









This recession is no laughing matter, but that doesn’t mean we can’t still have some fun. When the world is poor and chaotic and falling apart, staying home with friends and family is a refuge.
We hope you enjoy these games, collected over more than 70 collective years of staying in.
Love,
Julie and Hannah 
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[bookmark: _Toc217461744]Go Fish
About
A favorite of both Julie and Hannah for playing with small children, such as cousins, siblings, and babysitting charges. Players ask each other for cards and might be told to “Go fish!” The object is to collect books of four matching cards.
Players
2-5
Playing
This game uses a standard 52-card deck, without jokers. Players decide who deals first. The dealer deals seven cards to each player for a two-person game, or five cards for more than two people. 
The rest of the cards are placed face-down in the middle of the play. They can be in a stack, or spread out in a “fish pond.” 
The player to the left of the dealer goes first. He or she examines the cards in his or her hand. If there are any books of four matching cards, he or she lays them on the table face-up. 
The player asks any other player (by name) for a card: “Katie, do you have any 3s?” for example. The card asked for must match one already in the player’s hand. If the asked player has a card or cards of that value, he or she must hand them over. The receiving player then asks for another card (from any player).
If the asked player doesn’t have any of the requested cards, he or she says, “Go fish!” The player who asked for the card then draws a card from the center cards. If he or she draws the asked-for card, he or she shows it to the other players and can ask for another card. 
When a player is told to “Go fish” and doesn’t get the card they asked for, the play goes to the next player.
Players lay down books of four as soon as they have them. 
The first player to use up all of the cards in their hand wins.
[bookmark: _Toc217461745]Pig
About
The Love kids learned this game from the woman who watched them while their parents went to long boring meetings in Rolla. It’s great for everybody, including smaller children. 
Players
3-13 (5 or 6 is most fun)
Playing
A deck of cards is sorted to pick out a four-of-a-kind for each player in the game. A four-player game would have 16 cards at four values. 
A dealer (chosen at random) shuffles and deals four cards to each player. 
Players look at their cards. If no player has a four of a kind, every player chooses a card and slides it (face down) to the player on their left. 
This continues until one player has a four of kind. At that point, the player with four of a kind stops passing and receiving cards and puts his or her finger to the nose. The last player to notice and put their finger to their nose is the Pig. 
[bookmark: _Toc217461746]Old Maid
About
A good game for young children. This game is played with one unmatched card (a queen). Players try to accumulate pairs and keep from getting stuck with the unmatched queen.
Players
2 or more
Playing
Players decide who will deal first. The first dealer finds and removes one of the queens from a 52-card deck, then shuffles the rest of the cards.
The dealer deals out the whole deck to the players. It doesn’t matter if it doesn’t come out even. 
Players look through their hands and remove any pairs of matching cards and lay them on the table. If a player has three of a kind, he or she can lay down only two. The third stays in the hand. 
The dealer presents his or her cards – fanned out and face-down – to the player on his or her left. That player draws out one of the cards. If it makes a match, he or she can lay down that pair. He or she then similarly offers cards to the player on the left. 
If a player lays down all his or her cards, he or she leaves the game. 
The last person remaining will have the unmatched queen and is the loser. 
[bookmark: _Toc217461747]Crazy Eights
About
Julie and her mother played this game every morning before the school bus arrived. In Crazy Eights the object is to get rid of the cards in your hand onto a discard pile by matching the number or suit of the previous discard. It’s like a simple version of Uno.
Players
2 or more
Playing
The basic game of Crazy Eights uses a standard 52 card pack, or two such packs shuffled together if there are a lot of players. The dealer deals (singly) five cards to each player (seven each if there are only two players). The undealt stock is placed face down on the table, and the top card of the stock is turned face up and placed beside the stock to start the discard pile.
Starting with the player to dealer's left, and continuing clockwise, each player in turn must either play a legal card face up on top of the discard pile, or draw a card from the undealt stock. The following plays are legal:
1. Any card that matches the rank or suit of the previous card, unless that card is an 8. For example, if the top card was the king of hearts, any king or any heart would be legal.
1. An 8 (may be played on any card). The player of the eight must nominate a suit, which must be played next
1. If an 8 is on top of the pile, you may play any card of the suit nominated by the person who played the 8.
The first player who gets rid of all their cards wins, and the other players score penalty points according to the cards they have left in their hands - 50 for an eight, 10 for a face card, and spot cards at face value (one point for an ace, two for a 2 and so on).
Variations
Crazy Eights is one of the easiest games to elaborate by adding variations, and is rarely played in its basic form. There are variations in the number of cards dealt, the rules about drawing cards and the scoring system. Usually, special meanings are given to particular cards; when played these cards affect the sequence of play, or have other effects.
Drawing Cards
In the normal game, you may always use your turn to draw a card. However, some people play that you may only draw if you are unable to play - if you can play you must.
Some allow the drawn card to be played immediately if it is a legal play.
Some allow more than one card to be drawn - either up to a fixed number of cards, after which if you still cannot (or will not) play the turn passes to the next player. Others require you to continue drawing until you can play.
Last Card
There may be a rule that you must alert the other players when you have just one card left. If you fail to do so you must draw cards (usually two) from the stock as a penalty.
Cards requiring special actions
Change suit
Traditionally an eight can be played at any time and the player can nominate any suit. Some play that you can only play an eight that matches (either the same suit or another eight). Some play that you can play an eight at any time but cannot nominate another suit - the next player must match the suit of the eight you played or play another eight. 
Skip
Some play that when a queen (or some other designated rank) is played, the next player in rotation misses a turn, and the turn passes to the following player.
Reverse direction
Some play that when an ace (or some other designated rank) is played, the direction of play reverses, becoming anticlockwise if it had been clockwise, or vice versa.
Draw cards
Some play that when a two is played the next player must either draw two cards or play another two. If several consecutive twos have been played the next player must either play another two or draw two cards for each two in the sequence.
[bookmark: _Toc217461748]Rummy
About
The Garbutt family often found time to squeeze in a rummy game while the school bus turned around at the end of the road before picking Julie up. The Love family also played this game, though they of course were more drawn to Gin. 
Players
2-6
Playing
The deal
Rummy uses a standard 52-card deck. The number of cards dealt per player depends on the number of players. 
· Two players: 10 cards
· Three or four players: 7 cards
· Five or six players: 6 cards
The rest of the cards are placed in the middle of the table and the first card is turned over to start the discard pile.
The play
The player to the left of the dealer starts. At each turn, a player can take the top card of the discard pile or draw a card from the top of the stock. 
After drawing, the player can lay down melds of groups or runs. A group is three or more cards of the same value (J-J-J for example) and a run is three of more cards of the same suit in sequence (10-9-8 of hearts, for example). Aces are low. 
A player can lay down melds as soon as he or she gathers them. 
After a player has at least one meld on the table, he or she can play on other players’ melds. 
The first player to use all of his or her cards wins that round, and is given the score equal to the value of the cards still held by the other players. Face cards are worth 10 points and other cards are worth their face value (aces are 1 point). 
If a player melds all or his or her cards at once, without having melded before, that’s a Rummy and is worth double the value of the cards in the other players’ hands. 
Hands can continue, with the deal passing to the left, until one player accumulates 500 (or another agreed-upon number) points. 
[bookmark: _Toc217461749]Gin Rummy
About
This is like “sudden-death” rummy for two players.
Players
2
Playing
The deal
Gin is played with a regular 52-card deck. Either player can deal first. Each player is dealt 10 cards, and the rest of the cards are stacked in the middle, with the first card turned over next to the stack to start the discard pile. 
The play
If the first player doesn’t want the initial discard, the dealer can pick it up and replace it with a discard from his or her hand. This complication is relevant only to the first discard. 
If the first player doesn’t pick up either the initial discard or the dealer’s discard, he or she draws from the stock. 
Players attempt to collect melds of groups and runs in their hands. Groups are three or four cards of the same value; runs are three or more cards of the same suit in sequence. Players do not lay these melds down until the end of the game. 
Either player can bring the game to an end one of two ways: by knocking or by going gin. A player can knock if he or she has only a few cards that are not in melds. A player can go gin if all of their cards are in melds. 
To knock, a player must have less than 10 points worth of cards not in a meld (not counting the discard). The values of face cards are 10 points, and all other cards are worth their face values (aces are 1 point). 
If a player is knocking or going gin, he or she places his or her discard face down on the discard pile, and then lays down his or her melds and reveals the unmatched cards (if any). If the player knocked but didn’t go gin, the other player has the opportunity to play on any of the laid-down melds. If the player went gin, no opponent’s cards can be played.
After the other player has played off the melds, scores are taken. 
Scoring and winning
If a player went gin, he or she gets 25 points automatically, plus the value of the opponent’s cards that aren’t in melds. 
If a player knocked, the players compare their hands.
If the opponent has more points in unmatched cards than the player who knocked, the player who knocked scores the difference in value of unmatched cards. For example, if the player who knocked had a jack for 10 points and the opponent had a queen, an ace, and two fours for 19 points, the player who knocked would win 19-10=9 points. 
If the opponent has fewer points in unmatched cards than the player who knocked, the opponent gets a 25-point bonus, plus the difference in value between unmatched cards in the hands. For example, if the the player who knocked had a 3 and a 6 for 9 points and the opponent had two 2s for 4 points, the opponent’s score would be 25+9-4=30. 
Play usually continues until one player reaches 100 points, or some other agreed-upon ta
[bookmark: _Toc217461750]Liverpool Rummy
About
This marathon game was introduced to the Love family Jaime Schnieders, their neighbor in Jefferson City. Granhazel loved playing this game. Liverpool is a rummy game with a series of increasingly difficult hurdles to lay down cards.
Players
3-8
Playing
The object of the game
In each hand, players try to get rid of the cards in their hands by laying them down in melds of groups and runs, playing them on existing melds, and discarding. 
A group is three of more of a kind. A run is four or more cards of the same suit in sequence. Aces can be high or low, but the same card cannot be both. However, a run could theoretically have two aces – one at either end.
The requirements for initially laying down melds change with each deal.
· Deal 1: 2 groups
· Deal 2: 1 group, 1 run
· Deal 3: 2 runs
· Deal 4: 3 groups
· Deal 5: 2 groups, 1 run
· Deal 6: 1 group, 2 runs
· Deal 7 (12 cards/player): 3 groups
The deal
For three or four players, use two packs of cards plus one joker. For five or more players, use the decks and two jokers.
Players decide who should deal first. The dealer shuffles all cards together and deals 10 cards to each player (in the seventh round, players get 12 cards each). 
The remainder of the cards are stacked in the middle, and one car is turned over to start the discard pile.
The deal passes to the left after each round.
The play
The player to the left of the dealer goes first. At each player’s turn, he or she can pick up the top card of the discard pile. If he or she chooses not to, the player to left has a chance to buy the card by drawing a card from the top of the stock as well as picking up the discard. If that player doesn’t want the discard, the chance goes to the next player and so on. Even if buying a card means that a player has a complete set of melds, he or she can’t lay them down until it’s his or her turn.
If the player doesn’t pick up the discard, he or she draws a card from the top of the stock. If the player has the groups and runs required for that round, he or she lays them down. 
Jokers are wild and can stand in for any card. Players can swap a real card for a joker played in a meld.
Players can play only the melds required for that round, but after they lay down, they can play off any melds, including those of other players, on the table. 
Play continues until one player plays all of his or her cards. At that point, players calculate the score for that round, and then deal passes to the left for the next round.
Scoring and winning
The player who plays all of his or her cards gets a score of 0 for that round. 
Other players calculate scores based on the cards left in their hands. Aces and jokers count 15 points, face cards count 10 points, and other cards are worth their face value. 
Scores are cumulative through the rounds, and the player with the lowest score at the end of round 7 wins.
Variations
Naming the joker
In this version, a player using the joker in a meld must name the card it is replacing, such as “6 of diamonds.” To take the joker, another player must replace it with that card.
Extra wild cards
Players choose another card, such as 2s, to be wild. These cards cannot be swapped out of melds.
[bookmark: _Toc217461751]Kings in the Corner 
About
Julie’s family was trying to branch out from Crazy 8s, so she found this game in a library book and taught it to her family. It quickly became a favorite! 
Players 
2-4 (very nice for 4 players)
Playing
Setup
This game uses a standard 52-card deck, without jokers.
The first dealer is chosen at random and the turn to deal passes clockwise after each hand. Deal seven cards to each player. Put the rest of the cards face down in the center of table to form the stock. Flip four cards face-up from the stock, and place them North, East, South, and West from the stock pile, to start four foundation piles.
[image: ]
Play
Players take turns clockwise, starting with the player to dealer's left. At your turn, you may make any number of moves of the following types in any order:
1. Play a card from your hand on one of the foundation piles. The card you play must be the next lower in rank and opposite in color - for example you can play a red ten on a black jack. The cards on the foundation piles are overlapped slightly so that all can be seen. Since aces are the lowest cards, nothing can be played on a foundation pile that has an ace on top.
1. Place a king from your hand to start a new foundation pile in an empty space in one of the four diagonal corners of the tableau (NE, SE, NW, SW). It will then be possible to build on this king in the same way as on the original foundations, adding a queen of the opposite color, then a jack of the same color as the king, and so on.
1. Move an entire foundation pile onto another foundation pile if the bottom card of the moving pile is one rank lower and opposite in color to the top card of the pile you are moving it onto. Example: a pile consisting of red 4 - black 3 may be moved on top of a pile consisting of black 7 - red 6 - black 5.
1. Play any card from your hand to any of the original (N, E, S, W) foundation piles that has become empty (because the card(s) that were originally in it have been moved to another pile).
If you manage to play all the cards in your hand, you have won, and play ceases. Otherwise, after you have played any cards you can or wish to, you must draw one card from the stock. This ends your turn. If you are unable to or do not wish to play any cards, you simply draw one card.
If in the original layout, a king is dealt any of the original foundation piles (N, E, S, W), it can be moved to a corner position. The player to the left of dealer will have the benefit of making this move and playing a card from hand to replace the moved king.
It may also happen that one of the dealt foundation cards will immediately fit on another, being one rank lower and of opposite color. In this case the player to the left of dealer will be able to move this card and replace it with a card from hand.
If the center stock runs out, play continues without drawing.
The play ends when someone manages to get rid of all the cards from their hand, or when an impasse is reached where the stock has run out and everyone is unable or unwilling to play any further cards.
Scoring
Each player receives penalty points for the cards left in their hand at the end of play. A king costs 10 points and the other cards cost 1 point each.
These points are accumulated from deal to deal until some player reaches or exceeds a target score agreed in advance (say 25 or 50). The winner is the player who has the lowest number of penalty points at this time.
Variations
There are several alternative methods of scoring:
With chips and a pot
Everyone begins by putting a chip into the pot. Anyone who does not play any cards on their turn, but just draws one from the stock, pays another chip to the pot. The first player who runs out of cards wins the pot, plus a chip from each other player for each card they have left in their hand (10 chips for a king).
Cards score pip value
Some people play that aces in your hand count 25 points against you at the end, pictures count 10, and pip cards count face value. In that case the target score needs to be higher - say 100 or 250. Alternatively you can play a fixed number of hands after which the player with the lowest score will be the winner.
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About
Hannah learned this game at a church weekend and felt naughty, even though only the abbreviation was used. “I Doubt It” is an even safer version.
Players
3 or more
Playing
The deal
Use one deck of 52 cards. For more than five players, use two decks shuffled together. 
Any player can deal. All cards are dealt out. 
The play
The player to the dealer’s left starts by placing between one and 4 cards face down in the middle of the table and announcing their rank: “Four 2s” or “Two Queens” or “one Ace,” for example. 
At that point, any player can call “B.S!” (or “I doubt it!” or “B***s***!”, depending on the crowd). If more than one player calls, the player closest to the left of the player of the card(s) gets it. The caller picks up and reveals the cards. If the caller was right, and the player didn’t play what they announced, the player has to take the entire stack of cards. If they player was honest, the caller must take the whole stack. 
If no one calls, the play passes to the left and the next player plays a card or cards in sequence. For example, if the first player announced that they played two 6s, the next player would have to play (or say they played) one or more 7s. 
When a player plays their last card, someone must call “B.S.” If the player was honest, they win. If not, they pick up the cards and play continues. 
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About
This is a Love-family favorite. It’s basically double (or triple, or quadruple) solitaire with a twist. Things can get quite heated, and that’s helpful when you’re all trying to stay warm. 
Players
2-4 (2 works best; more is chaotic)
Setup
Each player uses one deck (no jokers). Backs should be distinct from each other. 
Players set up a standard 7-pile Klondike Solitaire deal, and then sets aside a pile of 10 cards, called the “Peanut pile.”

[image: peanut.jpg]
Players wait until all players are ready. 
Play
When players agree that they are ready, they all flip the top card of the Peanut pile, and then begin playing their solitaire games (building down in alternating colors in the seven stacks, and building suit stacks on aces above). The ace stacks are shared – players put their aces in the middle of the play and any player can play on any stack. 
Players can play the top card on their Peanut pile anywhere, and then flip to the next card in the pile. 
The first player to play all of the cards in his or her Peanut pile shouts “Peanut!” and play stops. 
Players divide and count the cards played on the aces in the middle. Players with cards remaining in their Peanut pile subtract those from the number played. 
The player with the most net cards wins!
Notes
Some players play that the cards in the hand can be reversed in each pass. That allows them to play twice as many cards in the hand, so all players should choose the same way to flip through the hand. 
The player who plays his or her last Peanut card MUST call it as soon as the card is played. 


[bookmark: _Toc217461754]Spite and Malice
About
Hannah played a lot of Spite and Malice with her Granhazel. She has surprisingly fond memories for such a meanly-named game. Hoyle suggests it makes a good game between spouses. 
Players
2
Playing
Set up
This game uses two decks of cards that are not combined. The cards will need to be separated in the end, so contrasting backs are useful. One deck is 52 cards without jokers, and the other is 52 cards plus 4 jokers. 
Both decks are shuffled, but not together. 
The 52-card deck is split into two 26-card stacks. These become each player’s “pay-off pile.” The object of the game is to get rid of this pay-off pile.
Players turn the first card of their pay-off piles up. The lower card is the dealer. 
The dealer deals five cards to both players, face down, and puts the rest of the cards in the center as the “stock.”
Play
The first player (the non-dealer), plays any aces to the center to start “center stacks.” Center stacks are built up A-2-3 …. Cards don’t have to follow suit. Any card that can be played in the center must be played in the center.
The player can also discard cards from his or her hand to four “side stacks.” Side stacks are build down K-Q-J … or 10-10-10-9-8-8 .... They can start with any card and don’t have to follow suit. 
Only cards from the hand can be placed on side stacks. Cards from the pay-off pile must be played to the center stacks. 
After a player uses a pay-off pile card, the next card in the pile is turned up. 
A player’s turn ends when he or she has no more moves he or she wants to make. 
At the beginning of each turn, the player draws enough cards to have five in the hand. 
Jokers are wild and can be played anywhere except as an ace. 
Winning and scoring
The first player to use all of his or her pay-off pile wins. His or her score is the number of cards in the other player’s pay-off pile.
If the game reaches an impasse, the player with fewer cards wins and the score is the difference in cards. 
[bookmark: _Toc217461755]Seven-Card Stud
About
Hannah loves low-stakes poker games because she’s lucky but horrible at bluffing. The variations of seven-card stud are the fun part.
Players
2-7
Poker hands
Here are the standard poker hands, from high to low. 
	Five of a kind
	Five cards of the same rank. Achievable only with wild cards.

	Royal flush
	A-K-Q-J-10 in all one suit.

	Straight flush
	Five cards in a row in one suit. A higher series beats a lower one.

	Four of a kind
	Four cards of the same rank. Higher values beat lower ones.

	Full house
	Three of a kind plus two of a kind. The value of the three-of-a-kind determines which hand is higher in the case of a tie.

	Flush
	Any five cards of the same suit.

	Straight
	Five consecutive cards in any suits.

	Three of a kind
	Three cards of the same value.

	Two pairs
	Two cards of one value and two cards of another

	One pair
	Two cards of the same value

	High card
	Ace is high, 2 is low.


In case of a tie, natural hands beat hands that use wild cards, unless the house decides otherwise. The house can also predetermine which suits should be high in case of a flush tie. 
Playing
One player starts as the dealer. Before the game begins, all players ante, or put a stake in the pot. 
The dealer deals two cards down to each player around the table, one at a time. Then he or she deals one card up to each player around the table. Players look at their down cards, and then bet. Betting starts with the player to the dealer’s left. Players can “check” (bet nothing), raise, or fold (leave the game). All players who haven’t folded need to meet the highest raise before the next cards are dealt. 
The dealer deals another card up to each player, and the players bet again. 
The dealer deals a third card up to each player, and the players bet again. 
The dealer deals a fourth card up to each player, and the players bet again. 
The dealer deals one card down to each player, and the players bet one more time. 
Players show their cards and the high hand wins the pot. (Only five of the seven cards count toward any hand.)
Deal passes to the left.
Variations
Some of these variations can be combined. For example, you could play Follow the Queen-Low Chicago. 
Follow the Queen
As the dealer is dealing the up cards, the card up after a queen is wild. If more than one queen is dealt up, the later queen determines the wild card. If the last card up is a queen, no cards are wild. 
Low Chicago
The high hand splits the pot with the lowest spade dealt down. For example, if a player was dealt the 2 of spades down, he or she could be sure of sharing in the pot. If a player has the high hand and the low spade, he or she takes the whole pot.
Baseball
3s and 9s are wild. If a player is dealt a 4 up, he or she can buy another card by contributing a pre-set amount to the pot. The bought card is dealt face down. 
Pass the Trash
Hannah learned this one from her Uncle Rod! This game uses seven cards, but not the same deal pattern. 
Players are dealt seven cards face down. They bet.
Players pass three cards to the left, and then bet again.
Players pass two cards to the right, and then bet.
Players pass one card to the left, bet, and then reveal their hands. 
[bookmark: _Toc217461756]Hand and Foot
About
Julie’s friends Kathryn and Amanda introduced her to this game, a favorite of Amanda’s family. The game consists of four rounds of play requiring an increasing number of points to lay down cards. Players play with partners. The “hand” and “foot” in the title refer to the two sets of cards each player uses. 
Players
2-8, but usually 4
Playing
The object
Players try to accrue points in cards in melds on the table, while minimizing points left in their hands (or foots (feet?)) at the end of the game. Partners have a joint score, so it doesn’t pay for a player to go out if their partner still has 25 cards.
A meld is three to seven cards of the same rank. Melds can be clean (without wild cards) or dirty (with wild cards). Wild cards are 2s and jokers. A dirty meld can contain only one wild card, unless it has six or more total cards in which case it can contain two wild cards. Players can have a meld of all wild cards, however. 3s are never melded – they are penalty cards.
The requirement for initial laying down of melds changes with each round (see the next section, Point values). 
Round 1: 50 points
Round 2: 90 points
Round 3: 120 points
Round 4: 150 points
The aim of each round is to use all cards in both hand and foot. 
Point values
Cards are assigned values that have an impact on the total value of a meld, and count against a player if left in the hand at the end of the game.
	Red 3s
	-100 points (never melded)

	Black 3s
	-50 points (never melded)

	4s, 5s, 6s, 7s
	5 points

	8s, 9s, 10s, face cards
	10 points

	2s, aces
	20 points

	Jokers
	50 points


Additional points are awarded at the end of the game for being the first to lay down all cards (100 points) and for each complete 7-card meld (500 points for clean, 300 for dirty).
The deal
Hand and Foot uses one deck (including 2 jokers per deck) for each player, plus one (also with jokers). For a 4-player game, that means 5 decks of cards, shuffled together. 
Partners sit across from each other.
Players pick up 26 cards – 13 for the hand and 13 for the foot – by grabbing a stack from the shuffled-together cards. If a player successfully grabs exactly 26, his or her team is awarded 100 points.
After all players have two stacks of 13, everyone passes one stack left and one stack right. 
Players randomly choose (without looking at cards) which stack to call their hand and which their foot. 
The remainder of the cards go in the middle, within reach of all players, and the first card is turned up next to the pile, or “stock”. If that first card is a red 3, a 2, or a joker, that card is buried in the stock and a new card is revealed. 
The play 
Players decide among themselves who goes first. 
At each turn, a player draws two cards or picks up the discard pile, plays cards on the table if possible, and then discards one card.
There are requirements for picking up the discard pile:
· A player must be able to play the top card of the discard pile immediately
· If a player has not laid down yet, he or she must have enough points so that he or she needs only the top card to lay down. 
· All cards must be picked up
A player can begin playing on the table by laying down melds if he or she has enough points in the melds for that round (see list in “The object”). 
A player can begin playing on his or her partner’s melds on the turn after the player lays down his or her own hand. 
When a meld reaches seven cards, it is stacked and set aside. A red card on top means a clean meld, a black card means a dirty meld. 
As soon as a player plays or discards the last card in his or hand, he or she can pick up the foot. If he or she played the last hand card, play can continue with the foot cards. If the last hand card was discarded, play with the foot begins with the next turn.
If a player discards a black 3, the discard pile is dead and set aside. The discard pile begins again with the next player’s discard.
Going out
A player can go out (play all of his or her cards) if his or her partner agrees, if the team has at least two complete (seven-card) clean melds and at least one complete dirty meld, and the player has a card to discard.
Scoring
Partners count their melds and cards-in-hand together. If a player never got to pick up his or her foot, all of the cards in the foot still count against the team’s score. 
Each complete clean meld is worth 500 points, plus the value of the cards in it (see “Point value”).
Each complete dirty meld is worth 300 points, plus the value of the cards in it. 
Each incomplete meld is worth the value of the cards in it. 
The first player to go out gets 100 points.
Cards in the hand (or foot) count against the team according to the cards’ point value.
Winning
The team with the most cumulative points at the end of Round 4 wins.
[bookmark: _Toc217461757]A**h***
About
Almost as popular as drinking game in the Love family as15! (15 isn’t a card game, but ask us and we’ll teach you.) Hannah remembers Knut as the most power-mad President ever. Because this is a 21-and-over game, you should feel free to use the actual word; however, to maintain the G rating of this booklet, we aren’t spelling it out here.
Players
5-10
Playing
The roles
Players are assigned roles based on where they finished in the last round. 
The last winner is the President. The President can make up rules (mostly involving when people must drink) and gives the A**h*** his or her two worst cards at the beginning of the round. 
The person who came in second is the Vice President. The V.P. can make anyone but the President drink and gives the Beer Wench his or her worst card at the beginning of the hand. 
The person who came in second-to-last is the Beer Wench (often referred to as the Beer B****, but, again, the G rating). The Beer Wench gives his or best card to the VP and is responsible for making sure everyone’s glass is never empty. 
The player who came in last is the A**h***. He or she gives the President his or her two best cards. Anyone can make the A**h*** drink. 
Players who finished between the VP and the Beer Wench are Regular People. 
The deal
In the first round, a random player deals. In subsequent rounds, the A**h*** deals. While dealing, the A**h*** can make anyone drink. 
The game uses a standard deck of 52 cards. 
The dealer shuffles and deals out the entire deck. 
After the first round, players then exchange cards: The President gives the A**h*** the two worst cards in exchange for the A**h***’s two best. The V.P. and Beer Wench similarly exchange one card.
The President announces any rules for the hand, such as the A**h*** must drink whenever a 5 is played, or everyone has to drink whenever the President drinks. Making rules is fun, but the President should remember that he or she won’t always be President.
The object of the game
Players attempt to play all of the cards in their hands by discarding cards higher than the card at the top of the discard pile. 
The play
In the first round, the player to the left of the dealer starts. In the subsequent rounds, the President goes first and the rest of the players follow in rank. (Players change seats according to rank at every round.)
The first player discards a card. The next player must discard a higher card. Cards rank from low to high as: 3, 4, 5, 6, 7, 8, 9, 10, J, Q, K, A, 2. 2s clear the discard pile, so the player that played the 2 can play any other card to restart the pile. 
Any two-of-a-kind is higher than any single card, so 3-3 can be played on a K, for example. The same goes for three-of-a-kind and four-of-a-kind. A 2 can be played any time. 
If a player can’t play a card, he or she has to drink. If no one around the table can play, the discard pile is retired and the last player to play a card starts fresh. 
If three cards of the same rank are played in a round, any player calls “Social!” and everyone drinks. 
The first player to play all of his or her cards is the President for the next round. Play continues until one player – the next round’s A**h***, is left holding cards. 
Players get up and change seats to reflect the new world order. 
As many rounds are played as players can stand. 
[bookmark: _Toc217461758]
YOUR favorite card games!
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