agree.

PREPARING

Pencil and paper are needed for scoring.

DEALING

The dealer – chosen by the highest cut – shuffles the cards and deals two packets of three cards, face down, to each player.

BIDDING

The player on the dealer’s left either declares pass or bids to make a score of one, two, three or four. The last, a slam, is also known as ‘shoot the moon’ or ‘smudge’.

The next player clockwise then passes or bids and so on. Players must always bid higher than the previous bidder, although the dealer may choose to take the last bid over. The person holding the highest bid is known as the pitcher.

PLAYING

The pitcher begins by playing one card face up, which also assigns trumps for that deal. Other players must follow the trump suit or make a discard. The trick is won by the highest ranking card and claimed by that player, who then leads for the next trick.

When the leading card is a plain suit, players can follow suit or play a trump card. If they cannot do either, they must discard one card.

SCORING

If the pitcher’s score is equal to or greater than his bid, he keeps his score. If he has failed, he loses the number of points he bid, which may leave him with a minus score.

All other players score according to the cards they hold in their tricks.






	Highest trump card

	1 point




	Lowest trump card

	1 point




	J of trumps

	1 point




	Aces

	4 points




	Ks

	3 points




	Qs

	2 points




	Js

	1 point




	10s

	10 points




	Highest total card value

	1 point









WINNING THE GAME

The person who first makes 7 or more points (or 10, 11 or 21, as agreed) wins the game. When players tie, points are counted in the order of high, low, J and then game. The pitcher always wins when he ties with another player.



Bezique

The history of bezique goes back 350 years, the standard game emerging from France. A derivation is pinochle, popular in the USA.

STANDARD BEZIQUE

PLAYERS

Standard bezique is for two players, but variations exist for three or four players.

CARDS

Bezique is played with a 64-card double piquet deck – i.e. all cards below 7, except the ace, are removed from two standard 52-card decks.

One suit of a piquet deck
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The ranking is ace (high), 10, K, Q, J, 9, 8, 7 (low).

Rank for bezique
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AIM

Players try to gain the highest points total by making high-scoring tricks and declared melds.

PREPARING

Pencil and paper are essential for scoring unless special bezique markers or a cribbage board are available.

Bezique marker
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On a cribbage board each hole counts 10
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Players agree whether the winning score shall be 1000 points or 2000 points.

DEALING

The dealer is chosen by the higher cut. Packets of three, two and three cards are dealt in three rounds to each player, making a hand of eight cards.

The next card is placed face up to assign trumps. If this upcard is a 7, the dealer scores 10 points. A stock is made by placing all other cards face down.

PLAYING: STAGE ONE

The non-dealer leads by placing one card face up on the table. The dealer then completes the trick by adding any one of his cards.

The trick is claimed by the player who has placed the higher ranking card of the leading suit or a trump card. In the first stage, players do not have to follow suit and can use any trumps they hold.

If both people play the same card, the leading card wins the trick.

The winner of each trick may make one declaration, laying his declared meld face up on the table. The cards in a meld can also be used to make future tricks, as if they were still in the hand.

Melds and their points value are as follows:




a Double bezique (500): two Qs of spades and two Js of diamonds.

b Sequence (250): ace, 10, K, Q and J of trumps.

c Any four aces (100).

d Any four Ks (80).

e Any four Qs (60).

f Any four Js (40).

g Bezique (40): Q of spades and J of diamonds.

h Royal marriage (40): a K and Q of trumps.

i Common marriage (20): a K and Q of the same non-trump suit.

j Exchange (10): changing the up-card for the 7 of trumps. Whoever holds the other 7 of trumps gains 10 points when he plays it but it is not a declaration.





Cards in melds may be used for later declarations providing they are not used in similar melds. For example, an ace already used in a four aces declaration cannot be used in a second meld of four aces.

Declarations when clubs are trumps
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Scores should be recorded as the game proceeds. After the winner has made his declaration he draws cards from the stock to replace those used. The other player then replenishes his hand from the stock. When the stock is used up, players proceed to stage two.

PLAYING: STAGE TWO

The last winner of a trick leads as players continue to make eight final tricks. Now they must follow suit with each leading card. Trumps may only be used when the lead cannot be followed. A player must win the trick if possible. Play continues until players have used up their cards. The player winning the last trick gains 10 points.

When the game is complete, players gain 10 points for every brisque – i.e. an ace or a 10 contained in a trick.

Brisques
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PENALTIES




  1 Opponent scores 10 when a player draws out of turn.

  2 Opponent scores 100 when a player holds more than eight cards.

  3 A player forfeits 10 of his own points to his opponent when he plays to a trick after he has failed to draw a card during the first stage of play.

  4 A player forfeits all eight tricks to his opponent in stage two if he fails to follow suit or take a trick.





WINNING THE MATCH

The player to first reach 1000 or 2000 points, as agreed, is the winner.

BEZIQUE VARIATIONS

THREE-HANDED BEZIQUE

Three players play for themselves with three piquet decks (96 cards). The final aim is a score of 1500. Otherwise the game is the same as bezique.

RUBICON BEZIQUE

Two people play with four piquet decks (128 cards) and are dealt nine cards singly or in packets of three. Trumps are assigned by the first sequence or marriage that is declared. Stock cards are not turned up and the 7 of trumps has no value.

Playing proceeds as in standard bezique. The last trick, however, is worth 50 points, and there are four additional types of declaration, as follows:




a Quadruple bezique (4500): four Qs of spades and four Js of diamonds.

b Triple bezique (1500): three Qs of spades and three Js of diamonds.

c Back door or ordinary sequence (150 points): ace, 10, K, Q and J of a non-trump suit.

d Carte blanche (50): declared by a player who has been dealt a hand without court cards. He displays the carte blanche and draws a card from the stock. Unless this is a court card, he can declare carte blanche again and score a further 50 points. This continues until he draws a court card.





Rubicon declarations when clubs are trumps

[image: Image]

Cards in rubicon melds may be used to make similar combinations. If a Q is played from a meld containing four Qs, for example, another Q can be added to make four Qs again. Also, two more marriages can be made by rearranging two other marriages of the same suit.

Brisques are ignored unless there is a tie or a player is about to be rubiconed for failing to make 1000 points. Both players’ brisques are then counted.

WINNING THE GAME

After one deal, the player with the higher score gains 500 points plus the difference between his own and his opponent’s score.

When the loser is rubiconed, his score is nil and the winner gains 1000 points plus 320 for all brisques and the sum of his own and his opponent’s score.

If both players have scored less than 1000 points, the one with the higher score is still the winner and gains as above. The winner gains an extra 100 points if his opponent has scored less than 100 during the game.

If players’ scores are close, fractions of 100 points may be taken into account. Otherwise, they are ignored.

SIX-DECK BEZIQUE OR CHINESE BEZIQUE

This game is similar to rubicon bezique but played with six piquet decks (192 cards) and a hand of 12 cards each, dealt singly or in packets of three.

Trumps are assigned by the first declared sequence or marriage. Brisques are never counted. The last, winning trick scores 250 points.

Declarations are as in rubicon bezique, plus five more in the trump suit. Also, carte blanche scores 250. Six-deck declarations (in trumps) and their points value are:




a Four aces (1000)

b Four 10s (900)

c Four Ks (800)

d Four Qs (600)

e Four Js (400)





Six-deck declarations when spades are trumps
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A bezique is declared according to the trump suit
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WINNING THE GAME

Scores are made after a single game as for rubicon except the winner’s bonus is 1000 points and a player is rubiconed for a score less than 3000, not 1000.

EIGHT-DECK BEZIQUE

Eight-deck declarations when clubs are trumps
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Played as six-deck but with eight piquet decks (256 cards) and a hand of 15 cards each. Declarations are similar to six-deck declarations with differences (and points values) as listed:




a Quintuple bezique (9000)

b Five trump aces (2000)

c Five trump 10s (1800)

d Five trump Ks (1600)

e Five trump Qs (1200)

f Five trump Js (800)

g Bezique (50)





With a score less than 5000 a player is rubiconed.

FOUR-HANDED BEZIQUE

Four-handed declarations with diamonds as trumps
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Similar to rubicon bezique but played with six piquet decks (192 cards) and each player is dealt nine cards. Players pair up, with partners sitting opposite each other.

After winning a trick a player may declare or may give his partner the option of declaring. A player may use his partner’s declared cards in his own melds.

Scoring is similar to rubicon bezique with differences as listed:




a Sextuple bezique (40,500)

b Quintuple bezique (13,500)

c Any four aces (1000)

d Any four 10s (900)

e Any four Ks (800)

f Any four Qs (600)

g Any four Js (400)

h Double carte blanche (500): both partners dealt hands without court cards.







Boston

A variation of whist which was popular during the American Revolution.

PLAYERS

Four people play individually. Sitting positions can be agreed by cutting the deck, each person choosing their place in order.

CARDS

Two standard 52-card decks are required. The one not used in play is used to select the rank order of suits known as preference, colour and plain. Ace ranks high. A trick is a set of four cards, one played in turn by each person.

Rank
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AIM

Players score by making and fulfilling bids.

PREPARING

A number of chips are needed for scoring. Each person begins with the same number. (Some authorities recommend 1000 each in fives, tens, twenties and fifties, to make settlement easier.) Before the first deal, each player puts 10 chips into the pool. If the pool contains more than 250, excess chips are put aside and added to the next pool.

DEALING

The first dealer is chosen by high cut, ace ranking low. The whole of one pack is shuffled and dealt clockwise in four packets of three followed by a single card to each player. The dealer forfeits 10 of his chips to the pool if he misdeals, and the deal passes to the player on his left.

RANKING THE SUITS

The second deck of cards can then be shuffled by anyone before being cut in half by the player opposite to the dealer. He then turns up the top card of the bottom half, which assigns the preference suit. The suit of the same colour is called the colour suit and the other two are plain suits.

Cutting for preference
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BIDDING

The player to the dealer’s left begins by passing or bidding. Each player makes a bid in turn, clockwise. Except for no trump bids, a player chooses his own trumps but usually waits until his bid is accepted before declaring it.

The bids have a rank order from a (low) to m (high), each one outbidding those above it, as follows:




 a Boston: make five tricks declaring one of the plain suits as trumps.

 b Make six tricks.

 c Make seven tricks.

 d Little misery: lose 12 tricks, with no trumps. Before play each person discards one card face down.

 e Make eight tricks.

 f Make nine tricks.

 g Grand misery: lose all 13 tricks with no trumps.

h Make 10 tricks.

 i Make 11 tricks.

 j Little spread: lose 12 tricks, with no trumps and the hand of cards face up on the table.

k Make 12 tricks.

 l Grand spread: lose all 13 tricks, with no trumps and the hand of cards face up on the table.

m Grand slam: make all 13 tricks.





If two or more players bid to make the same number of tricks, the trump suit they each choose is ranked preference suit (high), colour suit and plain suit
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