LARD GARE IDER

L Each p|ayer is dealt seven cards.

o The remaining cards are placed face down in the centre of the table in a pi|e. This is called the ‘draw pi|e,.

o The top card of the pi|e is turned face up and placed next to it to start the discard pile’.

o First player adds to the ‘discard pile' l)y playing one card from their seven that matches the top card on the discard pi|e,
either loy suit (clul?s, hearts, spades, diamonds) or l)y rank (e.g. 6,jacl<, ace, etc.).

o A p|ayer who cannot add to the top card on the discard pile l)y suit or rank must take the top card from the ‘draw pile, until
he can p|ay one that matches the discard pi|e,.

o When the draw piley is empty, a p|ayer who cannot add to the ‘discard pile, sl<ips their turn.

o Al eights are wild and can be played on any card when it s your turn.
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o Whena p]ayer adds an eight to the discard pile , they choose which suit is now in p]ay. #
o The next player must p|ay either a card of that suit or another eight. 4 ' , g

o Thefirst p|ayer to p|ay all of their cards wins.

ﬂne aim o{:this game is to co”ect sets - tl'xree or Four o{:the same ranl< (e.g. 6 mcspades, 6 oF hearts, 6 o“iamonds) or
runs of three or more consecutive cards of the same suit (e.g. 9, ]O,J’acl(, queen oFc|ulos).

King is ]nigh, ace is low.

Shuffle the deck of cards and deal 10 cards to each player.

P|ayers should look at and sort their cards into sets and consecutive runs.

Once each p|ayer has 10 cards each, the next card from the deck is turned face upin the middle of the table to start the
‘discard pile’.

The remaining cards are placed face down next to the ‘discard pi|e, toforma draw piley.

When it s your turn, first you must take a card, either the top card from the ‘draw pi|e, or

the top card from the ‘discard piley and seconc”y you must discard a card (Face up so that the

number is showing) onto the top oFthe ‘discard pile'. y

When all 10 of your cards belong to a setorarun (e.g. 6 o{:spades, 6 of hearts, 6 of

diamonds; 4 5 6 7 oFc|uEs; ace, 2 3 oF hearts ) you say “rummy” and are the winner.
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The aim of 21 is to score 21 or as close to it as possib[e.

Number cards have their face value (e.g. a6 is worth 6),J'acl<s, ](ings and queens are worth 10. Ace can be either 1 or 11
and the player Wl’lO holds the ace gets to choose the value oFthe oard.

The dealer and a” other players are dealt two cachs eack. Players muclq add up the value oFthe cards in their kand e.g. I
and queen =17.

The (Jea|er goes to each player one at a time. ﬂ]e p|ayer needs to decide h(‘they want another car(J to get them c|oser to 21
(iF you want another card you say “kit” to tke dea|er) or wi” “sticl(" with what they have.

You can have as many cards as you Ii]&e as |ong as you don’t go over 21.

ﬂ]e dea|er does this with every player. -Hme (Jea]er tken looks at their cards and decides hfthey want to “hit” or “stick".

ﬂ]e winner is the one whose cards add up to 21 orthe c|osest numberto it.

Shuffle the deck of cards after every game.
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The aim of the game is to get rid of all of your cards loy co”ecting sets (4) of the same rank (e.g. 6 orjack or ace, etc.).
Five cards are dealt to each player if there are three to six players.
V\/Ith on]y two p|ayers, seven cards are dea[t to each.
Al remaining cards are placed face down in a "draw pi]e’.
On each person's turn, ask any p|ayer fora spechfic card rank e.g. ”Sarah, please give me all oFyour 05", You must a]ready
kold at |east one card o{:the ranl( you as|< For e.g. you must have aJin your hand oF cards hfyou as|< For Os.
If the p|ayer you ask has any cards of the requested rank, they must give all of their cards of that rank to you. In this
examp|e, Sarah would have to give you all of her 9s.
H:you get one or more cards from the p[ayer you asL, you get another turn and may ask any p[ayer for any rank you already
lﬁold. [Fthe person you asL (Joesn,t have any opthe car(Js you as|< For, they say ”Go Fish”.
You then draw the top card From the ‘(Jraw pile’. |1Cyou happen to draw a car(J opthe ran]< you asl(ed For, show it to the
other players and your turn continues. Otherwise, add the drawn card to your han(J and itis tke next player's turn.
The next p|ayer is the one who said ' Go Fis]q”.
When you co”ect a set o”our cards orthe same ranL, show the set to tke other p|ayers an&
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p|ace the Four cards (Jown in Front Olf yourse|1C. ﬂ]at is a ”match”.

The game continues until either someone has p]aced a” ortheir cards in Front oFthem

as a “match” or the ‘draw pi]e’ runs out. Q Str\pey
The winner is the p]ayer who then has the most matches sets o”our m ‘. Sto k
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