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Foreword

Many people think of me primarily as an actor rather than as a card
player. In fact, I discovered cards more years ago than I care to men-

tion, and I played Bridge at an international level in the 1960s. Acting may be
my business, but Bridge is my passion.

However, it is fair to say that if I limited my card-playing to Bridge, I’d be a
much richer man than I am today! I’ve always been interested in playing card
games for high stakes, and over the years, I’ve collected my fair share of
returns from the casinos. At the same time, I’ve also had my share of losses,
and by a course of judicious investment, I’ve provided many casinos with the
wherewithal to refurbish their dining rooms!

Does that mean I’m a bad card player? I hope not. It just means that no
matter how often you play, there is always room for improvement in your
game. That’s where a book like this one proves so useful.

Card Games For Dummies provides an outline to insure that even the begin-
ner can understand the structure of the games under discussion. The book
also offers tactical and strategic hints to enable the beginner to improve. I
read the new edition of Card Games For Dummies with interest, to see where,
if anywhere, I’ve been going wrong. I know I’ll return to the fray with increased
confidence.

By covering so many games that are popular today, rather than covering a
selection of outdated games like many other books do, Barry Rigal has made
a significant contribution to the literature of cards. I look forward to playing
many of the games that I read about in this book. I’m sure that you will derive
an equal amount of pleasure from it.

Omar Sharif
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Introduction

Card games offer the most fascinating challenges that you may ever
encounter. In most games, you can manipulate the 52 pieces of paste-

board into infinite permutations and combinations. Working out those com-
binations is the fun part of cards — in almost every game, you don’t know
what the other players have in their hands. During the course of play, you 
use strategy, memory, cunning, and a whole host of other qualities to put
together the best hand possible (or to bluff with the worst hand out there).

All in all, figuring out the fundamentals of a new card game can bring untold
satisfaction. At the same time, you don’t have to play cards all that well in
order to enjoy yourself. Card games allow you to make friends with the
people you play with and against.

About This Book
If you’ve never played a card game before, you may wonder why you need to
buy a book about the subject. All your friends say the games are easy to pick
up, so can’t you just sit down and start playing, picking up a few rules here
and there? Obviously, I wouldn’t advise that!

Many card games have been in circulation for hundreds of years, generating
scores of variations. A reference book not only explains the core rules of a
game but also lists the main variations, to let you choose the rules you and
your friends want to play by.

Card Games For Dummies, 2nd Edition, is different from every other card-
game book on the shelf. So many books on cards simply don’t talk about the
games people play today. The writers are experts in one or two of the games
about which they write, but they remain novices at others. They rely on
authors of other books to help them out, who were themselves dependent on
previous authors. As a result, the games they describe may not be popular
any more, or perhaps the games now have different rules. Many books, in
other words, have lost touch with reality. Card Games For Dummies, 2nd
Edition, has one or two introductory games in it, such as Whist, but for the
most part actually focuses on the games that people play today all around
the world — especially newer crazes, such as Hold ’Em and Omaha.

Of course, I’m not an expert in every game, so this book has benefited enor-
mously from a great deal of input from a host of game players who have
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answered my questions about the rules of the games in this book and about
regional variations. The net result is that I’ve captured most of the popular
variations to the standard games.

This book also differs from other gaming books because I wrote it in plain
English. I eliminate as much card jargon as possible and concentrate on
telling you how to get up and going. Of course, for games that do involve
technical terms that may be new to you, I tell you exactly what each term
means so that you can easily understand it.

Regardless of how much experience you’ve had with card games, you’ll find
something here for you. Absolute beginners will appreciate that I discuss
each game in this book starting at the very beginning, before a card hits the
table. If you’ve played a few card games before, maybe you’ll try out a new
game or pick up a variation on one of your favorites. (I can tell you that I’ve
become hooked on several new games since I began researching this book.
I’m sure you’ll have the same experience.)

However, I don’t limit my coverage of the games in this book to a description
and a summary. Instead, each chapter offers hints on strategy, so even expe-
rienced players can pick up something new.

And in line with the wave of technology sweeping up the card game world, I
tell you where to find information about a game on the Internet and point out
places where you can play games online. (If you don’t have a computer, or
you can’t tell the Internet from a hairnet, you won’t miss out on anything; I
tell you everything you need to know about how to play a game right here in
this book.) I’ve placed all the computer-related stuff in sidebars, where you
can find the information easily if you want to read it or skip over it quickly if
you have better things to do.

Just to show that one can improve on perfection, the second edition of Card
Games For Dummies has an expanded section on Poker, Children’s Games,
Solitaire, and a host of added variants on the traditional games.

Conventions Used in This Book
Throughout this book, I talk quite a bit about specific cards. Instead of con-
stantly saying “the king of hearts” or “the 7 of spades” every time I refer to
those cards, I abbreviate the cards and suits by using the following symbols:

� The suits: I represent each of the four suits in a standard deck of cards
with spade �, heart �, club �, and diamond � symbols.

� The card values: I use the following abbreviations to refer to specific
card values: ace (A), king (K), queen (Q), jack (J), 10, 9, 8, 7, 6, 5, 4, 3,
and 2.

2 Card Games For Dummies, 2nd Edition 
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When I refer to a specific card in the text, you see �K and �7 rather than
“the king of hearts” or “the 7 of spades.”

I show you entire hands of cards in figures to help you see what a set of cards
looks like when you’re actually holding it in your hand. 

During the printing of this book, some Web addresses may have broken
across two lines of text. If you come across such a situation, rest assured that
we haven’t put in any extra characters (such as hyphens) to indicate the
break. So, when using one of these Web addresses, type in exactly what you
see in this book, pretending as though the line break doesn’t exist.

What You’re Not to Read
For the most part, I’ve tried to avoid using more technical jargon than is
absolutely necessary. However, the book does include some sidebars that give
you historical perspective on how certain games were created or about where
you can go online for additional information about specific games. These are
asides and not critical to the text. You can spot them easily enough — the
text is on a shaded background.

Foolish Assumptions
I’m not going to assume that the average reader will have all that much tech-
nical knowledge. Frequently, the most challenging bit of mathematics you
have to perform is to count up to 1! The book is aimed at serving as an intro-
duction to many card games. If you get hooked after reading it, you can access
many other Dummies publications that can provide advanced knowledge of
the games. For example, if you want to focus on Bridge, I recommend Bridge
For Dummies by Eddie Kantar (Wiley). I also urge you Poker fiends out there
to check out Poker For Dummies by Richard D. Harroch and Lou Krieger
(Wiley) and Winning at Internet Poker For Dummies by Mark Harlan and Chris
Derossi (Wiley).

How This Book Is Organized
I’ve grouped the card games into seven parts, based on the basic aim of each
game. I also include the Part of Tens, which provides some valuable tips and
hints about card playing.

3Introduction
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Part I: Discovering Card Games
If you’ve never played a card game in your life, Part I is the place to start for
all the basics, as well as games that are easy to pick up or don’t require any-
thing more than yourself and a deck of cards. I show you how to play several
versions of Solitaire, including Accordion, Clock, La Belle Lucie, and Scorpion.
I also present the best and the brightest children’s games from around the
world, including Beggar My Neighbor, War, Go Fish, and Old Maid.

Part II: Getting Rid of Cards
In Part II, you discover games in which you try to improve your hand by
taking a card from the deck and letting go of a card from your hand. These
games include Rummy and Canasta, as well as Eights and Fan Tan, which are
games that prod you to get rid of all your cards as quickly as possible by
matching them with other cards or putting them onto a discard pile.

Part III: Taking Tricks
For the games in Part III, everyone starts with the same number of cards, and
during the play, each player takes a turn to lay a card from his hand. Whoever
plays the highest card in the suit led wins them all, or in card-playing jargon,
wins the trick. Several of the games have a primary phase of an auction before
the play. Games in this section include Whist, Oh Hell!, Euchre, Spades, and
Bridge together with Mini-Bridge.

Part IV: Scoring or Avoiding Points
The games in Part IV are all about points. In some games, such as Hearts, you
try to avoid saddling yourself with points. For other games, such as Pinochle
and Setback, the objective is to score as many points as possible.

Part V: Adding and Climbing
You get the lowdown on Cribbage, President, and Blackjack in Part V. In
Cribbage, an adding game, you attempt to construct as high-scoring a hand
as you can, and players score points by playing out the cards and bringing the
cumulative totals to strategically significant numbers. President, a climbing
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game, presents another set of challenges; the objective is to get rid of cards
by playing a higher-scoring card (or set of cards) than the previous player. In
banking games, such as Blackjack, you compete against a central authority
figure (the Banker) rather than against other players, trying to make your
cards add up to a specific number — or to get closer to that number than the
Banker.

Part VI: Playing Poker
Because of the current Poker craze, Part VI gives you all the basics you need
to play some of the most popular varieties of the game: Draw, Stud, Texas
Hold ’Em, and Omaha. In addition to game knowledge, you discover the dif-
ferences between live, tournament, and Internet Poker.

Part VII: The Part of Tens
You can’t have a For Dummies book without The Part of Tens. This is where
you find tips on how to improve your card-playing skills with your actions at
the table and away from it and how to help your partner improve her skills,
too. I also provide you with a short list of places to look for more information
on a game after you finish with this book.

You can also find some handy scorecards near the back of the book. Feel free
to photocopy as much as you like.

Icons Used in This Book
In each chapter, I place icons in the margin to emphasize the following types
of information:

With this icon, I point out the wrong way to play a game. Pay special attention
to these icons so that you avoid finding things out the hard way.

This reinforces a point of the game that may be less obvious (or intuitively
right) than meets the eye. You should keep these points in mind as you play
the game.

5Introduction
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I’ve been playing cards for quite some time, and I use these icons to empha-
size some insights born of experience that will help make you a sharper
player.

Next to this icon, you’ll find a list of all the stuff you need to play a game — I
tell you how many players you need, what type of cards you play with, and if
you need any other special equipment, such as something to keep score with.

Most of the games in this book have so many variations, I’d have to write a
whole library to include them all. Instead, I cover the most popular variations
of a game and tag them with this icon.

Where to Go from Here
Each game in this book is a self-contained chapter. If you want information on
a particular game, consult the appropriate chapter and discover everything
you need to know in order to get started.

Along with the Table of Contents at the front of the book, the index at the
back of the book can help you locate the game you want to play without too
many diversions. Having said that, one of the more interesting ways to expe-
rience this book may be to open it at random and discover a game that
you’ve never heard of before.

6 Card Games For Dummies, 2nd Edition 
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Part I
Discovering Card

Games
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In this part . . .

After I explain some of the basics of cards (along with
some tidbits about the history of cards and the eti-

quette of card games), I introduce a diverse range of games
for you to deal out. If you don’t have anyone to play cards
with, don’t worry. I provide an entire chapter of Solitaire
card games. And if you’re a beginning card player, teaching
children to play cards, or just a kid at heart, check out the
chapter on popular children’s games, including War and
Go Fish. Enjoy!
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Chapter 1

Card Game Basics
In This Chapter
� Speaking card game lingo

� Following the rules and etiquette of card games

� Hand-picking the best card game

I’m sure that if you’ve ever played cards at all, you don’t need me to
explain what fun 52 pieces of pasteboard can be. But just in case, here

goes . . .

Because you don’t know what the other players have in their hands in almost
every card game, playing cards combines the opportunity for strategy, bluff-
ing, memory, and cunning. At the same time, you don’t have to play cards all
that well in order to enjoy yourself. Cards allow you to make friends with the
people you play with and against. A deck of cards opens up a pastime where
the ability to communicate is often of paramount importance, and you get to
meet new faces and talk to them without having to make the effort to do so.

If you want to take the plunge and start playing cards, you encounter a bewil-
dering range of options to choose from. Cards have been played in Europe for
the last 800 years (see the sidebar “Card games through the ages” for more
details), and as a result, you have plenty of new games to test out and new
rules to add to existing games.

One of the features of Card Games For Dummies, 2nd Edition, is the diversity
of card games covered in it. I can’t hope to list all the rules of every card
game within the chapters, so this chapter discusses the general rules that
apply to most card games. Get these basics under your belt so you can jump
in to any of the games I describe in detail later in the book.

Talking the Talk
Card gamers have a language all their own. This section covers the most
common and useful lingo you encounter as you get to know various card games.
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When card games come together, the players arrange themselves in a circle
around the card-playing surface, which is normally a table. I describe it as
such for the rest of this section.

Getting all decked out
You play card games with a deck of cards intended for that game, also
referred to as a pack in the United Kingdom. The cards should all be exactly
the same size and shape and should have identical backs. The front of the
cards should be immediately identifiable and distinguishable.

A deck of cards has subdivisions of four separate subgroups. Each one of
these subgroups has 13 cards, although the standard deck in France and
Germany may have only eight cards in each subgroup. The four subgroups
each have a separate identifiable marking, and in American and English
decks, you see two sets of black markings (spades and clubs) and two sets of
red markings (hearts and diamonds). Each of these sets is referred to as a suit.

10 Part I: Discovering Card Games 

Card games through the ages
Some form of playing cards existed in China, at
least 80 years and maybe as much as 250 years
before they surfaced in Europe. The earliest
known Chinese cards had four suits, described
in mid-15th-century sources, and featured 38
cards: 9 each in three suits and 11 in the fourth.
Similar cards are used in parts of China and
Southeast Asia to this day, though the deck
composition and designs are not identical.

Although some scholars claim the Saracens or
the Persians invented card games (the Persians
certainly seem to have invented Poker), the
Mamelukes of Egypt appear to be credible
ancestors of modern card games. A Mameluke
deck from around 1400 A.D. consists of 52 cards
with suits of swords, polo sticks, cups, and coins.

National standard designs appeared in the 
late 15th century. Swiss decks (with shields,

flowers, bells, and acorns) and German decks
(with hearts, leaves, bells, and acorns)
appeared by 1475. The French deck (with
spades, hearts, diamonds, and clubs) first
appeared by 1480.

In Great Britain, The Worshipful Company of
Playing-Card Makers was set up in 1628 to pro-
duce cards, and a tax was introduced on every
deck. Laws were also made to ban the import of
cards; from then on, you could only play with
cards of domestic origin. 1862 was a very sig-
nificant year for the rise in popularity of playing
cards. Along with a fall in the duty charge of
playing cards, Thomas De La Rue patented the
process for mass-producing cards. From then
on, well-designed playing cards were in plenti-
ful supply.
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