Winning the game:
The winner is the player who wins all the cards!

Game 5 - Speed (also known as Spit) - a game for 2 players
Object of the game:
To get rid of all your cards.

Before you begin:

Shuffle the cards. In the center of the p|ayin areaq, place two cards face down next
to each other. On either side of them, 5 cargs are pf;cecl facedown. The rest of the
cards are dealt facedown to each player. The players keep these facedown cards in
a pile in front of them.

Play inl,g the game:

Both players pick up the top 5 cards in their facedown pile and, when ready, both
shout, “Go!” They immediately turn the 2 cards in the center of the table face-up,
and, as fast as they can, they place cards on top of these cards, either in descending
or ascending order, regardless of suit. Either pr;yer can place cards on either pile.

For instance, say one of the face-up center cards is a 7. Your opponent is quickest
and s|aps an 8 atop the 7. Either You or your opponent can p|cy a 9 atop the 8, or
another 7.

Whenever you lay down one of the 5 cards in your hand, you can pick up another
card from your facedown pile. The most cards a player can hold at one time is 5.

When neither player can place a card on the two piles, the play is stopped. Each
player then takes one top card from the stack of 5 cards next to the turned-up cards
and places it face-up on top of the other cards.

Play continues as before, with players laying cards descending or ascending onto
these new cards. If the pile of 5 cards runs out, the players turn the two piles face-
down where the original five cards piles were, turn up the top card and resume play.

Winning the game:
Whoever gets rid of his/her pile of facedown cards first is the winner!

Note: These cards can also be used to play simple solitaire games!
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Game ] - Crazy 8's
Object of the game:
To be the first to get rid of all your cards.

Before you begin:

Shuffle the deck. If you are playing with 2 players, deal 7 cards to each player. If
there are 3 or 4 players, deal 5 cards to each. Place the rest of the deck E:lcedown
in the center of the table, as the draw pile. Turn the top card of the draw pile over
and place it next fo it. This is the starter card.

Playing the game:

The youngest player goes first and has to lay a card atop the starter card that is either
the same suit or the same rank. For instance, if the starter card is the ten of diamonds,
the youngest player lays down either another diamond or another ten. It is the next
player’s turn.

If, on your turn, you do not have a card in your hand that can be played, then you
must take cards from the draw pile until you draw a card that can be p|ayed4 All'the
other cards you took from the draw pile remain in your hand.

Crazy 8's:

All 8s are wild and can be played on any other card at any time. After zlou’ve laid
down an 8, ZOU get to call the next suit, whichever one you happen to prefer, and the
next player has to follow that suit.

When the draw pile is exhausted, play continues with players skipping their turns if
they cannot p|ay a card.

Winning the game:
The player who gets rid of all his/her cards first is the winner. If the stockpile is
exhausted and no one can play a card, the game ends in a block.

Helpful hint:
8's are the most valuable cards in the game. It is best to keep them for late in the

game to help you win.



Game 2 - Fasy-to-Play Hearts
Object of the game:
To avoid getting points. Points are scored when you collect hearts in “tricks”.

Before you begin:
Shuffle and deal the entire deck fo all p|ayers.

Playing the game:

The player who has the 2 of clubs in his/her hand starts the game by laying it out on
the table. The other players, in clockwise order, must play a club, i?lpossib e. If you
do not have a club in your hand, you may play any o'rzer card. The person who
played the highest club wins all the cards played. This is a “trick”.

Thedpbyer who won this first trick, now plays, or “leads” another card in his/her
hand. As before, dll players must also play a card from the suit that is “led”. The
person who played the highest card in the suit wins this trick, and so on.

Plaxin% Hearts:

Since the object of the game is to avoid collecting hearts, it is important to get rid of
any hearts you may have in your hand. One way you can do this is to play a heart
when you Jc/) not have any cards in the suit that is led.  For instance, the card that is
led is a diamond. On your turn, you look in your hand and see that you don’t have
any diamonds. Instealeou lay down a heart. The person who laid down the high-
est diamond collects the trick and earns 1 point for the heart you played.

Here's another way fo try fo avoid getfting points from hearts: When it is your turn
to lead, you lay down a low heart. Since you led a heart, all other players have to
play heart cards from their hands, too (if tge have any). If you play a low enough
card, chances are someone will |c1y down a Kigher heart, and get the trick.

Winning the game:

When all the cards have been played, count up your points.  Shuffle the cards and
play again. When a player reaches 100 points, he/she automatically loses, and the
player with the least points is the winner.

Note: This is the simplest version of this classic game. In more standard versions,
there are several other rules that make the game more strategic, but at the same time,
more complicated for young children. Rules for standard Hearts can be found on-line
or in books about card games.

Game 3 - I Doubt It!
Object of the game:
To be the first to get rid of all your cards.

Before you begin:
Shuffle and deal the entire deck of cards to all players. It does not matter if the deal
is not even.

Playing the game:
The youngest player begins the game by laying, FACEDOWN, all the aces (or one’s)

in his/her hand. As they are placed down, the player calls out what is played. For
instance, “2 ace’s”. The next player must now discards all the 2’s in his/her hand,
atop the aces, the next player 3's, the next player 4's and so on. After tens come
Jacks, Queens, Kings, and then back to Aces.

Since the cards are always p|qyed facedown, you do not in fact have to p|cy the
cards you claim you are p{uying! You, instead, can try to bluff the other players. For
instance, say it is your turn to discard 7’s and you don’t have any in your hand. You
can discard any card or mixture of cards, anJSAY they are 7's.

| Doubt It!

Any player who susrec'fs that cards discarded by a player do not match the cards
they claim to have played, can challenge the player. ~ Call out, “I Doubt it!”

The cards played by the challenged player are exposed and one of two things hap-
pens:

1. If the cards are, in fact, the cards that the challenged player said they were, then
the challenger must pick up the WHOLE DISCARD PILE.

2. I the cards are different from the cards the challenged player said they were, then
the challenged player must pick up the WHOLE DISCARD PILE.

These cards are added to his/her hand and play continues, with the next player lay-
ing down the next rank, in the normal rotation.

Winning the game:

The first player to get rid of all his/her cards and survive any challenges resulting
from the play of these cards, wins the game. If you play your last remaining card(s),
but someone challenges you and the cards you played were not what you called, you
must pick up the whole discard pile and play continues.

Game 4 - War
Object of the game:

To win all the cards.

Before you begin:
Shuffle and deal all the cards to the players. It does not matter if the deal comes out
equally. Players leave their cards facedown in front of them, in a pile.

Playing the game:

Every player at once, turns over the top card of their pile. The person who played
the highest card wins all the cards played. These cards are adcj:d to the bottom of
this players pile.

If 2 or more players put down the same number card, and this card is the highest
played, it's fime \?cl)r Warl All players who played the highest cards lay 3 more cards
FACEDOWN and a 4th card face-up. The player whose 4th card is the highest wins
all the face-up cards on the table, PLUS the facedown cards.

Play continues with everyone placing the next card from their facedown deck face-up
on the table.



