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Troefcall (Suriname)
Players: 4                                             

This page is mainly based on information from 
Fernando Noordam.

Introduction

Troefcall is a trick-taking game for four players 
which is played in the former Dutch colony 
Suriname and in the Surinamese community in the 
Netherlands. It has some similarity to the Indian 
game Court Piece or Seven Hands, and this may 
be explained by the presence of a significant 
minority of ethnic Indians in Suriname. The name 
of the game (troefcall = 'trump call') is a mixture of 
Dutch and English, and the terminology of the 
game uses both English and Dutch words.
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Players and Cards

There are four players in fixed partnerships, partners sitting 
opposite each other. A standard international 52-card pack is 
used. Deal and play are clockwise.

The Deal and Making Trumps

The first trump caller is chosen by dealing the cards around until 
a Jack appears. The player to the right of the trump caller is the 
dealer.

The dealer shuffles the cards and the trump caller (the player to 
dealer's left) has the opportunity to cut. (So unlike most 
European games, in Troefcall the player who will be dealt the first 
cards also cuts the pack.)

The dealer then deals the top five cards to the trump caller who 
looks at them and names the trump suit. The deal is then 
completed by dealing a batch of five cards to each of the other 
three players, then a batch of four cards to each player, and 
finally another batch of four cards to each player.

In subsequent hands, the same player continues to deal as long 
as the trump caller's team wins points. If the trump caller's team 
loses, the turn to deal passes to the left: the unsuccessful trump 
caller becomes the new dealer, and the old dealer's partner 
becomes the new trump caller. If after all the cards are dealt the 
trump caller has no picture cards (King, Queen or Jack), the 
trump caller may show his 13 cards and ask for the cards to be 
redealt. In this case all the cards are shuffled and there is a new 
deal by the same dealer. Holding one or more Aces does not 
prevent the trump caller from demanding a redeal, provided that 
no pictures are held.

The Play

The trump caller leads to the first trick. Any card may be led, and 
other players in clockwise order must each play a card of the suit 
that was led if possible. A player who has no cards of the suit that 
was led may play any card. If there are any trumps in the trick, 
the highest trump wins it. A trick containing no trumps is won by 
the highest card of the suit that was led. The winner of each trick 
leads to the next.
The first objective is to win the majority of tricks - that is at least 7 
of the 13 tricks.
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A team that wins the first 7 tricks must decide whether to stop 
there, or to play on and try to win all 13 tricks. The player who 
wins the seventh trick can stop the play by tapping the table or 
announcing 'kap partij'. It is also possible for the partner of the 
winner of the seventh trick to stop the play by announcing 'kap 
partij'. If a team wins seven tricks and the winner of the seventh 
continues and leads to the eighth trick, the team is committed to 
an attempt to win 13 tricks (baunie) and incurs a penalty if they 
subsequently lose a trick.

Scoring

A cumulative score is kept for each team, starting at zero.

● A team that wins at least seven tricks, but not the first 
seven tricks, scores 2 points.

● If a team wins the first seven tricks and the winner of the 
seventh trick stops the play at that point, they score 5 
points for kap partij.

● If a team wins the first seven tricks and the partner of the 
winner of the seventh trick stops the play at that point, 
they score just 2 points.

● If a team wins all 13 tricks, they score 15 points for 
baunie (possible from the English 'bounty').

● If a team wins the first seven tricks, leads to the eighth 
trick, but then fails to win all the remaining tricks, their 
opponents score 2 points.

If the trump maker's team scores, the same dealer deals again. If 
the dealer's team scores, the turn to deal passes to the left.
The first team to reach an agreed target score, for example 15 
points, 20 points or 50 points, wins the game. Alternatively 
players may agree to play a fixed number of deals, or up to an 
agreed time limit.    



Paskahousu (Finland)
Players: 2-6             

This page is based on contributions from several 
people, including Anthony Smith, Kuromiya Kimihiko 
and Markku Jaatinen.

Introduction
The name of the popular Finnish game means "Shit 
Pant": paska = shit and housu is the singular form of 
housut which means trousers - more precisely it means 
a person with shitty pants, in other words a coward. 

The game is related to, but not the same as Shithead, a 
game which was carried around the world by 
backpackers in the last decades of the 20th century 
and thus became popular with young people worldwide.
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Players and Cards

The game is probably most enjoyable for 3 to 5 players, but it 
is possible for two or for six or more to play. Deal and play are 
clockwise. A standard international 52-card pack is used, the 
cards ranking from high to low 2-A-K-Q-J-10-9-8-7-6-5-4-3. 
Twos, Tens and Aces are special cards. Suits are irrelevant in 
this game.

Deal

The dealer deals everybody a batch of two cards, then two 
cards again, then one card, so that each player has five cards. 
The remaining cards are stacked face down to form a drawing 
stock.

The player who has most threes in his hand plays first. If 
several have equally many threes, then of those players the 
first in order counting clockwise from the dealer's left starts. If 
no one has a three then the player with most fours starts, with 
ties broken in the same way; if noone has any fours either, the 
player with the most fives starts and so on.

The object of the game is to get rid of one's cards by playing 
them to a face up play pile, which is in the centre of the table 
next to the stockpile.

The first player begins by playing the three(s) (or four(s), etc.) 
that determined the starting player. Then the players play in turn 
in clockwise order. At your turn there are three possibilities:
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Option 1: Play a card or two or more cards of the same rank 
from your hand to the play pile, provided that the following 
restrictions are observed:

A. If the play pile is not empty, the cards played must be 
equal to or higher than the top card of the pile.

B. Picture cards can only be played if the top card of the pile 
is higher than six.

C. Aces can only be played if the top card of the pile is a 
picture or another ace.

D. Twos can be played on any card except an ace or ten, 
and since they are the highest card, nothing can be 
played on a two except another two.

E. Nothing can be played on a ten except another ten, and 
nothing can be played on an ace except another ace.

F. If the play pile is empty, any card (or set of equal cards) 
can be played.

Option 2: If you cannot or do not wish to play, pick up the 
whole of the play pile and add the cards to your hand, and it is 
then the next player's turn to play to the empty table.

Option 3: If the stock is not empty, draw the top card of the 
stock and try to play it. If the play is legal according to the 
above restrictions, the card is played. If not, the card you 
drew and the whole play pile is added to your hand and the 
turn passes to the next player.

If after playing you have fewer than five cards in your hand 
and the stock is not empty, you must draw cards from top of 
the stock until you have a hand of five cards again. Only when 
the stock is empty can players hold fewer than five cards.

In certain circumstances the play pile is cleared (or falls). All 
the cards of the play pile are set aside out of the game and 
the same player plays again to the empty table to start a new 
pile. There are three ways to clear the play pile:
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1. If one or more tens are played on a lower card, the pile 
is cleared.

2. If one or more aces are played on a picture card, the 
pile is cleared.

3. If there are four cards of the same rank on top of the 
pile, the pile is cleared.

A ten played to the empty table does not clear itself. It remains 
on the table and the only cards that can be played on it are 
more tens. This continues until a player picks up the tens, 
allowing the following player to start again with an empty table. 
In the same way an ace played to the empty table stays, and 
only aces can be played on it.

If the stock is empty, a player who has no cards is out of the 
game. (If it is that player's turn to play, because the last card 
cleared the pile, the turn to play passes to the left.) The other 
players continue until only one player has cards. This player is 
the loser, and is called paskahousu.

Tactics

While there are cards in the stock, players are trying to collect 
as strong a hand as possible for the endgame, when the stock 
has been exhausted. A player who already has good cards in 
the first phase, including a few deuces, may choose to pick up 
the play pile rather than let go strong cards before the 
endgame.

If the stock is not empty and you cannot play, it is often 
worthwhile to turn the top card of the stock and try to play that.

It can be worth picking up the play pile voluntarily if it contains 
a lot of picture cards and not too many different ranks of pip 
cards. Players should try to clear the pile rather than leaving 
an attractive pile for the next player to pick up.

It is good to hold onto deuces, if possible keeping at least as 
many as the player before you - otherwise this opponent can at 
some point force use a deuce to force you to pick up a pile 
containing many small cards.
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Napoleon (France)
Players: 3-7 (5 best)  

Napoleon or Nap is a straightforward 
trick-taking game in which players receive five 
cards each; whoever bids the highest number of 
tricks chooses trumps and tries to win at least 
their bidden number of tricks. It is a simplified 
relative of Euchre, and has many variations 
throughout Northern Europe. 

The game has been popular in England for 200 
years and has given the language a slang 
expression, "to go nap", meaning to take five of 
anything. It may be less popular now than it 
was, but it is still played in some parts of 
southern England and in Strathclyde. Despite 
its title and allusions, it is not recorded before 
the last third of the nineteenth century, and may 
have been first named after Napoleon III.
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Rules

The old game of Napoleon consists simply of five cards dealt 
out singly with the various players bidding in their turn how 
many tricks they think they can make. The player to the dealer's 
left has the privilege of bidding first, and then every player after 
him may bid up to the limit, Napoleon, which is a declaration to 
take all five tricks. 

Whoever bids highest leads first, the card led determining the 
trump for that round, and the winner of the trick then leads to 
the next. The cards are not gathered or packed together, but left 
face upwards on the table in front of their owners, except for the 
winning card, which must be kept turned face down on the 
table. This is the simplest form of Napoleon, requiring only that 
the players judge the value of their hands regarding the number 
of players and any bid that may have been previously made.

Set-up

Nap is best for four to five players using a stripped pack from 28 
to 52 cards. 

If four play, 28 to 32 cards are used, if five, 36 to 40 cards.
When six play the dealer deals himself no hand, but pays or 
receives the same as the other players. The cards in each suit 
rank from high to low (ace high). The dealer deals five cards to 
each player. Deal and play are clockwise, and the turn to deal 
passes to the left after each hand.

Draw

The players cut to determine the dealer for the first deal. The 
player with the lowest card deals first. The ace ranks below the 
two.

Shuffle and cut

After the shuffle, the pack is cut by the player at the dealer's 
right. The cut must leave at least four cards in each packet.

Deal

Each player receives five cards, dealt in a round of three at a 
time, followed by a round of two at a time.
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Bidding for four- or five-player Nap

The bidding starts with the player to dealer's left, and goes 
clockwise round to end with the dealer. Each player is allowed 
only one bid and it must be higher than the preceding bid (or 
pass).

The allowed bids are as follows:

Three: The bidder undertakes to win at least three tricks - most 
schools tend to not bother especially if money is involved

Four: The bidder undertakes to win at least four tricks

Nap: The bidder undertakes to win all five tricks

Napoleon or Bonaparte: The bidder undertakes to win all five 
tricks by leading the lowest trump first

Wellington: The bidder undertakes to take all five tricks by 
leading the lowest non-trump first

Play

The high bidder makes the opening lead, and the suit of this 
lead becomes trump. The hands are played out in tricks with 
clockwise rotation. A player must follow the suit led if able. If 
unable to follow led suit, any card may be played. A trick is 
won by the highest trump card in it; if no trump is in the trick 
the highest card of the suit led wins. The winner of the trick 
leads for the next trick.

Scoring

Napoleon is usually played for stakes. An equal number of 
chips is distributed to every player. It is also possible to play 
for money (as in "Penny Nap", where each trick is worth one 
penny) If the bidder makes his bid, he collects from each 
other player, although it matters nothing if he makes more 
tricks than he declared. He is paid only for the number of 
tricks that he first declared. If he is defeated, he pays every 
other player, but only for the tricks he declared before the 
play
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Less than 5: Bidder wins 1 for each trick from 
every player, or pays 1 for each trick to every 
player if he loses.

Nap: Bidder wins 10 from every player, or loses 5 
to every player. Thus, playing Nap against 4 
players, the bidder would win 40 chips (10 from 
every player), or lose 20 chips (the bidder pays 5 
to every player).

Penalties

Failure to follow suit to the lead when able is 
called a "revoke". A revoking bidder must pay all 
opponents as though he had lost. A revoking 
player must pay the bidder the full amount he 
would have collected had he won. In the last case, 
the other opponents pay nothing. In every case, 
play is abandoned and settlement is made at 
once.
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Manille (France)
Players: 4               

Manille; derived from the Spanish and Catalan 
Malilla) is a French trick-taking card game which 
uses a 32 card deck. It spread to the rest of France 
in the early 20th century, but was subsequently 
checked and reversed by the expansion of Belote. 
It is still popular in France (primarily the north and 
south-west) and the western part of Belgium.

The game is played with a 32 card French piquet 
deck, but be played with a standard 52 card  
international deck with 2-6 removed. 
(A-K-Q-J-10-9-8-7). It is usually played by four 
players in two partnerships. The 4 players in fixed 
partnerships sit facing each other and the game is 
played clockwise.
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The 32 cards are distributed equally between the four players, starting with the 
player to the left of the dealer, moving clockwise. There are various ways to do 
this, often players receive two cards at a time rather than just one, until all 
players have eight cards each. The dealer now looks at his cards and 
announces the trump suit; the partner of the dealer is not allowed to look at his 
cards before the dealer has chosen a trump suit. There are five possibilities as 
in bridge, clubs, diamonds, hearts spades and no-trump. No trump (known as 
en voiture in French) also means that the points are doubled at the end of the 
deal. The dealer can also announce "opposite" (en face) and let his partner 
choose the trump suit. If the opposing team believes they can beat the chosen 
trump (get more than 30 points) then they can 'tap' the table to double the 
points at the end of the deal; the dealing team can then 're-tap' to double again.

The player to the left of the dealer can play any card of his choice, and the 
three players after him are obligated to follow suit if they can. If they can't, they 
can win the hand by playing a trump card or if they can't follow suit or trump, 
they must discard a card and obligatorily lose the hand. The player who wins 
the trick starts off the next trick, and so on, until all eight tricks have been 
completed. Note that the cards follow the normal order of hierarchy used in 
bridge, except that the 10 is the highest possible card - the order is 10, ace, 
king, queen, jack, 9, 8, 7. Players are not allowed to talk about their cards 
during the playing phase of the game.

Scoring

Unlike Bridge, it's not the numbers of tricks taken 
that decides the score. The cards are all 
assigned a value:

10 (manille) - 5 points

Ace (manillon) - 4 points

King - 3 points

Queen - 2 points

Jack - 1 point

9, 8 and 7 - 0 points.
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At the end of the deal, the two pairs count up the 
value of their cards and declare them. The total 
value of the pack is 60 points ([5 + 4 + 3 + 2 + 1] x 
4), so to get the opponents' score the players 
simply subtract their total from 60. If there have 
been any doubles or redoubled, these are applied 
after counting the total. Points are scored relative 
to 30 as this is half of 60. For example, a team 
that wins the deal 36 - 24 gets six points (36 - 30) 
and the opposition gets zero. If there has been a 
violation of the rules, for example one player 
trumping another player's trick when he could 
have followed suit, the other pair gets the 
maximum points for that deal (30 points).

The game typically ends in one of two ways:

Players play until one pair has 101 points, the first 
to this total wins.

Players play 50 deals and whichever pair has the 
most points wins.
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Beggar-My-Neighbor (UK)
Players: 2                           

Beggar-my-neighbour, also known as Strip-Jack-Naked in some 
European countries, is a simple card game somewhat similar in 
nature to war, and has spawned a more complicated variant, 
Egyptian ratscrew. 

The game was probably invented in Britain and has been known 
there since at least the 1840s.

Rules

A standard international 52-card deck is divided equally between 
two players, and the two stacks of cards are placed on the table 
face down. The first player lays down his top card face up, and 
the opponent plays his top card, also face up, on it, and this 
goes on alternately as long as no ace or face card (king, queen, 
or jack) appears. These cards are called "penalty cards."
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If either player turns up such a card, his 
opponent has to pay a penalty: four cards for 
an ace, three for a king, two for a queen, or 
one for a jack. When he has done so, the 
player of the penalty card wins the hand, takes 
all the cards in the pile and places them under 
his pack. The game continues in the same 
fashion, the winner having the advantage of 
placing the first card. 

However, if the second player turns up another 
ace or face card in the course of paying to the 
original penalty card, his payment ceases and 
the first player must pay to this new card. This 
changing of penalisation can continue 
indefinitely. The hand is lost by the player who, 
in playing his penalty, turns up neither an ace 
nor a face card. Then, his opponent acquires 
all of the cards in the pile. When a single 
player has all of the cards in the deck in his 
stack, he has won.
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Old Maid (UK)
Players: 2+                

Old maid is a Victorian card game for two or more 
players probably deriving from an ancient 
gambling game in which the loser pays for the 
drinks. It is known in Germany as Schwarzer 
Peter, in Sweden as Svarte Petter, in Norway as 
Svarteper, in Denmark as Sorteper, in Croatia as 
Crni Petar, in Slovenia as Črni Peter, in Hungary 
as Fekete Péter, in Czech Republic as Černý 
Petr, in Slovakia as Čierny Peter, in Finland as 
Musta Pekka (all meaning "Black Peter"), in Italy 
as Asino, in France as le pouilleux ("the 
lousy/louse-ridden one") or vieux garçon (literally 
"old boy", but a de facto pejorative for confirmed 
bachelor), and in Japan as ババ抜き　 (Babanuki). 
The game spawns an element of bluffing, 
commonly used in poker.
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How to play 

There are retail card decks specifically crafted for playing old 
maid, but it is just as easy (though less pure) to play with a 
standard international deck of 52 cards. When using a regular 
deck, a card is either added or removed, resulting in one 
unmatchable card. The most popular choices are to remove 
the ace of clubs or queen of clubs or to add a single joker. 
The unmatchable card becomes the "old maid," and whoever 
holds it at the end of the game is the loser. It is possible to 
discard a single card from the deck face-down; if this is done, 
players cannot know which card is the old maid.

The dealer deals all of the cards to the players. Some players 
may have more cards than others; this is acceptable. Players 
look at their cards and discard any pairs they have (e.g., two 
kings, two sevens, etc.) face up. Players do not discard three 
of a kind. In common variants, the suit colors of a discarded 
pair must match: Spades (♠) with clubs (♣) and diamonds (♦) 
with hearts (♥). When playing with one card removed, this 
means one unique card is always the old maid instead of it 
possibly being any of the three remaining cards of that rank.

 

Beginning with the dealer, each player takes turns offering his or 
her hand face-down to the person on his or her left. That person 
selects a card and adds it to his or her hand. This player then 
sees if the selected card makes a pair with their original cards. If 
so, the pair is discarded face up as well. The player who just took 
a card then offers his or her hand to the person to their left and 
so on. A player is allowed to shuffle his hand before offering it to 
the player on his left. In some variants, all players discard after 
the dealer has drawn.

The objective of the game is to continue to take cards, discarding 
pairs, until no more pairs can be made. The player with the card 
that has no match is "stuck with the old maid" and loses. When 
playing with more than two players, the game is somewhat 
unusual in having one distinct loser rather than one distinct 
winner.
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Whist (UK)
Players: 4                              

Whist is a descendant of the 16th-century game of trump or 
ruff. Whist replaced the popular variant of trump known as 
ruff and honours.The game takes its name from the 17th 
Century whist (or wist) meaning quiet, silent, attentive, 
which is the root of the modern wistful.

According to Barrington, whist was first played on scientific 
principles by a party of gentlemen who frequented the 
Crown Coffee House in Bedford Row, London, around 
1728. Edmond Hoyle, suspected to be a member of this 
group, began to tutor wealthy young gentlemen in the 
game and published A Short Treatise on the Game of 
Whist in 1742. It became the standard text and rules for the 
game for the next hundred years (leading to the expression 
"According to Hoyle"), and led to the game becoming 
fashionable.
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In 1862 Henry Jones, writing under the pseudonym "Cavendish", 
published The Principles of Whist Stated and Explained, and its 
Practice Illustrated on an Original System, by Means of Hands 
Played Completely Through, which became the standard text. 

Many subsequent editions and enlargements of this work were 
published using the simpler title Cavendish On Whist. By this 
time whist was governed by elaborate and rigid rules covering 
the laws of the game, etiquette and play which took time to study 
and master.

In the 1890s, a variant known as bridge whist became popular 
which eventually evolved into contract bridge. The traditional 
game of whist survives at social events called whist drives.There 
are many modern variants of whist played for fun.

A standard international 52-card pack is used. The cards in each 
suit rank from highest to lowest: A K Q J 10 9 8 7 6 5 4 3 2. Whist 
is played by four players, who play in two partnerships with the 
partners sitting opposite each other. 

Players draw cards to determine dealer and partners, with the 
two highest playing against the lowest two, who have seating 
rights. To comment on the cards in any way is strictly against the 
rules. One may not comment upon the hand one was dealt nor 
about one's good fortune or bad fortune. One may not signal to 
one's partner.

Shuffling and dealing

The cards can be shuffled by any player, though usually the 
player to dealer's left. The dealer has the right to shuffle last if 
they wish. To speed up dealing, a second pack can be shuffled 
by the dealer's partner during the deal and then placed to the 
right ready for the next hand. The cards are cut by the player on 
dealer's right before dealing. The dealer deals out all the cards, 
one at a time, face down, so that each player has thirteen cards. 
The final card, which belongs to the dealer, is turned face up to 
indicate which suit is trumps. The turned-up trump card remains 
face up on the table until it is the dealer's turn to play to the first 
trick, at which point the dealer may pick up the card and place it 
in their hand. The deal advances clockwise.
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Play

The player to the dealer's left leads to the first trick. He may 
lead any card in his hand. The other players, in clockwise 
order, each play a card to the trick and must follow suit by 
playing a card of the suit led if he has one. A player with no 
card of the suit led may play any card, either discarding or 
trumping. The trick is won by the highest card of the suit led, 
unless a trump is played, in which case the highest trump wins. 
The winner of the trick leads the next trick.

Play continues until all thirteen tricks are played, at which point 
the score is recorded. If no team has enough points to win the 
game, another hand is played.

Part of the skill involved in the game is one's ability to 
remember what cards have been played and reason out what 
cards remain. Therefore, once each trick is played, its cards 
are turned face down and kept in a stack of four near the 
player who won the trick. Before the next trick starts, a player 
may ask to review the cards from the last trick only. Once the 
lead card is played, however, no previously played cards can 
be reviewed by anyone.

Scoring

After all tricks have been played, the side which won more 
tricks scores 1 point for each trick won in excess of 6. When 
all four players are experienced, it is unusual for the score for 
a single hand to be higher than two. A game is over when one 
team reaches a score of five. There are so-called "Hotel 
Rules" variations where other numbers are agreed to be 
played to in advance such as "American" and "Long", where 
the games are played to seven and nine respectively. The 
"Long" version is normally combined with "Honours."
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In longer variations of the game, those games where the 
winning score is not the standard 5 points, honours are points 
that are claimed at the end of each hand. Honours add nothing 
to the play of a hand. Honours serve only as an element of luck 
that speeds up games, and they are often omitted these days. 
Serious players disdain honours because it greatly increases 
the element of chance. 

A team that was dealt the top four cards (A,K,Q,J) in the trump 
suit collect extra points. A team who holds three of the four 
honours between them claim 2 points, a team who holds all four 
honours between them claim 4 points. Tricks are scored before 
honours. Honours points can never be used for the last point of 
a game. 

Consider the following example: A game is being played to 9 
points. The score is tied at 6. A hand is played and the winner 
of that hand took seven tricks and claimed honours. That team 
would receive 1 point for the 7th trick and only 1 point for 
honours. The score would then be 8 to 6.

● For the opening lead, it is best to lead your strongest suit, 
which is usually the longest. A singleton may also be a 
good lead, aiming at trumping in that suit, as one's 
partner should normally return the suit led.

● 1st hand: It is usual to lead the king from a sequence of 
honours that includes it, including AK (the lead of an ace 
therefore denies the king).

● 2nd hand usually plays low, especially with a single 
honour. However, it is often correct to split honours (play 
the lower of two touching honours) and to cover a J or 10 
when holding Qx and cover a Q when holding the ace.

● 3rd hand usually plays high, though play the lowest of 
touching honours. The finesse can be a useful technique, 
especially in trumps where honours cannot be trumped if 
they are not cashed.

● Discards are usually low cards of an unwanted suit. 
However, when the opponents are drawing trumps a suit 
preference signal is given by throwing a low card of one's 
strongest suit.
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Terminology

Deal: One card at a time is given to each player by the dealer starting 
with the player on the dealer’s left and proceeding clockwise until the 
deck is fully distributed.

Finesse: The play of a lower honour even though holding a higher 
one, hoping that the intermediate honour is held by a player who has 
already played to the trick. To give an example: you hold the ace and 
queen of hearts. Your right-hand antagonist leads a heart, from which 
you infer that he holds the king of the same suit and wishes to draw the 
ace, in order to make his king. You however play the queen, and win 
the trick; still retaining your ace, ready to win again when he plays his 
king.

Game: Reaching a total score agreed beforehand to be the score 
played up to.

Grand Slam: The winning, by one team, of all thirteen tricks in a hand.

Hand: Thirteen tricks. (52 cards in the deck divided by four players 
equals thirteen cards per player.)

Honours: In some variations of whist, extra points are 
assigned after a game to a team if they were dealt the ace, 
king, queen, and jack (knave) of the trump suit.

Lead: The first card played in a trick.

Rubber: The best of three games.

Small slam: The winning, by one team, of twelve tricks in a 
hand.

Tenace: A suit holding containing the highest and 
third-highest of the suit or (the "minor tenace") second- and 
fourth-highest.

Trick: Four cards played one each by the players.

Trump: The suit chosen by the last-dealt card that will beat 
all other suits regardless of rank. When two cards are played 
from the trump suit, the higher card wins the trick.
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Klondike (Canada)
Players: 1                      

Klondike is a patience game (solitaire card game). In the U.S. and 
Canada, Klondike is known as solitaire, being one of the better known 
of the family of patience games. The game rose to fame in the late 
19th century, being named "Klondike" after the Canadian region 
where a gold rush happened. It is rumored that the game was either 
created or popularized by the prospectors in Klondike.

Klondike is played with a standard international 52-card deck, without 
Jokers. After shuffling, seven piles of cards are laid from left to right. 
Each pile begins with one upturned card. From left to right, each pile 
contains one more card than the last. The first and left-most pile 
contains a single upturned card, the second pile contains two cards 
(one downturned, one upturned), the third contains three (two 
downturned, one upturned), and so on, until the seventh pile which 
contains seven cards (six downturned, one upturned). 
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The four foundations (light rectangles in the upper right of the 
figure) are built up by suit from Ace (low in this game) to King, 
and the tableau piles can be built down by alternate colors, and 
partial or complete piles can be moved if they are built down by 
alternate colors also. Any empty piles can be filled with a King 
or a pile of cards with a King. The aim of the game is to build 
up a stack of cards starting with two and ending with King, all 
of the same suit. Once this is accomplished, the goal is to 
move this to a foundation, where the player has previously 
placed the Ace of that suit. 

The piles should look like the figure below at the beginning of 
every game.



Once the player has done this, 
they will have "finished" that suit, 
the goal being to finish all suits, at 
which time the player would have 
won. There are different ways of 
dealing the remainder of the deck.

Turning only one card at a time, 
but placing no limit on passes 
through the deck.

Turning three cards at once to the 
waste with no limit on passes 
through the deck, but allowing the 
player to switch once to a single 
pass through the deck one card at 
a time; after that single pass, 
however, the player cannot go 
back to turning three cards at a 
time and can turn over no more 
cards from the waste.
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Sedma (Romania)
Players: 2 or 2 x 2                            

Rules

Sedma, Şeptică or Zsírozás is a Romanian 4-card trick-and-draw 
game played by 4 four players in fixed partnerships with a 
32-card piquet deck (A-K-Q-J-10-9-8-7). Card suits do not play a 
role in this game, and there is no ranking order. A trick is won by 
the last player to play a card of the same rank as the card led. 
The games have been described as highly unusual members of 
the Ace–Ten family, immediately related only to the Finnish card 
game known as Ristikontra or Ristiklappi.

Card-point values

Card A 10 K Q J 9 8 7

Value 10 -
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The game is played by four players in fixed partnerships, sitting crosswise. 
Normally a German-suited piquet deck is used, but as in Skat and other games 
played with this pack it can be replaced by a standard international deck 
consisting of the 32 cards of the ranks ace, king, queen, jack, ten and 7–9. The 
suits are irrelevant for this game, and the ranks are not ordered in a hierarchy. 
Aces and tens have card-point values of 10 points each, while all other cards 
have no card-point value. 

This schedule appears to be a simplification of the usual schedule in Ace–Ten 
card games used by Ristikontra. Together with the 10 points awarded for 
winning the last trick, there are 90 points in a deal. The object is to win more 
than half of them, i.e. at least 50 points.

Every player is dealt 4 cards. The remaining cards form a stock from which the 
players fill up their hands while it lasts.

Eldest hand leads any card to the first trick. The remaining players are 
completely free in which card to play to the trick. The last player to play a card 
of the same rank as the card led wins the trick, is the first to replenish his or 
her cards from the stock, and leads to the next trick. The sevens function as 
jokers, i.e. they replace they assume the rank of the first card in the trick. 
However, if a seven is led to a trick, it just represents a seven.
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Trex (Middle East)
Players: 4    

Trex, pronounced Tricks or Trix, and also known 
as Ticks, is a four-player Middle Eastern card 
game mainly played in the Levant region (Jordan, 
Syria, Lebanon and Palestine). Similar to the 
European game of Barbu, Trex takes on a cycle 
style in which there are four cycles with each cycle 
consisting of five games. Each cycle is called a 
"kingdom" in reference to the fact that in each 
cycle one player (the King) determines which 
contract to play in each of the five games.

Trex is played by four people using a standard 
international 52-card pack without jokers. The 
cards in each suit rank from high to low: 
A-K-Q-J-10-9-8-7-6-5-4-3-2. Deal and play are 
counter-clockwise.
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To begin the session, the cards are shuffled, cut (by player to 
left of dealer) and dealt out to the four players, one at a time, 
so that each player has 13 cards. It does not matter who 
deals first, but the player who is dealt the 7 of hearts in this 
first deal is said to "own the kingdom." This player chooses 
which contract to be played each hand, and is also the dealer 
for the next four deals. During his or her "kingdom" a player 
may choose to play any contract based on his or her cards. 

There is no rule for playing the contracts in a set order, and 
there are 120 possible combinations of contract orders.

After the first dealer has played all five contracts, the 
kingdom passes to the player to his right, and so on. In some 
variations the game passes to the right first two times, then 
to the person opposite of the second player then to the 
remaining player. Each of these players, during their 
kingdoms, must deal five times, choosing a different contract 
each time, without repetition. After the four kingdoms are 
complete, 20 deals have been played, every player has 
chosen every contract once: the game is over.

The five contracts

Four of the five contracts are trick-taking games in which the aim 
is to avoid taking tricks, or particular cards. The dealer always 
leads to the first trick, and the winner of each trick leads to the 
next. Players must follow suit if they can, and the highest card of 
the suit led collects the trick.

King of Hearts or "Roi de Coeurs"

The player who takes the trick containing the king of hearts is 
reduced 75 points in standard setting. When the contract is 
announced, the player who has the King of Hearts has the option 
of revealing it to the other players and in doing so doubling its 
value. Hence, this process is called "doubling". If the player 
doubling the card fails, and collects it, he or she is reduced 75 
points. Oppositely, If another player collects it when it is 
"doubled" he or she is reduced 150 points (double the standard 
value) and the player who originally had it gets 75 points.
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One common strategy followed in the pursuit of forcing the 
card's holder to collect it him or herself is for players to 
purposely lead hearts when possible.

If this contract is chosen and a player holds either the king of 
hearts alone, the king of hearts and the Ace of hearts, he or she 
may request that the hand be re-dealt. This is because such a 
player would most probably collect the card, which would be 
unfair for him or her! The player making the appeal should 
show all his or her cards to the other players. If this happens 
the replayed contract does not have to be King of Hearts.

Diamonds

Each card of the diamond suit taken in a trick takes 10 points 
off the running total of the collecting player. In some variations 
the collected diamonds are kept face up in front of the players 
taking them so that everyone can see which diamonds have 
been taken, and/or played, although this is not the standard 
method of play. Normally they are not shown.

Girls or "Femmes"

Each queen taken in a trick costs the collecting player 25 points. 
Queens are stored face up in front of the winner of the trick in 
which they were played. Queens can also be doubled, causing 
the player who collects a doubled queen to be reduced 50 points 
and the one giving it to gain 25 points. If a doubled queen is 
collected it has a card placed over its half. Among some Trex 
players this is called "a blanket to keep her warm". If a normal 
queen is collected it has a card placed under its half. This is 
called "a pillow for her head".

Collections "Slaps" or "Lutoosh"

Each trick taken costs the collecting player 15 points.
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Trex or Trix

Despite its name, this is the only contract that is not a 
trick-taking game in the normal Western sense of the term. 
It is similar to Fan Tan or Card Dominoes. Players try to get 
rid of their cards as soon as they can by playing them to a 
layout, which begins with the jacks, and continues upwards 
in each suit to the ace and downwards to the two. The 
dealer begins and play continues counter-clockwise. At 
your turn, you must play one card if you can. Legal plays 
are: any jack, or any card that is one rank higher or lower 
than a card that has already been played. If you are unable 
to play, you pass. The first player who runs out of cards 
scores plus 200 points. The others continue playing and the 
second scores plus 150 points, the third plus 100 points 
and the last gets plus 50 points.

If Trex is announced, any player who holds four twos or 
three twos and the three of the fourth suit can require the 
cards to be thrown in. The cards are shuffled and redealt, 
and the dealer can choose any contract that he has not 
already played (including Trex).

Scoring

After 20 deals, when all four players have completed their 
kingdoms by choosing all five contracts, the game is over. The 
final scores indicate the result - the players with positive scores 
win by that amount, and the players with negative scores lose 
similarly.

The total points available in the five contracts are -75, -130, -100, 
-195, +500, so the total scores at the end of each kingdom and at 
the end of the whole game are always zero.

Tactics

"King of Hearts" is generally best bid on hands with many hearts, 
since your other suits are then shorter than average and you will 
probably be able to discard the king. Although "King of Hearts" 
scores only 75, it is really a big hand, because the 75 all goes to 
one player, while the 195 points for "Slapping" (for example) are 
usually distributed between the players. In the "Trex" contract 
twos and other low cards are a liability, as are aces to a lesser 
extent. A "block" of cards like 7-6-5 of a suit can be powerful in a 
suit in which the 4 3 and 2 are not held.
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Durak (Russia)
Players: 2-5             

Durak ("fool") is a card game that is popular in 
post-Soviet states. The object of the game is to get 
rid of all one's cards. At the end of the game, the last 
player with cards in their hand is the durak.

Setup

The game is typically played with two to five people, 
using a deck of 36 cards, for example a standard 
52-card deck from which the numerical cards 2 
through 5 have been removed. In theory the limit for 
a game with one deck of 36 cards is six players, but 
this gives a considerable advantage to the player 
who attacks first, and a considerable disadvantage to 
the player who defends first. Variants exist that use 
more than one deck.
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The deck is shuffled, and each player receives six cards.

The bottom card of the remaining deck is laid open on the table. 
This determines the trump suit. The remainder of the deck is then 
placed on top of the revealed card at a 90 degree angle, so that it 
remains visible, forming a draw pile called the prikup ("talon"). 

The revealed card remains part of the talon and is drawn as the 
last card. Cards discarded due to successful defenses are placed 
in a discard pile next to the talon.

Gameplay

The player with the lowest trump is the first attacker. The player 
to the attacker's left is always the defender. After each turn play 
proceeds clockwise. If the attack succeeds (see below), the 
defender loses their turn and the attack passes to the player on 
the defender's left. If the attack fails, the defender becomes the 
next attacker.

Attack

The attacker opens the turn by playing one card face up on the 
table as an attacking card. The player to the attacker's left is the 
defender.

In the basic podkidnoy (подкидной, "throw-in") variant, and in 
most other variants of durak, the defender has to immediately 
attempt defense in response to the initial attack. In the 
perevodnoy (переводной, "passing") variant, the defender may 
choose to either attempt defense or to pass the attack on 
clockwise around the table. In this case, the defender may only 
pass the attack if they have a card of the same rank as the 
attacking card or cards. To pass the attack, they add this card to 
the attacking cards. The defender now becomes the new 
attacker, and the player to their left becomes the new defender 
and must beat all cards. Passing is not allowed if the new 
defender has fewer cards in their hand than would be in the 
passed attack. In games involving four or fewer players, it is 
possible for the attack to pass all the way around the table, so 
that the original attacker ends up defending against their own 
attack.
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Ace is the highest rank and six 
is the lowest. Trumps always 
beat non-trump cards 
regardless of rank (e.g., a 
trump six beats a non-trump 
ace).

Defense

The defender attempts to beat 
the attacking cards by playing 
higher-valued defending cards 
from their hand. One card is 
played to defend against each 
attacking card, and it must be 
in the attacking card's suit or 
the trump suit. The defending 
cards are placed on top of the 
attacking cards so that players 
can keep track of which card is 
defending against which.
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At any point during a defense, all players other than the 
defender can add extra attacking cards, provided that for each 
new attacking card, there is already a card of the same rank on 
the table (either defending or attacking), and the total number of 
attacking cards does not exceed the number of cards in the 
defender's hand. The defender must also defend against these 
new cards. If at any point multiple players wish to add cards 
simultaneously, the first attacker has first priority, then the player 
to defender's left, and so forth clockwise. Some variants only 
allow cards to be added to the attack once the first defending 
card has been played.

At any point during the turn, a defender unwilling or unable to 
beat all attacking cards may abandon the defense by picking up 
all the cards on the table. This ends the turn. The failed 
defender loses their turn to attack; hence the player to the 
defender's left attacks next. If, however, the defender has 
beaten all attacking cards, and no other players are willing or 
able to add more, the defender has triumphed. The turn ends, 
all cards on the table are placed in the discard pile, and play 
passes to the left: the successful defender opens the next turn 
as the new attacker.

No players may examine the discard pile at any point.

End of turn

At the end of each turn, whether or not the defense was 
successful, each player draws until they have six cards in their 
hand or the talon is exhausted. The main attacker draws as many 
cards as necessary first, followed by any other attackers in 
clockwise order, and finally the defender. Once the talon is 
empty, play continues without further drawing. Players who 
exhaust their hands leave the game.

Winning and losing

The last person left with cards in their hand is the loser (the fool 
or "durak"). In some variants, this player becomes the dealer for 
the next round. The player to the fool's right may become the first 
attacker for the next round. Some variants declare the winner of 
the round to be the first player to exhaust their hand and leave. In 
others, there are no winners, only the loser.
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Team play

With four (2 vs. 2) or six 
players (2 vs. 2 vs. 2 or 3 vs. 
3), it is possible to play in 
teams. The members of each 
team sit opposite one 
another (with two players on 
each team), or alternating 
(with three). 

In some variants, the team 
with the lowest trump starts 
the first round, but in 
subsequent rounds the 
winning team from the 
previous round begins. When 
playing in teams, players 
may not add to attacks on 
their teammates.
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Bura (Russia)
Players: 2-6                  

This page is based on information from Alexey Lobashev.

The game of Bura is particularly characteristic of Russian 
prisoners and ex-prisoners. Bura is a rather unusual 
point-trick game, in which it is possible to lead several cards 
at the same time provided that they are of the same suit. 
Most often Bura is played by two people using a 36-card 
pack, but up to six players can take part. The main aim is to 
be the first player to take at least 31 points in tricks. The 
ranking from high to low and the point values of the cards in 
each suit are:

 

Card A 10 K Q J 9 8 7 6

Value 11 10 4 3 2 -
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Deal

Everyone puts an equal stake into a pot, and the cards are dealt 
out singly until each player has three. The next card is turned 
face up to show the trump suit, and the rest of the stock is placed 
crosswise face down on top of it.

Play

When there are two players, the non-dealer leads to the first trick. 
If more than two people play, play is clockwise and it is usual for 
the player to the left of the dealer to lead to the first trick. A player 
may lead a single card, or any two or three cards of the same suit 
together. The other players in turn must play the same number of 
cards as were led. They can play any cards they wish - there is 
no requirement to follow suit. A card can be beaten by a higher 
card of the same suit, and any non-trump card can be beaten by 
any trump. 

To beat a combination of two or three cards that were played 
together, you need to beat each of the cards with a better card.

Example: diamonds are trumps; A leads the queen and 7 of 
spades; B plays the diamond 9 and the spade jack, which beats 
A's lead. C holds the diamond king and 8 and the spade 9. In 
order to beat B's play, C would need to play both of his trumps. 
Alternatively C could throw the diamond 8 and spade 9, keeping 
the trump king for later, and leave B to win the trick.

Completed tricks are stored face down in front of the player who 
won them. After each trick the players draw cards from the stock, 
one at a time in clockwise rotation, starting with the winner of the 
trick, until everyone has three cards again. Then the winner of 
the trick leads to the next. If there are not enough cards left in the 
stock to go around, the remaining stock cards are not used, and 
the players continue playing from the cards in their hands without 
drawing.
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Ending the play

The play continues until someone stops the game, claiming to 
have 31 or more points in their tricks. Players are not allowed to 
look back at the tricks they have won to count the points taken - 
they must remember what they have. After a claim, the claiming 
player's tricks are exposed and the card points are counted. If the 
claim is true the winner takes the pot and the players contribute 
to a new pot for the next hand. A player who claims wrongly, 
having taken 30 points or fewer, has to double the pot. Either 
way, the next hand is dealt by the player who claimed. If no one 
has claimed by the time that all the cards have been played, then 
there is no winner. The cards are thrown in, everyone adds 
another stake to the pot, and the same dealer deals again.

Special Combinations

There are a few twists to the basic game. The first is that certain 
combinations allow you to take the lead even if you did not win 
the previous trick. In descending order of priority, these are:

 

● Bura - any three trumps.

● Three aces.

● Molodka (young lady) - three cards of the same suit (not 
trumps).

If two or more players announce the same type of combination at 
the start of the same trick, the lead belongs to whichever of the 
players would normally have played earliest to the trick. A Bura 
wins the pot and ends the play. If two or more players have Bura, 
the one whose turn to play to the next trick was earliest leads his 
Bura and the holders of the other Buras play theirs in turn; 
whoever wins this trick wins the pot.

Note on Cheating

If three or more people play Bura, there is scope for some of the 
players to collude by throwing each other high cards. You should 
therefore be wary of playing Bura against more than one 
opponent, unless you are playing with people whom you trust 
completely, or for stakes so small that you do not care about 
losing.
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Chor Voli (Afghanistan)
Players: 4                            

Gyula Zsigri learned the Afghan game Chor Voli 
(pronounced like "chore volley") from Sherzod Lukmoni in 
1992. 

In 2011, Tilman Schieber described a similar game Ramchi 
which is said to have come from Pakistan where it is 
popular with Afghan refugees.

Chor Voli is a partition game, similar to the British game 
Crash. Each of the four players has 13 cards, which are 
used to form up to four 3-card hands, similar to Brag 
hands. These are then played out in a series of 
showdowns, starting with each player's strongest hand.
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Players and Cards

This is a game for four players, each playing individually. A 
standard international pattern 52-card pack is used, and the 
direction of the game is counterclockwise. Chips are normally 
used for scoring.

Card Combinations

The valid three-card combinations in descending order of 
strength are the following:

Three of a kind (highest): The highest of these is A-A-A, then 
K-K-K, Q-Q-Q, ... down to 3-3-3, 2-2-2 (lowest).

Three-card straight flush: Three consecutive cards of the same 
suit. The highest is A-K-Q, then 3-2-A, then K-Q-J, Q-J-10, ... 
down to 4-3-2 (lowest).

Three-card straight: Three consecutive cards of mixed suits, 
ranking in the same order as straight flushes.

 

Three-card flush: Three cards of the same suit, not consecutive. 
Compare the highest card first (ace high). If the high cards are 
equal compare the second cards, then the third. So A-K-J is 
highest and 5-3-2 is lowest.

Three unrelated cards (lowest): Three cards of which no two 
are the same rank or the same suit. Compare the highest cards 
first, then if necessary the second and third cards. As with 
flushes, A-K-J is the highest and 5-3-2 the lowest.

Note: Three unrelated cards must really be unrelated. If two of 
the three cards are of the same suit, or if two of the cards for a 
pair, they cannot form a combination of three unrelated cards.

Note: I am not certain what is the highest three of a kind. 
Possibly some or all players regard three threes as highest, 
beating three aces, as in Brag. Obviously it's worth checking this 
before playing. If anyone has information on this, please let me 
know.
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Deal, Discard and Play

Before the deal, each player contributes 1 chip to the pool. Then 
they receive 13 cards each. It is up to the dealer how many cards he 
deals at a time.

If a player has four of a kind, there is no play and the player with the 
highest four of a kind wins all four chips of the pool. [When 
comparing fours of a kind, probably four aces are highest, followed 
by kings, queens, etc. down to twos (lowest). Another possible rule 
is that four fours are highest, followed by A, K, ... . Any information 
on this will be gratefully received.]

If no one has four of a kind, the players sort their hands into 
three-card combinations as described above and then discard face 
down the cards that are not part of a valid combination. Each card 
can only be used in one combination.

The number of the discards depends on the number of the valid 
combinations. A player who can form four combinations discards 
one card, a player with three combinations discards four, etc. It is 
illegal to keep cards that are not part of combinations in your hand.

After everyone has discarded at least one card, the first player 
(to dealer's right) puts his strongest combination face up on the 
table. (If he plays before everyone has discarded, it is only to 
his own disadvantage because everyone is allowed to 
rearrange his hand before discarding.) The other players follow 
with their strongest combinations counterclockwise. Whoever 
has the highest meld takes one chip from the pool and leads to 
the second round in which everyone plays his second strongest 
combination, etc.

Note: It is possible that two players will play equal highest 
combinations - for example two people have a straight flush of 
9-8-7 in two different suits. I am not sure what happens in this 
case. I suggest that the first played of equal combinations 
should beat the second.

Players who have used all their combinations do not compete in 
later rounds. For example if only one player has four 
combinations then he automatically wins the last round of the 
play.

A player who wins the last round of the play shuffles and deals 
the next hand.
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Tactics

Chor Voli might at first sight 
seem to be a game of luck, but 
in fact there is significant skill in 
deciding how to divide one's 
hand into combinations. 

For example it is generally 
unwise to form a very strong 
first combination followed by 
three feeble ones. 

It is more profitable to make the 
first combination only slightly 
stronger than the second, and 
so on, because the later rounds 
are just as valuable to win as 
the first.
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Empat Satu (Indonesia)
Players: 2-4                                     

This page is based on information from Riza Purwo 
Nugroho.

Introduction

In this Indonesian draw and discard game, the aim is to 
collect four cards of the same suit with as high a point value 
as possible, 41 being the maximum that can be achieved.

Players, Cards and Deal

This game is normally played by from 2 to 4 players, though 
it would be possible for more to take part. A standard 
international 52-card pack is used. Aces count 11 points, 
pictures (kings, queens and jacks) and tens count 10 points 
each, and cards from 2 to 9 count face value.
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The first dealer is chosen at random, and subsequently the loser of 
each hand deals the next. The dealer deals four cards to each 
player, clockwise, one at a time. The remaining cards are placed 
face down in the centre of the table to form a drawing stock.

Play

In the first deal, the dealer plays first; subsequently the winner of the 
each deal plays first in the next. The turn to play passes clockwise.

At your turn, you draw either the top card of the stock or the card 
just discarded by the previous player, add this card to your hand, 
and discard one card face up.

On the first turn of the game, the first player can draw only from the 
stock, since no cards have yet been discarded.

In some groups, the discards are kept in a single face-up pile next to 
the stock pile. In other groups, players keep their own discards in a 
face up pile in front of themselves. Either way, the only discard that 
can be taken is the card just discarded by the player before you.

It is illegal to pick up the previous player's discard and then 
discard the same card again. However, if you draw a card 
from the stock and do not want it, you are free to discard it.

If at the start of your turn you have four cards of the same 
suit, you can stop the game. The play ends immediately and 
everyone shows their cards. It is possible to stop the game 
on your first turn if you are lucky enough to be dealt four 
cards of the same suit, so some of the other players may not 
get a turn to exchange a card.

If after drawing and discarding you have four cards of one 
suit, you cannot stop the game at that point - you must wait 
until the start of your next turn.

If there are no cards left in the drawing stock and the player 
whose turn it is does not want the previous player's discard, 
the play ends and the hands are scored as described below.
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Scoring

When the game is stopped (either by a player or because the 
stock has run out), all players show their cards and count 
their scores. Each player can only count cards of one suit as 
positive, and cards of other suits have a negative value. 

Example: ♠K-♠3-♥9-♥8 counts 4: 9+8-10-3; ♣A-♦2-♦3-♦5 
counts 1: 11-2-3-5 for the club. Scores for hands with three 
or four suits can be negative: ♣7-♥9-♠10-♠2 counts -4: 
10+2-9-7.

The perfect score is 41, for a hand containing (for example) 
A-K-J-10 of one suit. Note that it is possible to win a hand 
without having four cards of the same suit - for example a 
player stops the game with K-6-5-4 of clubs (25 points) but 
you have A-Q-10 of spades and 4 of diamonds and win with 
27 points.

The player with the highest score is the winner and the one 
with the lowest score is the loser. Usually no running score is 
kept: the loser deals and the winner starts the next hand

If there is a tie, the players' worst cards are used to decide who 
wins or loses. For example J-10-7-6 of a suit beats A-K-7-5 of 
another suit: both score 33 and the 6 is better than the 5. 
J-10-7 of hearts plus 4 of clubs beats A-K-8 of spades plus 6 of 
diamonds: both are worth 23 but the 6 of diamonds is worse 
than the 4 of clubs, both counting as negative.
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Sam Sip (Thailand)
Players: 2-6                   

Introduction

The first description on this page is based on a 
report by Dan Glimne of a version he learned in 
May 2001 from a group of four teenage girls on 
one of the small islands off Phuket. 

Sam Sip or Pa-Som Sip is a draw and discard 
game played in Thailand and Burma. The aim is 
to collect pairs of cards that add up to 10, pairs of 
10's and pairs of equal picture cards. 

The Thai name ผสมสิบ means something like 
"mixing tens".
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Players, Cards and Stakes

The game is possible for 2–6 players and best with 4 or 5. It 
normally uses a standard international pack with three jokers 
(but can also be played with two jokers): 55 cards in all. Deal 
and play are counter-clockwise.

The players should agree the stakes. In this game the stake was 
5 baht, immediately paid by the losers to the winner of the deal. 
For the next deal the stakes were raised to 10 baht, then to 15, 
then 20, 25, 30 and so on, always paid immediately to the 
winner of the deal, until one player was forced out for lack of 
money. The stakes then drop back to 5 baht and kept going up 
again, until another player was knocked out and so on. 

Eventually a single winner emerges.

Deal

The dealer shuffles and offers the cards to one of the other 
players to cut. The cutter lifts off about one third of the deck and 
puts this portion face down in the middle of the playing surface.

The dealer then, starting with himself, deals five cards to each 
player in a counter-clockwise direction, one card at a time, from 
the remainder of the deck. The next card is then turned up and 
put face up on the playing surface for all to see. Finally the 
dealer stacks the remaining undealt cards face down on top of 
the cards previously placed by the cutter, thus completing the 
cut after dealing. The face up card serves as a wild card 
indicator, as described below.

The winner of each hand deals the next.

Play

Dealer starts by taking the top card from stock to his hand, so 
that it now contains six cards. He then discards one card (any 
card) from his hand, and puts it face up in front of the next 
player to his right. 

This player may pick up either this card or the (unknown) top 
card of the face down stock and add it to his hand. Now his 
hand consists of six cards, so he discards any one of them, 
putting it face up in front of the next player on his right.
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Play continues like this, in counterclockwise order. Note: a player 
always has five cards in hand, except when he has picked up the 
discarded card from the player on his left or the top card from 
stock, at which brief time he has six before discarding himself. As 
the game progresses, a pile of unused discards accumulates in 
front of each player. At his turn, a player can only pick up the top 
stock card or the top card of the discard pile in front of him (the 
card just discarded by the previous player). Earlier discards in his 
own pile and all cards in the other players' discard piles are 
inaccessible.

Winning

As soon as a player has six cards in hand in three "pairs", he has 
won the deal. A pair consists of either

1. Two cards adding up to 10 (a 3 and a 7, or an Ace and a 
9, or two 5's, etc. - Aces count as 1), or

2. Two equal court cards (two Jacks or Queens or Kings) or 
two Tens.

A wild card can be used as a substitute for any needed card, so a 
wild card together with any other card makes a pair. There are 
two types of wild card

● The Jokers

● The three cards equal to the card turned up after the deal

For example, if a Four was turned up, all Fours and Jokers are 
wild. If a Joker is turned up, there are no extra wild cards. The 
wild card indicator card that was turned up after the deal may of 
course never be picked up by a player.

In addition there are two special types of winning hand:

1. A hand containing three Aces and any three other cards

2. A hand consisting of all six cards in the same suit, for 
example six spades
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James Bond (USA)
Players: 2-3                  

This page is based on information from Melanie 
Giedlin, Lydia Healey, Julia Holm and Cory 
Cregan.

This children's game seems to be of fairly recent 
origin but is already quite widespread. It is 
popular in California but I have also come across 
players in Sweden and Britain. It is usually known 
as James Bond, but there are also people who 
call it Atlantis or Chanhassen, and probably there 
are other names as well. In each case the name 
of the game is what you shout to claim that you 
have won.
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Players and Cards

A standard 52-card international pack (without jokers) is used. 
Usually there are two players but it is also possible for three to 
play.

Deal

The cards are dealt into face-down piles of 4 cards in front of the 
players: 6 piles for each player when two play, or 4 piles each if 
there are three players. The last four cards are placed face up in 
a row between the players.

Play

When everyone is ready, the dealer yells "Go!", and play begins. 
Players pick up one pile at a time, look at the four cards, and if 
they wish they can exchange a card from the pile they are 
looking at for a face-up card from the table, the aim being collect 
four cards of the same rank in each pile - for example four sixes 
or four queens.

For example, if the pile you are looking at is 4, 4, 7, and K (suit 
doesn't matter), and the four face up cards are 4, 6, 3, and J, 
then you might want to trade either the 7 or the K for the 4. 
Whether you release the 7 or the King will depend on what you 
think your opponent has. If you saw him/her take a King earlier, 
then you may want to hold onto your King and play the 7.

Play is simultaneous - there are no turns - everyone plays as 
fast as they can. However, a player is only allowed to look at 
one pile at a time. The pile you are holding must be put back 
face down on the table before can pick up and look at another 
pile.

You cannot exchange more than one card at a time. If you want 
two cards from the middle, you must first exchange one card, 
then another card. There must be four cards in each pile and 
four cards face up on the table after every exchange.

The first player who manages to collect four matching cards in 
each of their six piles shouts "James Bond" and turns their piles 
face up, to show that they have won.
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Teen Patti (India)
Players: 4-7               

This page is partly based on information supplied by Mathew 
George.

Teen Patti, sometimes spelled Teen Pathi, means "three cards". 
It is an Indian gambling game, also known as Flush (or Flash), 
and is almost identical to the British game 3 Card Brag. An 
international 52 card pack is used, cards ranking in the usual 
order from ace (high) down to two (low). Any reasonable number 
of players can take part; best for about 4 to 7 players. Before 
playing it is necessary to agree the value of the minimum stake 
(which I will call one unit). Everyone places this minimum stake in 
the pot - a collection of money in the centre of the table, which 
will be won by one of the players. The dealer deals out the cards 
one at a time until everyone has three cards. The players then 
bet on who has the best three card hand. Each has the option to 
look at their three-card hand before betting (playing seen) or to 
leave their cards face down on the table (playing blind).
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The ranking of hands

The ranking of the possible hands, from high to low, is as follows.

1. Trio - three cards of the same rank. Three aces are the 
best trio and three twos are the lowest.

2. Straight run - three consecutive cards of the same suit. 
Ace can be used in the run A-2-3, which is the highest 
straight run. Next comes A-K-Q, K-Q-J and so on down to 
4-3-2, which is the lowest. 2-A-K is not a valid run.

3. Normal run - three consecutive cards, not all of the same 
suit. A-2-3 is the best normal run, then A-K-Q, K-Q-J and 
so on down to 4-3-2. 2-A-K is not valid.

4. Colour - any three cards of the same suit. When 
comparing two colours, compare the highest card; if these 
are equal compare the second; if these are equal too, 
compare the lowest. Thus the highest colour is A-K-J and 
the lowest is 5-3-2.

5. Pair - two cards of the same rank. Between two such 
hands, compare the pair first, then the odd card if these 
are equal. The highest pair hand is therefore A-A-K and 
the lowest is 2-2-3.

6. High card - three cards that do not belong to any of the 
above types. Compare the highest card first, then the 
second highest, then the lowest. The best hand of this 
type is A-K-J of mixed suits, and the worst is 5-3-2.

Any hand of a higher type beats any hand of a lower type - for 
example the lowest run 4-3-2 beats the best colour A-K-J.

The betting process

The betting starts with the player to the left of the dealer, and 
continues with players taking turns in clockwise order around the 
table, for as many circuits as are needed. Each player in turn can 
either put an additional bet into the pot to stay in, or pay nothing 
further and fold. When folding you permanently drop out of the 
betting and sacrifice any money you have already put into the pot 
during that deal.
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The amount that you have to put in at your turn in order to stay 
in the game depends on the "current stake", and whether you 
are playing blind or seen - seen players have to bet twice as 
much as blind players to stay in. At the start of the betting the 
current stake is one unit (i.e. the amount that each player put in 
the pot as an ante).

● If you are a blind player (you have not looked at your 
cards), you must put in at least the current stake and not 
more than twice the current stake. The current stake for 
the next player is then the amount that you put in.

● If you are a seen player you must bet at least twice the 
current stake and not more than four times the current 
stake. The current stake for the next player becomes half 
the amount that you bet.

If you are a blind player, you may choose to look at your cards 
when your turn comes to bet. You then become a seen player 
and from that turn onwards you must bet at least twice the 
current stake (or fold).

The betting continues in this way until one of the following 
things happens:

1. All except one player have folded. In that case the last 
surviving player wins all the money in the pot, 
irrespective of the cards held.

2. All except two players have folded and one of these 
players at their turn pays for a show. In that case the 
cards of both players are exposed and compared.

The rules for a show are as follows:

● A show cannot occur until all but two players have 
dropped out.

● If you are a blind player, the cost of a show is the 
current stake, paid into the pot, irrespective of whether 
the other player is blind or seen. You do not look at 
your own cards until after you have paid for the show.
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● If you are a seen player and the other player is blind, you 
are not allowed to demand a show. The seen player can 
only continue betting or drop out.

● If both players are seen, either player in turn may pay 
twice the current stake for a show.

● In a show, both players' cards are exposed, and the 
player whose hand is higher ranking wins the pot. If the 
hands are equal, the player who did not pay for the show 
wins the pot.

If all the players are seen, then at your turn, immediately after 
betting the minimum amount (twice the current stake), you can 
ask the player who bet immediately before you for a compromise. 
That player can accept or refuse the compromise.

● If the compromise is accepted, the two players involved 
privately compare their cards, and the player with the 
lower ranking cards must immediately fold. If they are 
equal, the player who asked for the compromise must 
fold.

● If the compromise is refused, the betting continues as 
usual with the player after the one who asked for the 
compromise.

Example. Players A, B , C & D are playing the game. They all 
put 1 unit on the table and D deals. Player A decides to play blind 
and puts one more unit. Player B sees his cards and folds. Player 
C plays blind and bets one unit. Player D looks at his cards and 
puts in 2 units (the minimum amount); the current stake remains 
at one unit. Player A raises the stake by putting in 2 units. Player 
C looks at his cards and folds. Player D puts in 4 units (the 
minimum amount for a seen player since A chas raised the 
current stake to 2). Player A decides to look at his cards, and 
having done so he puts in 4 units and asks for a show. Player D 
shows his cards and the winner takes it all.

Note that the betting process in this game is quite different from 
Poker betting. There is no concept of equalising the bets, and a 
showdown is not possible with more than two players.
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Variations

Some play with a higher limit on the 
amount by which the bet can be 
increased - so a blind player can bet 
more than twice the current stake, and 
a seen player can bet more than four 
times the current stake.

Some players set a limit on how many 
times a player can bet blind - for 
example that you could bet blind on 
your first three turns, but on your fourth 
turn you would have to look at your 
cards and bet as a seen player from 
then on.

Some play that the amount to be paid 
for a show is twice the minimum bet - 
i.e. twice the current stake for a blind 
player, or four times the current stake 
for a seen player.
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Japanese 51 (Japan)
Players: 2-5   

This game is based on information from Kuromiya Kimihiko.

51 is a popular family game in Japan - its Japanese name is 
Goju Ichi. As in Chinese 51 the aim is to collect cards of the 
same suit in a five-card hand, the maximum score being 51, 
but the scoring and the play mechanics are different and 
more straightforward.

Players and Cards

A standard 52 card deck is used, sometimes with a joker 
added. Aces are worth 11 points, king, queen and jack are 
worth 10 and numeral cards 10-2 have their face values. The 
game is best for four players, though in principle it could be 
played by 2 to 5 people or maybe more. Deal and play are 
clockwise.
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Deal

The dealer deals each player five cards, one at a time, and 
then turns the next five cards face up and lays them on the 
table. The remaining cards are placed face down to form the 
stock.

Play

The player to dealer's left begins, and the turn to play passes 
to the left, clockwise around the table. (Variant: some play 
that the dealer begins.)

In each turn a player must pick up one of the five cards on 
the table, add it to his hand, and then discard a different card 
to the table.

After everyone has had one turn, a new option becomes 
available. Any player who does not want any of the cards on 
the table may begin his turn by clearing the table. He puts 
the five cards aside and turns up the top five cards on the 
stock. 

The table can only be cleared once in a turn, so having cleared 
the table the player must pick up one of the five new cards even if 
he wants none of them. If there are not enough cards in the stock 
when a player wishes to clear the table, the cards 
put aside are shuffled to form a new stock.

Players are not allowed to clear the table at their first turn to play.

At the end of his turn, after picking up and discarding, a player 
may say 'Stop!' if he thinks he has a better hand than any other 
player. After this each of other players has one more turn, and 
then the play ends.
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Scoring

The value of a five card hand is calculated by 
adding up the value of the cards held in any one 
suit, and subtracting from it the value of the cards 
held in the other suits. 

For example, if you have the Ace of hearts, the 
Queen of hearts, the 9 of hearts, the 3 of spades 
and the 2 of diamonds, you have: 11+10+9-3-2=25 
points in your hand. It is possible to have a 
negative number of points - for example with 
Queen of clubs, 7 of clubs, 9 of diamonds, 5 of 
diamonds, 10 of hearts your score is 
10+7-9-5-10=-7.

The player with the highest hand value is the 
winner. If there is a tie involving the stopper, the 
other player wins the game. If there is a tie 
between two or more players other than the 
stopper, then all players involved in the tie win.
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Twenty-Four (China)
Players: 2           

This page is based on information from Linda Wang, 
Zachary Dexter, Anthony Lloyd and Alex Fink.

Introduction

This Chinese game requires skill at mental 
arithmetic. It has been played in Shanghai at least 
since the 1960's and may have originated there, and 
it is also known in some other cities, for example in 
Qingdao and Guangzhou. Since the end of the 20th 
century it has also spread to some places in North 
America. 

The basic game for two players will be described 
first, followed by variations for a larger number of 
players and extra options.
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Players, Cards and Deal

From a standard international pack remove all picture cards 
and jokers leaving just 40 cards: the numbers from ace (1) 
to 10 in each suit.

Shuffle the cards equally between the two players, each 
having a face down stack of 20 cards which they must not 
look at until they are played.

The Play

The two players simultaneously take the top two cards of 
their stacks and place them face up in front of them, to form 
a square of four face up cards. Now each player tries to 
think of a way to combine the four numbers using only 
addition, subtraction, multiplication and division to get a 
result of 24. 

For example if the four cards were 2, 3, 6, 9 then possible 
solutions would be (9+6-3)×2 or (9-3)×(6-2) or (9×3)-(6÷2).

The first player to think of a solution slaps the table and calls out 
the solution. If it is correct, the four cards are given to the other 
player to place at the bottom of his or her stack. Then each 
player again places two cards face up and players again try to 
make 24 from the four numbers showing. This process is 
repeated until one player has no cards. This player is the winner.

If a player slaps the table and then calls out a solution that is 
wrong, or cannot immediately give a solution, then this player 
must take the four cards as a penalty.

If neither player can make 24, they may agree after a little while 
that there is no solution. In this case, each player chooses one of 
their cards to take back, adds this card to the bottom of their 
stack, and replaces it with a new face up card from the top of 
their stack.

Players may shuffle or cut their card stacks any time they wish, 
but must not look at the cards in their stacks.
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In the standard game the four numbers must be combined 
using only the arithmetic operations +, -, ×, ÷, with brackets 
(, ) if necessary to define the order in which operations are 
carried out. All four numbers must be used.

Four Player Game

Four players can play 24 as follows. The deck is divided 
equally between the players. Each player places a card 
face up. A player who has a solution slaps the table but 
says nothing. When three players have slapped the table, 
the fourth player must select one of them. If the selected 
player gives a correct solution, the fourth player must take 
the four cards; if not the selected player must take the four 
cards. In this version it is possible to bluff by slapping the 
table when you do not in fact have a solution, in the hope 
that you will not be selected. 

As in the two-player game, if no one slaps the table, the 
players can agree that there is no solution. Then all players 
put their cards on the bottom of their decks and turn up a 
new card.

Card collection version, for two, three or four players

In this version, the first player to call a correct solution takes the 
four cards and places them under his or her stack. Players who 
run out of cards can still call solutions and thereby win some 
cards back. If there are four players with cards, each places one 
card face up. When there are three players with cards, the player 
who won the previous set places two cards and the others one 
each. (To start a three-player game 13 cards are dealt to each 
player and one card is placed face up; the three players each 
contribute one card to the first set.) When there are two players 
with cards each player places two cards. When only one player 
has cards, this player has won the game.
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Notes

Players should try to show their two cards at the 
same time as each other, and should place the 
cards so that they are clearly visible, being 
careful not to cover the cards with their hands. 

The total of 24 is often achieved by grouping the 
cards to make a two numbers that can finally be 
multiplied: 4×6, 3×8 or 12×2, but this is not 
always the case. 

A surprisingly difficult problem is to make 24 
with the numbers 3, 3, 8, 8. Given the limited 
resources available it may seem impossible at 
first - most people take a considerable time to 
find the solution.
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Agram (Niger)
Players: 2-7      

Rules

Agram is a popular Trick-taking game. 
Agram originates from Niger and is 
related to card games in other regions 
of the world, including Spar or Sipa in 
Ghana and West Africa, and a variant 
Sink-Sink. In Cameroon it is called 
Fapfap.

Agram is typically played with two to 
four people; however, it can be played 
with up to seven. Agram is a unique 
trick game in that the winner of the last 
trick in the round, wins the round.
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Setup

Agram uses the Aces, 10, 9, 8, 7, 6, 5, 4, and 2 of each suit of 
the deck. The ace of spades is removed from the deck. The ace 
of spades is commonly referred to as the "Chief". The remaining 
35 cards are shuffled and placed into a deck.

Dealing     
                 
Each player is dealt six cards in two sets of three cards by the 
dealer.

Trick Winning

The player to the left of the dealer leads with a card of their 
choice. The player to their left then follows with their card. If 
possible they must follow suit; however, if they are unable to, 
they may play a card of any suit. If the card played does not 
belong to the original suit, it has no value. After this player plays 
a card the remaining players each play a card, staying in order. 
The player who has the highest card of the original suit (suit of 
the leading card of the round), wins the trick. The player who 
wins the trick leads with a card for the next trick, and play 
continues to the left of the leader.

Scoring

The player who wins the sixth/final trick, wins the round. There is 
no convention as to how many round are played to decide the 
winner.
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Mao (Germany) 
Players: 3+   

Mao (or Mau / Mao) is a card game of 
the shedding family, in which the aim is 
to get rid of all of the cards in hand 
without breaking certain unspoken rules. 

The game is from a subset of the Stops 
family and is similar in structure to the 
card game Uno or Crazy Eights.

Mao is most likely descended from the 
German game Mau Mau. It may have 
influenced the game Eleusis, which was 
published in Martin Gardner's column in 
the Scientific American in June 1959. 
Both of these games share similar 
principles of inductive reasoning.
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The game forbids its players from explaining the rules, and 
new players are often informed that "the only rule you may be 
told is this one". The ultimate goal of the game is to be the first 
player to get rid of all the cards in their hand. 

Specifics are discovered through trial and error. A player who 
breaks a rule is penalized by being given an additional card 
from the deck. The person giving the penalty must state what 
the incorrect action was, without explaining the rule that was 
broken. 

Basic principle of Mao

Part of the traditional experience of Mao is a new player being 
forced to learn some or all of the rules of the game through 
observation and trial and error. Thus new players are not 
presented with a list of rules, as part of the game is to discover 
the rules through gameplay.

The exact set of rules divulged to new players varies between 
groups of players: some groups will say "the only rule I can tell 
you is this one", others will reveal the goal of eliminating cards, 
and some might outline the basic rules and, in most cases, no 
rules are revealed at all. 

However much information is revealed, the players will explain 
that they are not allowed to reveal any more, and that the new 
player must deduce the full rules during play.

Mao rules can vary widely between different groups with no 
individual set of rules being canonical.

Rules of play

Each player is dealt an initial hand of the same number of cards; 
the exact number of cards dealt varies, but is generally either 
three, or seven. The size of the deck also varies; it is good to 
have approximately one standard international 52-card deck for 
every two or three players, but missing or extra cards are not 
important to gameplay. Two or more combined decks is common; 
matching card backs is not important. 

Once the cards are dealt, the remaining cards are placed face 
down in a stack in the middle of the table, and the top card from 
the stack is turned over and placed next to it. The dealer may 
then say "this game of Mao has officially begun", "the game of 
Mao begins now", "Mao is a game of rules" or a variant thereof. 

Play commences with the player to the left of the dealer and 
proceeds clockwise. 
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Many variants penalize players for touching or looking at their 
cards before the game begins, or before the dealer looks at his 
or her own cards.

A player may play any card from his or her hand matching the 
value or the suit of the top card currently face-up on the table. 
The card played must be placed on top of this card, and the next 
player will have to play a card that matches the new one. If the 
player has no cards they can play, they must instead draw a 
new card from the top of the stack and, in some variants, say 
something such as "pass", "penalty card" or knock on the table 
to indicate inability to play a card.

 Rules vary widely between variants. Common rules include:

● A face value reverses order of play when played 
(commonly eight, sometimes two).

● Aces cause the next player to skip their turn.

● Jacks are wild, allowing any player to call out a new suit 
when a jack is played.

● Spade cards must be named when played (e.g., playing an 
ace of spades requires the player to say "ace of spades").

● A seven forces the next player to draw a penalty card and 
requires the person who played it to announce "have a 
nice day". If the next player also plays a seven, he or she 
announces "have a very nice day" and the player after that 
draws two penalty cards. The number of "very"s and 
penalty cards can increase as long as sevens can be 
played.



Polish Polka (Poland)
Players: 4+           

Polish Polka (also known as Golf, Polish Poker, Turtle, 
Hara Kiri, Poison, or Crazy Nines) is a card game where 
players try to earn the lowest number of points (as in golf, 
the sport) over the course of nine deals (or "holes" to 
further use golfing terminology). It is a game for four or 
more players using a double-deck of 108 cards.

Deal

Four or more players use 2 standard 52-card decks plus 
2 or 4 jokers. Each player is dealt 6 cards face down from 
the deck, the remainder is placed face down and the top 
card is turned up to start the discard pile beside it. Players 
arrange their 6 cards in rows in front of them and turn 2 of 
these cards face up. This arrangement is maintained 
throughout the game and players always have 6 cards in 
front of them.
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Play 

The object is for players to reduce the value of the cards in 
front of them by either swapping them for lesser value cards or 
by pairing them up with cards of equal rank and trying to get the 
lowest score. The highest score loses the game and the lowest 
score wins the game. You have to play 10 games.

Beginning at dealer's left, players take turns drawing single 
cards from either the stock or discard piles. The drawn card 
may either be swapped for one of that player's 6 cards, or 
discarded. 

If the card is swapped for one of the face down cards, the card 
swapped in remains face up. If the card drawn is discarded, the 
player can then either flip a card or choose to make no move. 

The round ends when all of a player's cards are face-up. 
Remaining players then have one turn to draw a card to 
improve their hands and then scores are totaled and recorded 
on a running score sheet.

During play it is not legal for a player to pick up a card from the 
discard pile and return it to the discard pile without playing it, to 
allow another player to retrieve the card. A card picked up from 
the discard pile must be swapped with one of the current player's 
cards.

Game is nine or eighteen "holes" (deals), and the player with the 
lowest total score is designated winner.

Pairs

Pairs are formed by cards of equal rank in the same column and 
override the normal point values of those cards. Pairs score as 
follows:

● A pair of Jokers scores -4

● A pair of Aces scores -2

● Any other pair scores zero
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Scoring

At the end of the play cards are scored with their face value as 
follows:

● Each ace counts 1 point.
● Each two counts two points.
● Each numeral card from 3 to 10 scores face value.
● Each Jack, Queen or King scores 10 points.

However, there  are many variants for point values of cards, 
including:

● Queens score 12, 13 or 20 points each.
● Queen of spades scores 40 points, other Queens 10 

each, and Eights are zero points.
● One-eyed jacks are wild and automatically form a 

pair with an adjacent card (or complete a triplet in 
9-card golf).

● Jacks score zero, Queens 12, Kings 13.
● Jacks are worth 20 points each and when a Jack is 

discarded, the following player loses a turn.

● Twos are minus 2 instead of plus 2 (usually played in 
games without Jokers)

● Jokers are minus 1, minus 2, minus 3 or minus 5 
points each.

● Jokers are +15 individually, or minus 5 as a pair
● Four of a kind wins all nine game automatically 

(usually played in 4-card golf).
● A player who has a 9 card straight scores -12. This 

hand is considered a "hole in 1". If player does not 
obtain correct number of cards for a straight, then all 
points are added as usual.

● A player may "shoot the moon" by getting the 
maximum 60 points. He or she gets 0 points for the 
round, and all other players get 60 points.
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