
You finish four deals. Whoever has the

most points wins.

A player amasses 100 penalty points, at which

point the player with the fewest penalty points

wins.

You complete cycle of hands (starting with

7 cards to each player, and then reducing to 1,

and going up again to 7 cards). The player with

the highest score wins.

A player or partnership scores 1,000 points.

The players lose their money or lose interest.

Everybody gets bored of humiliating one

another.

A player scores 100 points - or whatever

total is agreed by the contestants.

A player scores 11 (or 21) points.

One side scores 500 points.

One side wins a rubber of two games by get­

ting to 7 points first on two occasions. At a

Whist drive, a session typically ends after

24 deals.

Oh Hell!

Setback

Spades

Whist

Rummy

Pinochle

Poker

President

Hand

and Foot

Hearts

For three players: Pinochle and Ninety-nine

For four players: Bridge, Euchre, and Spades

Forfive to eight players: Hearts, Poker, and Oh, Hell!

For eight or more: Eights and President

Best games for large groups: Poker and Blackjack

Best games that combine bidding and play: Pinochle and

Spades

Best partnership games: Bridge, Whist, and Euchre

For experienced card-players who want new thrills:

Pinochle and Cribbage
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Pickint) the best t)ames
Anyone who tells you that he knows what the best games are is either a fool or exceptionally arrogant. So here goes!

Based on a specific number of plalJers
For one player: Accordion and Poker Patience if you're

short on space; La Belle Lucie if you can spread out

For two players: Gin Rummy, Spite and Malice,

and Cribbage

Based on tlJpe of plalJ
Best games for serious, competitive types: Whist and

Bridge

Best games if you're playing in a cramped space: Hearts

and Eights

Based on experience
For beginners: Oh Hell! and Ninety-Nine

For children: Go Fish, Concentration, and Cheat

For groups with mixed experience levels: Knock-Out

Whist, Fan Tan, and Rummy

You keep plalJint) until.
Blackjack The players run out of money (don't

worry about the casino) or decide they've

had enough.

One side wins a rubber of two games, then

the side with the higher score wins. If play­

ing Chicago Bridge, you change partners

after four deals. If

playing Duplicate Bridge, you playa

session of between 20 and 26 deals­

whatever the Tournament

Director decrees.

A player or team scores 1500 points.

A player scores 121 points.

A player scores 250 points (or whatever

number is agreed on by the players).

One side scores 10 points.

One player cleans out all the rest, or when

everybody has had enough.

A player scores 250 points in one game or a

series of games.




