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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 and 2 players, you're in the right place! Learn 29 card games, ranging from ones that are perfect for little kids (War) to ones that require more strategy like Rummy or Crazy Eights. 

Have a look on the next page for a quick introduction to each game, and then get your friend, deck of cards, and get ready for hours of entertainment!
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Check out this list of 2-player games that will be described in more detail in this book. I've included a quick summary of each one so you can find one that suits your needs. Happy playing! 

	War
War is a very simple two-player card game based entirely on luck. The deck is split evenly, and players flip the top card simultaneously. The higher card wins both cards, which are placed at the bottom of the winner’s pile. If there is a tie, a “war” occurs: each player places additional cards face down and another face up, with the higher card taking everything. The game continues until one player wins all the cards. War is easy to learn, making it a classic game for kids.

	Double Solitaire
Double Solitaire is a competitive version of traditional solitaire, adapted for two players. Each player has their own 52-card deck and sets up the classic solitaire layout. Both play simultaneously, racing to build foundation piles in the center of the table, which can be shared. Players can place cards from either deck onto these piles if they fit in sequence and suit. The challenge comes from speed and observation, since cards disappear quickly once played to the shared piles. The winner is the first to successfully play all their cards, though scorekeeping systems can also be used.

	Rummy
Two-player Rummy follows the same melding and laying off rules as larger-group Rummy, but with only two opponents. Each player is dealt a hand, and the goal is to form sets or runs of three or more cards. Players draw and discard in turns, managing their hands while preventing the opponent from finishing first. The game emphasizes memory and strategy: watching discards, tracking suits, and anticipating which combinations the opponent may be building. Points are scored when one player goes out, with opponents penalized for unplayed cards. It is slower paced than Gin Rummy but equally strategic.

	Gin Rummy
Gin Rummy is a streamlined two-player version of Rummy, focused on efficiency and skill. Each player receives ten cards, and the aim is to form melds of runs or sets. Unlike Rummy, players don’t lay cards down during the game; instead, they keep their hand secret until knocking or going gin. A player may knock when their unmatched cards total ten points or fewer, ending the round. Going gin means using all cards in melds. Opponents can lay off cards during scoring. Gin Rummy rewards sharp memory, anticipation, and efficient hand management, making it highly competitive and widely loved.

	Crazy Eights 
Crazy Eights for two players uses the same rules as the popular family game. Each player is dealt five to seven cards, and they take turns discarding onto a central pile by matching either suit or rank. Eights are “wild” and allow the player to change the suit. With fewer players, strategy focuses on carefully holding back eights and anticipating what suits may block the opponent. Play continues until one player empties their hand. Scoring can be added, with opponents penalized for unplayed cards. The two-player game is faster paced but still offers plenty of tactical choices.

	Go Fish
Go Fish adapts surprisingly well to two players, though with more memory involved. Each player is dealt a starting hand, and the rest forms a draw pile. Players take turns asking the opponent for specific ranks. If the opponent has them, they must hand them over; otherwise, the asking player “goes fish” by drawing from the pile. The objective is to collect books of four cards of the same rank. With only two players, careful memory and deduction play a bigger role, since every card is either in the opponent’s hand or the draw pile. The game ends when books are complete.

	Old Maid
Old Maid is a lighthearted game of chance and bluff. A single queen (the “Old Maid”) is removed from the deck, leaving one unmatched card. Players deal out the rest and discard any pairs. Then, they take turns drawing a random card from the opponent’s hand, discarding new pairs if formed. The game continues until all pairs are gone, leaving one unmatchable card. The loser is the player holding the Old Maid at the end. In the two-player version, it’s especially suspenseful, since each draw directly determines who will end up stuck with the lone card.

	Spit (or Speed)
Spit, also called Speed, is a frantic, fast-paced card-shedding game for two players. Each player has a stock pile and several face-down piles, with only one card face up on each. In the center, two piles are built simultaneously by both players, with cards placed one rank higher or lower regardless of suit. There are no turns—both players act at once, racing to get rid of their cards first. When neither can play, new central cards are flipped. The winner is the first to eliminate their entire stock. Reflexes, observation, and quick decision-making are crucial.

	Egyptian Rat Screw
Egyptian Rat Screw is a chaotic, energetic game that combines War with quick reflexes. Players divide the deck and take turns placing cards face up onto a central pile. If a face card or ace is played, the next player must respond with another face card within a limited number of tries, or the pile is captured. The twist is slapping: if certain combinations appear (like doubles, sandwiches, or other agreed patterns), players can slap the pile to win it. In two-player versions, it becomes a rapid duel of reflexes and anticipation. The winner collects all cards.

	Slapjack
Slapjack is a simple, reflex-based two-player game. The deck is dealt evenly, and players take turns flipping their top cards face up into a center pile. Whenever a jack appears, both players race to slap it. The first to slap correctly wins the pile; if someone slaps incorrectly, they must give a card to the opponent. The game continues until one player collects the entire deck. In the two-player version, Slapjack is especially fast and intense, relying on sharp reflexes and attentiveness. It’s a great game for kids but often ends in laughter and friendly competition.

	Casino
Casino is a traditional fishing-style card game that works well for two players. Each player is dealt cards, and four are placed face up in the center. On a turn, a player may capture cards from the table by matching their value or by building combinations that can later be claimed. The strategic goal is to capture the most cards and specific valuable ones like spades or aces. Points are awarded for captured sets and the largest share of cards. The game requires memory and strategy, with players tracking builds and anticipating the opponent’s possible moves.

	Sixty-Six
Sixty-Six is a classic German two-player trick-taking game played with a 24-card deck (9 through ace). Each trick earns points, with aces and tens being the most valuable. The target score is 66 points per hand. Players may declare marriages (king and queen of the same suit) for bonus points, and trump cards add further strategy. The first player to reach 66 points can stop play, earning additional bonuses. If the opponent hasn’t scored enough, they suffer heavy penalties. Sixty-Six balances memory, risk-taking, and tactical card play, making it a long-standing favorite among trick-taking enthusiasts.


	Bezique
Bezique is an intricate two-player trick-taking game using a 64-card deck made from two standard packs with low cards removed. Players aim to score by winning tricks and by declaring specific combinations such as marriages, four-of-a-kind, or the namesake “bezique” (queen of spades with jack of diamonds). Trick-taking strategy combines with careful management of melds, as only one declaration may be made per turn. Points accumulate across deals, and games are often played to 1,000 or more. Though more complex than Sixty-Six, Bezique is highly rewarding, requiring memory, planning, and timing to balance trick wins with declarations.

	Piquet
Piquet is one of the oldest and most respected two-player card games, played with a 32-card deck (sevens through aces). It is divided into phases: declaring, exchanging cards, and playing tricks. Players earn points for the longest sequences, highest sets, and winning tricks. A strong hand offers advantages in declarations, but clever play can offset weaknesses. The game is rich in tradition and strategy, requiring a blend of memory, foresight, and tactical play. Scoring is intricate, and matches are usually played to 100 points. Piquet has long been considered a benchmark of two-player card skill and sophistication.

	Euchre 
Though traditionally for four players, Euchre can be adapted for two. A 24-card deck (nines through aces) is used, and players compete in trick-taking rounds. The top card of the kitty may establish trump, or players may pass until one declares trump. Each trick earns points, with trump cards being very powerful, especially the “bowers” (the jacks). Strategy lies in timing trumps and anticipating the opponent’s hand. The two-player version lacks partnerships but still captures the essence of trump strategy. Games are usually played to a set number of points, often 10 or more.

	Whist 
Traditional Whist is a four-player partnership game, but simplified two-player versions exist. A full deck is dealt, and players compete in straightforward trick-taking. Trump is determined by the last card dealt, and players alternate leading tricks. Since there is no partner, success depends entirely on hand management, memory, and tactical play. The simplicity of Whist makes it easy to learn but surprisingly deep in competition. Scoring can vary, but typically one point is awarded per trick won over six. 

	Twenty-One
Blackjack, or Twenty-One, is traditionally played against a dealer, but two players can face off directly. Each receives two cards and may draw more, aiming to reach as close as possible to 21 without exceeding it. Face cards count as 10, aces as 1 or 11. The player closest to 21 wins, though special rules for naturals (an ace with a 10-value card) can add excitement. Unlike casino play, two-player blackjack often removes betting and focuses purely on comparing outcomes. It’s simple, fast, and easy to play, making it a popular choice for casual head-to-head gaming.

	Poker
Poker adapts naturally to two players, commonly in heads-up Texas Hold’em or Five-Card Draw. In Hold’em, players receive two private hole cards, and five community cards are revealed in stages. Players bet strategically, bluff, or fold. In Five-Card Draw, each player is dealt five cards, with an opportunity to exchange some for new ones before betting. The goal is to create the strongest hand or force a fold through skillful bluffing. Heads-up poker is intense because every hand is contested, requiring adaptability, psychological insight, and tactical betting. It’s the purest form of poker duel.

	Hearts
Hearts is usually a four-player game, but it can be modified for two. Each player is dealt a hand, and tricks are played normally. The goal is to avoid capturing heart cards or the queen of spades, which add penalty points. With fewer players, strategic passing and shooting the moon are harder, but careful planning and memory still matter. The game may be adapted with reduced decks to maintain balance. Scoring continues until one player exceeds a threshold, with the lower score winning. Though less common, two-player Hearts provides a simplified but still tactical experience.

	Spades
Spades is a trick-taking game normally played in teams of two, but it can be adapted for head-to-head play. Each player bids how many tricks they expect to win, with spades always serving as the trump suit. Players score points for making their bids and are penalized for failing. The game emphasizes accurate bidding, tactical play, and careful trump management. With only two players, strategy shifts toward reading the opponent’s hand and adjusting bids accordingly. The two-player version is streamlined but still retains the competitive and strategic elements that make Spades so enduring.

	Conquian
Conquian is one of the earliest known Rummy-style games, traditionally played with 40 cards. In the two-player version, each player is dealt a hand and takes turns drawing and discarding, with the goal of forming melds of three or more cards. Unlike modern Rummy, players must immediately meld cards when possible, creating a more restrictive but strategic flow. Cards can also be rearranged to improve melds. The winner is the first to go out. Conquian is historically important, as it inspired later games like Gin Rummy, and it remains a fascinating introduction to the melding genre.

	Lórum
Lórum is a Hungarian card game usually for more players, but it can be adapted for two. The deck (typically 32 cards) is used in a series of rounds, each with different objectives, such as avoiding certain cards, winning specific tricks, or shedding cards first. Each round is like a mini-game with its own rules, and points are tallied across them. In the two-player version, the gameplay is faster and more tactical, as every move directly affects the opponent. Lórum’s variety of round types makes it a flexible and entertaining option for extended two-player sessions.

	Fan Tan
Fan Tan, also known as Sevens, is a sequencing game where players aim to shed all their cards by building up or down from sevens in each suit. In the two-player version, players alternate turns, adding cards to the growing tableau. If a player cannot play, they pass. Strategy revolves around timing: holding back critical cards can stall the opponent’s progress. The game ends when one player plays all their cards, and scoring can be based on unplayed cards. Though simple, Fan Tan encourages planning and foresight, especially in the tight, head-to-head version.

	Red Dog
Red Dog is a gambling-style game often adapted for casual two-player play. Each player is dealt two cards face up, and the spread (the difference between ranks) determines the potential payout. Players may raise their bet if the spread is favorable. A third card is then revealed: if it falls between the first two, the bettor wins; otherwise, they lose. Ties have special rules, often resulting in pushes or bonus payouts. While largely based on luck, Red Dog introduces probability assessment and risk-taking, making it a fast and suspenseful game for two players.

	Sevens
Sevens, also called Parliament, is closely related to Fan Tan. All cards are dealt, and players build sequences by starting with sevens and adding ascending or descending cards of the same suit. In the two-player version, each player has more control but also more responsibility for blocking or advancing play. If a player cannot play, they pass until able. The goal is to be the first to shed all cards. The simple mechanics make it easy to learn, while the blocking element adds tactical depth. Sevens is an engaging game of timing and patience.

	Garbage
Garbage, also called Trash, is a fun two-player game based on sequencing. Each player is dealt ten cards face down in two rows of five, with the objective of filling spots from ace through ten. On a turn, a player draws a card and places it in the correct position, flipping over the old card and continuing until no moves remain. Kings are wild, while face cards above ten are discards. The first player to complete their layout wins the round and reduces their layout by one in the next. Garbage combines luck, sequencing, and a race-like pace.

	Palace
Palace is a shedding game where each player has a hand, a face-up set, and a face-down set of cards. The goal is to get rid of all cards by playing equal or higher cards onto a central pile. Special cards (like twos clearing the pile or tens skipping) create twists. Once players exhaust their hands, they must play from their face-up pile, then blind from face-down cards.

	Knockout Whist
Knockout Whist is a simplified trick-taking game. Each round, players are dealt fewer cards as the game progresses, starting with seven. Trump is chosen each round, and players compete to win tricks. Anyone who fails to win a trick is “knocked out,” though in two-player versions, both remain and scoring tracks progress instead. The decreasing number of cards per round creates an escalating tension, with strategy revolving around timing trumps and anticipating the opponent’s plays. 

	Monte
Monte is a classic street hustle adapted into a casual two-player bluffing game. One player secretly places a winning card (often a queen) among three face-down cards, shuffling them to confuse the opponent. The second player bets on which card is the winner. Variations add misdirection, sleight of hand, or additional bluffing rules. Unlike other games, Monte relies on deception, observation, and reading the opponent rather than strategy or chance alone. In a friendly setting, it becomes a playful psychological duel.
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Introduction to War

War is one of the simplest two-player card games you can play with a standard 52-card deck. The game is based entirely on luck, with no real strategy involved, making it a great choice for children or for anyone looking for a casual, fast-paced contest. The objective is straightforward: capture all of the cards in the deck by winning battles against your opponent. Each battle consists of turning over the top card of your pile, and the higher card wins. When there is a tie, a “war” breaks out, which can dramatically change the course of the game.

Despite its simplicity, War can be surprisingly intense, as fortunes shift back and forth until one player has claimed victory. Below is a detailed breakdown of the rules, setup, gameplay, and strategies for making War more fun.

Setup

To begin, you only need a standard 52-card deck. Remove any jokers, as they are not used. Shuffle the deck thoroughly to ensure the cards are randomized. Once the deck is shuffled, deal the entire deck evenly between the two players. Each player will therefore start with 26 cards.

Players should place their pile of cards face down in front of them. They are not allowed to look at their cards during the game. Cards are always drawn from the top of the pile and placed into a central play area. At this point, you are ready to begin.

Basic Gameplay

The game progresses in a series of turns called battles. On each turn, both players simultaneously flip the top card of their pile face up and place it in the center. The player with the higher card wins the battle. In War, the ranking of the cards goes from lowest to highest: 2, 3, 4, 5, 6, 7, 8, 9, 10, Jack, Queen, King, Ace. The suit of the card does not matter—only its rank.

The player who wins the battle collects both cards and places them at the bottom of their pile, face down. It is important that the cards are not shuffled once they are added back into the winner’s pile; they should be placed in the order they were won.

Play continues in this fashion, with both players flipping the top card of their pile and comparing values, until one player has all the cards or the game is ended by agreement.

Going to War

The most exciting feature of the game occurs when both players reveal cards of the same rank. This situation is called a war. When a war happens, the following steps are taken:

	Each player places three cards face down in the center pile. These are considered “spoils” and raise the stakes of the battle.

	Then, each player flips a fourth card face up.

	The player with the higher face-up card wins the war and takes all of the cards in the center pile, including the three face-down cards from each side.


If the face-up cards are again of equal rank, another war occurs immediately, following the same process. This can lead to dramatic chain reactions where many cards are at stake.

Running Out of Cards During a War

Sometimes, a player does not have enough cards to complete a war. For example, if they have fewer than four cards left in their pile, they must still place as many as they can. If they cannot place enough to complete the process, they automatically lose the war and the game. This rule ensures the game does not stall when players run low on cards.

Winning the Game

The official goal of War is to win all 52 cards. However, this can take a very long time because the game often cycles back and forth with one player temporarily gaining the upper hand, only for the other player to catch up. In practice, many people agree to set a time limit or stop after a certain number of battles and count the cards to see who has more.

If you are playing with children, you might want to set an approximate time frame, such as 15 or 20 minutes, after which the player with the most cards is declared the winner. For adults who enjoy the endurance aspect, you can continue until one player holds the entire deck.

Example of a Battle and War

Imagine that both players flip over their top card. Player A reveals a 10, and Player B reveals a 6. Player A wins the battle and collects both cards, placing them at the bottom of their pile.

In the next round, Player A flips a Queen, while Player B flips another Queen. A war begins. Each player places three cards face down, then reveals a fourth card. Player A reveals a 5, while Player B reveals a King. Player B wins the war and takes all the cards from the center pile, including both Queens, all the face-down cards, and the King. This is a significant swing in momentum.

Variations of War

Although War is traditionally played as described above, there are many variations that can make the game more interesting or shorten its length:

	Shortened War: Instead of playing until one player wins the entire deck, set a limit such as 15 minutes. The player with the most cards at the end wins.

	Double War: When a war occurs, players place four face-down cards instead of three, increasing the stakes.

	Speed War: Both players flip their cards more rapidly without pausing, making the game quicker and more chaotic.

	Multi-Card Flip: Instead of flipping one card per battle, players flip two or three cards, and the total value is compared.


Tips for Enjoyment

Because War involves no strategy, the main goal is to enjoy the excitement of surprise and the swings of fortune. Here are a few tips for keeping the game fun:

	Don’t shuffle your winnings. The order of the cards keeps the game unpredictable and prevents intentional manipulation.

	Use a large enough play area so cards don’t overlap or cause confusion during wars.

	Decide before you start how long you want to play. This avoids frustration if the game drags on.

	Add a fun twist, such as rewarding the winner with a small prize or letting the loser shuffle for the next round.


Conclusion

War is one of the most accessible card games, requiring no prior knowledge, strategy, or advanced skills. It is purely a game of chance, but its simplicity and fast pace make it appealing to players of all ages. Whether you play a quick 10-minute round with a child or settle in for a long head-to-head battle, War provides an easy way to enjoy cards with only two people.
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Double Solitaire is a competitive variation of the well-known solo game, Solitaire (also called Klondike). In this version, two players each set up and play their own game of Solitaire side by side, but they compete to be the first to build complete foundation piles from Ace to King. What makes the game more interactive than standard Solitaire is that players can place cards not only on their own foundation piles but also on their opponent’s foundations if it helps move the game along.

This combination of independent play and competitive interaction makes Double Solitaire both fast-paced and exciting. While luck is still a factor, players can improve their odds by playing quickly, keeping track of possible moves, and using clever timing to beat their opponent to critical plays.

Setup

To play Double Solitaire, you will need two standard 52-card decks, each with a unique back design so that players can easily distinguish which cards belong to whom. Jokers are not used.

Both players set up their own Solitaire tableau in front of them, following the same rules as standard Klondike Solitaire:

	Place seven piles in a row.

	The first pile has one card face up.

	The second pile has one card face down and one card face up on top.

	The third pile has two cards face down and one card face up on top.

	Continue this pattern until the seventh pile, which has six cards face down and one card face up on top.

	The remaining cards form the stockpile, placed face down at the top left of the tableau.


Both players do this simultaneously, creating a mirrored layout where each person has their own playing area.

Basic Gameplay

Double Solitaire follows the same mechanics as regular Solitaire, with one crucial twist: both players play at the same time. There are no turns. Instead, players race against each other to organize their cards as quickly as possible.

The main objective remains the same: move all of your cards into foundation piles, starting with the Aces and building up in order by suit until the pile reaches the King. The four foundation piles are placed in the center of the table where both players can access them.

On their tableau, players can move cards onto each other in descending order and alternating colors. For example, a red 7 can be placed on a black 8. Stacks of cards can also be moved if they maintain the descending alternating-color order.

Whenever a player frees up a column, they can place a King (or a stack starting with a King) into the empty space.

Players use their stockpile just as in Klondike, drawing three cards at a time and recycling through the pile when necessary.

Going to War (The Competitive Twist)

The equivalent of “going to war” in Double Solitaire occurs when both players are competing to place cards onto the foundation piles. Since both players can place cards on the shared foundations in the center, speed and attentiveness become essential.

For example, if both players reveal an Ace at the same time, the first player to move it to the center foundation pile gets to claim that spot. The other player will need to wait until another Ace of the same suit appears from their own deck.

Similarly, if one player uncovers a 2 of Hearts, they can quickly place it onto the Ace of Hearts in the center, even if the Ace was originally played by their opponent. This creates a














	Turn One Stockpile: Instead of drawing three cards at a time, players draw one card at a time from their stockpile. This makes the game easier and faster.

	Timed Double Solitaire: Players set a timer (for example, 15 minutes). When time is up, the player with more cards in the foundation piles wins.

	Cooperative Double Solitaire: Instead of competing, both players work together to complete the foundations as a team. This version removes the competitive aspect and emphasizes teamwork.

	Limited Recycles: Instead of cycling through the stockpile indefinitely, limit the number of passes (e.g., three times). This increases the challenge and adds urgency.




	Focus on freeing up hidden cards in the tableau as quickly as possible.

	Place cards on the foundation piles as soon as you can—waiting too long gives your opponent the chance to play first.

	Keep your moves efficient. Wasting time reorganizing your tableau can allow your opponent to get ahead.

	If playing with younger players, consider using the “turn one stockpile” rule to simplify the game.
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