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INTRODUCTION 

Welcome to Reel Deal Card Games.  Flameman, Cat 

Crusader, Hoyt, Graverobber, Matador, Dr. Jekyll/Mr. Hyde 

and more of your favorite Phantom EFX characters are ready 

and waiting to play dozens of card games with you, or you 

may play by yourself and choose from more than 40 Solitaire 

games.  This new game offers an exciting all new prize vault 

and mall for you to explore.  The more you play, the more 

virtual prizes you can buy. 

In addition to playing cards offline against your all-time 

favorite Phantom EFX characters, Reel Deal Card Games 

2009 offers you the opportunity to explore the incredible and 

expansive possibilities of online play, where you can play 

cards with hundreds of real people from around the globe.  

Online card game play is free with this game; however, you 

may also choose to become a subscriber.  A subscription to 

the Phantom EFX online universe offers you the ability to 

gain experience and level your character, earn VIP points for 

our online virtual prize vault and earn ñbonusesò for winning.  

If you are a subscriber and purchase other Phantom EFX  

online casino games, such as Reel Deal Slots Ghost Town or 

Reel Deal Casino Gold Rush, your subscription will include 

all the online features available with those games.  In fact, if 

you own Phantom EFXôs online games and are already a 

subscriber, Reel Deal Card Games 2009 will automatically 

plug-and-play with your Phantom EFX casinoðyou will 

have a new Card Games lobby added to your already vast 

casino.  Your character and level will stay the same and will 

continue to grow as you play the card games online. 
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GETTING STARTED 

LAUNCHING THE GAME 

When you launch the game, you will be presented with a 

splash screen where you will be able to select whether you 

want to play the game offline by yourself, or online with 

other players from around the world. 

Single Player (Offline) 

If you want to play the game offline, select the Card Games 

icon on the initial splash screen.  Then, simply enter your 

player name to begin playing. 

Multiplayer (Online) 

If you want to play the game online, select the multiplayer 

option from the initial splash screen.  Once this is done, the 

program will connect to Phantom EFX servers and 

download/update any new files, ensuring that you have the 

most up-to-date version of the game.  Once the download is 

complete, simply hit the play button to continue. 

Autoplay:  If this box is checked, the game will 

automatically launch once the download / update is 

completed. 

Ports:  If more than one person in your home will be playing 

the game online at the same time, you will need to click on 

the Port # to change it, so that each computer logs in using a 

different port.  Four ports are available. 

Enable 3D Acceleration:  Check this box if you know your 

video card supports 3D acceleration.  This will help game 

performance.  If you are unsure if your video card supports 

3D acceleration, leave this box unchecked. 

After you click ñPlayò, you will be presented with 4 

optionsðLogin, Account, Support, and Exit. 

Login:  If you have already created an account, click here to 

enter the user name / password entry. 

Account:  If this is your first time playing online, click here 

to create your user account.   The launcher will be minimized 
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and you will be taken to our secure website to create your 

account.  (See ñAccount Creationò below for details on 

creating your account). 

Support:  If you are having any issues with the game or have 

any questions, click here to visit our support page. 

Exit:  Click here to cancel the login process and return to 

your desktop. 

GETTING AROUND OFFLINE 

The single player offline version of Reel Deal Card Games 

2009 offers you an exciting new prize vault and mall.  In the 

prize vault you unlock virtual prizes; play until youôve 

unlocked and bought them all. 

There is also a mall where you can use your award money 

and points to buy items to customize and enhance your Card 

Games playing experience.  You will even be invited to buy 

ñcheatsò from a man lurking in the mall.  Cheats cannot be 

used when wagering money on a game.  How long each cheat  

can be used is identified when you go to purchase it.  

Check out these exciting stores: 

At The Card Yard, you can buy cards with different backs 

on them.  There is something for everyone hereðfrom classic 

Phantom EFX designs and abstract graphics to realistic nature 

scenes.  Buy a few to spice up your card playing. 

At Itôs Your World, purchase animated icons for your player 

box.  Go ahead, express yourself. 

Do you like to listen to music while playing cards?  At The 

Music Box you can choose from a variety of MP3s to add to 

the collection that comes with the game.  Now you have 

control over what you hear while you play.  You can even 

purchase the music from some of your favorite Phantom EFX 

slot machines! 

Do you get tired of looking at the same background game 

after game?  At Personal Touch you can buy as many 

backgrounds as youôd like.  Go ahead and buy several of 
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them. Then change them whenever youôd like.  Spruce up the 

place a little.  Make it your own. 

FINDING HELP 

If you need help that you cannot find in this manual, and you 

are playing in offline mode, you can contact Phantom EFX 

via email at support@phantomefx.com or check our website 

at www.phantomefx.com.  

If you are playing in online mode, there is always an 

Administrator available to help you personally.  To find out 

which Administrator is currently online, go to either the slot, 

table game or poker lobby and click on the title bar above the 

grid at the bottom right of the screen until you see 

ñAdministratorò.  This grid will list all Administrators 

currently online.  You can send a message to any 

Administrator for whatever help you might need. 

If you need help with chat commands, just type /help into the 

chat entry box and hit Enter.  This will display the list of all 

available commands. 

If you have any problems with any other players, please 

contact an Administrator and pass this information along. 

 

mailto:support@phantomefx.com
http://www.phantomefx.com/
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500 

A trick-taking card game, 500 originated in the United States 

but has a variation that is very popular in Australia and New 

Zealand.  Reel Deal Card Games offers the American 

version of the game. 

OBJECT OF THE GAME 

The object of 500 is to be the first team to score 500 or more 

points by bidding and taking tricks. 

HOW TO PLAY 

500 is played with 2 partnership teams with partners sitting 

across from each other.  The game is played with 45 cardsð

4-Ace of each suit plus the Joker. 

Ten cards are dealt to each of the four players and 5 cards are 

placed in the ñwidow,ò or ñmiddleò.  After the cards are dealt, 

the players bid for the contract. 

Card ranking 

Card ranking in 500 is similar to Euchre.  For non-trump 

suits, cards are ranked from Ace (highest) to 4 (lowest), 

excluding the Jack of the suit that matches the trump color.  

Trump is ranked differently.  The highest ranking trump card 

is the Joker.  Jack of the trump suit (called the ñright bowerò) 

is the second highest ranking trump card and the Jack of the 

suit of the same color as trump (called the ñleft bowerò) is the 

third highest trump.  After those three cards, the remaining 

cards rank, in order from highest to lowestðA, K, Q, 10, 9, 

8, 7, 6, 5, 4. 

As an example, if clubs are called trump, the card ranking in 

order from highest to lowest would beðJoker, Jǃ, Jǂ, Aǃ, 

Kǃ, Qǃ, 10ǃ, 9ǃ, 8ǃ, 7ǃ, 6ǃ, 5ǃ, 4ǃ.  For this hand, the left 

bower is considered to be trump and no longer the suit on the 

card. 

If a bid of No Trump is the contract, then the Joker is the 

only trump, and thus wins any trick.  However, it can only 
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be played to a trick if the holder of the Joker does not have 

the suit led.  If the Joker leads a trick, the holder must declare 

what suit it is so that other players may ñfollow suit.ò 

In 500, like in Bridge, suits are ranked for purposes of 

bidding and scoring.  (Though the suits are ranked differently 

in both games.)  Suits are ranked, as follows, from lowest to 

highest:  Spades ǂ, Clubs ǃ, Diamonds , Hearts , No 

Trump (NT). 

Bidding 

After the cards are dealt, bidding begins with the player to the 

dealerôs left.  Each player gets only one chance to bid.    If 

you do not wish to bid, you can ñPass.ò  Each bid made must 

be higher than the last bid made.  The last player to make a 

bid wins the contract (at the level he bid). 

Bidding consists of naming a number (the number of tricks 

you will win) and a suit (for trump).  You can also choose No 

Trump instead of a suit.  The minimum bid number is 6 and 

the maximum is 10 (taking all of the tricks).  A bid of 6 is 

also called ñan inkle.ò 

A ñhigherò bid is either a bid of a higher number or, if the 

same number, a higher suit.  For example, if Player 1 bid 7ǃ, 

Player 2 would need to bid a , , or NT if he wanted to stay 

at 7.  If he wanted to be in ǂ, he would need to bid at least 8ǂ. 

Bidding Options:  Under ñGame Settings,ò there are 3 

options that relate to bidding. 

Inkle Bidsð With this option, only the first 2 players 

can make an inkle bid, giving their partners a chance to 

increase the bid.  If they do not and the bid stays at 6, 

then the cards are thrown in and the hand is redealt. 

Ace, No Faceð With this option, if a player is dealt an 

Ace but no face cards, he can call a misdeal.  If this 

happens the cards are redealt for the hand. 

6NT Bidsð This option declares that bids of 6NT are  

informative bids given to tell your partner that you have 

either the Joker or 2 Jacks of opposite colors (also known 

as ñsplit bowersò).  Your partner can then use that 
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information to make his bid, if he wishes to bid.  If this 

option is turned ñoff,ò a bid of 6NT is just a bid of 6NT 

and has no further significant meaning. 

The last person to bid wins the bid (because by default, his 

bid is the highest).  This becomes the contract which he and 

his partner need to make in order to win and score points.  If 

they do not make the contract, they lose points equal to what 

they would have gained if they had made their contract. 

Game Play 

The winner of the bid picks up the 5 cards in the widow 

(middle).  He can take any or all of these cards but must 

discard an equal number from his hand so that he has 10 

cards in his hand. 

After trading cards with the middle, the winner of the bid 

leads the first trick.  Players must follow suit if possible.  If a 

player does not have the suit led, he can play any other card, 

including the trump.  The person who played the highest 

trump, or if no trump was played, the highest card of the suit 

led, wins the trick.  The winner of a trick leads the next trick.  

Play continues in such a manner until all 10 tricks have been 

played. 

Remember, the Joker and the left bower (Jack of the same 

color as trump) count as the trump suit. 

Please note that, if the contract is No Trump, the Joker is, in 

essence, the only trump card since it wins any trick.  With No 

Trump contracts, the Joker can only be played to a trick if the 

person holding it does not have any cards in the suit led.  If a 

player leads with the Joker, he gets to name the suit so that 

other players know what cards to play. 

In suit contracts, the Joker becomes a member of the trump 

suit and can be played either when trump is led or when a 

player is void in the suit led. 

SCORING 

If the team that won the bid makes their contract (that is, they 

take at least the number of tricks that they bid), they score 
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points according to the bid chart below.  However, if the 

bidding team fails to make their contract, they lose points 

according to the same chart below.  (In other words, you lose 

the same number of points you would have won had you 

made your contract.) 

The opposing team scores 10 points for every trick they take 

regardless of whether or not the bidding team makes their 

contract. 

Tricks Spades Clubs Diamonds Hearts 
No 

Trump 

6 40 60 80 100 120 

7 140 160 180 200 220 

8 240 260 280 300 320 

9 340 360 380 400 420 

10 440 460 480 500 520 

 

If a bidding team wins all 10 tricks, they score either the 

value of their contract or 250 points, whichever is higher. 

The winner of the game is the first team to get to, or exceed, 

500 points.  If both teams go over 500 points on the same 

hand, then the bidding team for that hand wins. 

In contrast, if a team scores -500 points, they are declared the 

losers and the game is over. 

STRATEGY 

When trying to figure out if, or what, to bid, first count your 

trump winners.  Then count any probable winners in other 

suits (no more than 2 or 3 per suit).  You can probably also 

figure your partner and the middle will each give you 1 trick. 

If your partner bid in your strong suit, consider increasing the 

bid by 1 or 2. 

If your partner has bid but you are unsure of your cards, pass. 
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If the other team bid in your strong suit, pass and try to 

prevent them from making their contract. 

If you won the bid, donôt leave any trump in the widow.  

When discarding cards to the widow, choose your lowest 

non-trump cards or cards that would void you of a suit.  This 

will allow you to play trump when the voided suit is led. 

Try not to trump your partner, if possible.  The goal is to win 

as many tricks as possible.  It doesnôt hurt to win more tricks 

than the number you bid.  Plus, any trick you keep your 

opponents from taking is 10 less points for them. 

Count trump, especially if you are the bidder.  Once you 

know all the trump has been played, you can more safely play 

certain marginal cards without getting trumped. 
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ALL 5ôS 

All 5ôs is a 3-player variation of the English game ñAll 

Foursò. 

OBJECT OF THE GAME 

The object of All 5ôs is to be the first player to reach 61 

points.  Points are earned by winning tricks that contain point 

cards. 

HOW TO PLAY 

In Reel Deal Card Games, All 5ôs is a 3-player game where 

every person plays for himself.  All 5ôs is played with a 

standard 52-card deck.  Cards are ranked from 2 (the lowest) 

to Ace (the highest). 

The computer selects a dealer for the first hand.  The deal 

then passes clockwise around the table. To begin the game, 

the dealer deals each player 6 cards in two groups of 3.  That 

is, 3 cards are dealt to each player, then another set of 3 cards 

are dealt to each player.  The next card is turned face up for 

trump. 

The player to the dealerôs left is then given the opportunity to 

either play with that trump (ñPlayò) or ask for another trump 

(ñBegò or ñPassò).  If the player wants to keep that trump and 

says ñPlayò, then game play begins with the upcard as trump.  

If the player asks for another trump by passing or ñbeggingò, 

the dealer is then given the opportunity to either play that 

trump anyway (ñConcedeò) or to pass on the trump.  If the 

dealer ñconcedesò (decides to pay that trump anyway), the 

player to his left (who ñbeggedò) gets 1 point. 

If the dealer passes, another 3 cards are dealt to each player 

and the next card is turned up for trump.  If this card is a 

different suit from the original trump card, then this suit 

becomes trump and game play begins.  If this card is the 

same suit as the previous trump, another 3 cards are dealt to 

each player and then the next card is turned over for trump.  
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This continues until either a different suit is turned over for 

trump or until there are no cards left in the deck to deal. 

Game Play 

The player to the left of the dealer plays the first card.  Play 

continues clockwise.  For each trick, you must follow suit if 

you have it.  If you do not, you can play any card, including 

trump.  The person who played the highest trump, or the 

highest card of the suit led if no trump was played, wins the 

trick. 

SCORING 

The goal of All 5ôs is to be the first player to reach 61 points.  

Points are scored as follows: 

 10 of trump is worth 10 points 

 5 of trump worth 5 points 

 Ace of trump is worth 4 points 

 King of trump is worth 3 points 

 Queen of trump is worth 2 points 

 Jack of trump is worth 1 point 

 If a player ñbeggedò for a different trump but the original 

trump was played, that player gets 1 point (awarded 

immediately upon the start of the hand) 
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BLACKJACK 

Blackjack originated in France as Vingt-Et-Un (21).  Like 

many other European traditions, it found its way to America 

via early settlers.  As the game of 21 moved westward, it 

became popular in the old west.  It was decided there to give 

a 10 to 1 payout if a hand was dealt with an Ace of spades 

and a Jack of a black suit.  Since then, it has been known as 

Blackjack. 

Since then, Blackjack has become increasingly popular.  Its 

popularity exploded around the 1960s, when mathematicians 

discovered that a basic strategy of when to hit and when to 

stand could even out a playerôs odds.  Better yet, if players 

could utilize card counting strategies, they could turn the 

odds significantly in their favor. 

OBJECT OF THE GAME 

The object of Blackjack is to have a hand that has a value 

closer to 21 than the dealerôs hand, without going over 21.  It 

is not necessary to beat the other players in Blackjack, just 

the dealer. 

HOW TO PLAY 

Before the game begins, each player must place a bet.  To 

place a bet, click on the chip for the desired amount on the 

right side of the screen.  As you click on the chips you will 

see your bet total increase.  If you make a mistake, click reset 

above the chips and start again.  Once you have the right 

amount set, click on the circle on the table that is above your  

player.  This adds the bet to the table. 

Once all bets are placed, the dealer deals each player one card 

face up and himself one card face down (the hole card).  Then 

he deals each player, as well as himself, a second card face 

up.  The sum of the cards face values is the value of the hand.  

Face cards equal 10 and Aces equal either 1 or 11. 
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After the initial deal, if the dealerôs face up card is an Ace, 

players are offered the opportunity to buy ñInsuranceò before 

any play begins.  If you buy the insurance, you are betting 

that the dealer has Blackjack.  Insurance costs half the 

original bet.  If the dealer has Blackjack, then you win 2:1 on 

the bet but you lose your original bet.  If the dealer does not 

have Blackjack, you lose your insurance bet. 

Tip:  Unless you are a card counter, 

insurance is not a good bet.  Always 

decline it, even if you have Blackjack. 

If the dealer has Blackjack, the hand is over.  If the dealer 

does not have Blackjack, players may then play their hands. 

When it is your turn, you are given the option to stand, hit, 

double down, or surrender.  If you are dealt a pair, you are 

also given the option to split.  Remember, the goal is to get as 

close to 21 as possible without going over. 

Hitting ï If you want another card, click ñHitò.  You can 

hit as many times as you want, as long as your handôs 

value is less than 21.  If your handôs value goes over 21, 

you ñbustò and lose the game. 

Standing ï If you are happy with your hand and do not 

want any more cards, click ñStandò. 

Doubling Down ï If you feel you only want one more 

card, you can double down.  Doubling down gives you 

the opportunity to double your original bet, however, 

when you double down you can only get one more card.  

This option is only available with your first two cards, 

not after youôve already taken a hit.  If you want to 

double down, click ñDouble Downò.  A second bet, 

equal to your first, is automatically added to the table. 

Tip:  If you have 11, doubling down is a 

good bet, as long as the dealer does not 

have an Ace showing.  Itôs also a good bet 

to double down if you have a 10 and the 

dealer has 9 or lower. 

Splitting ï If you are dealt a pair, you have the 

opportunity to ñsplitò them, thus making two separate 
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hands.  If you do this, a second bet equal to your original 

bet is automatically added to the table.  You then play 

each of those hands, in turn, as you would any other 

hand.  To split your hand, click ñSplitò.  This button will 

only appear if splitting is an option. 

Tip:  Never split 4s, 5s or 10s.  Always split 

8s and Aces.  See the strategy chart later in 

this chapter for more details on splitting. 

Surrendering ï If you are not happy with the way your 

hand looks after your initial two cards, you can surrender 

your hand.  Surrendering your hand forfeits half your bet 

and ends your hand. 

Your turn is not over until you either stand, surrender or bust. 

The Dealerôs hand 

Once the players are finished with their hands, it is the 

dealerôs turn to play.  He starts by flipping over his hole card.  

The dealer must hit or stand, but he must do so according to a 

set of rules. 

If the dealer has 16 or lower, he must hit. 

If the dealer has 17 or higher, he must 

stand. 

If the dealer has a soft 17, that is an Ace 

and any number of cards totaling 6, he 

must hit. 

Winning and losing 

A Blackjack can only be received on an initial deal.  To get a 

Blackjack, you must be dealt an Ace and a 10 or a face card.  

A Blackjack pays 3 to 2. 

All other wins pay even money.  To win, a player must have 

a higher hand value than the dealer. 

When a player and the dealer tie, it is called a push.  In a 

push, the player does not win or lose any money. 

If the dealer busts (goes over 21), all hands still in action win. 
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ODDS 

There are many odds charts for Blackjack.  We have included 

the following charts for you to reference. 

This chart shows event frequency percentages. 

Event Frequency 

Player wins 44% 

Dealer wins 48% 

Push (tie) 8% 

Player dealt Blackjack 5% 

Dealer dealt Blackjack 5% 

Dealer has BJ (with Ace 

showing) 

32% 

Player busts when hits with 16 61% 

Player busts when hits with 15 59% 

Player busts when hits with 14 56% 

Player busts when hits with 13 52% 

Player busts when hits with 12 48% 

   From fastodds.com 

The following chart shows Player Advantage percentages 

when using basic strategy versus the dealerôs up card. 

Dealer 

Up card Dealer Bust % 

Player Advantage % with 

Basic Strategy 

2 35.3% 9.8% 

3 37.56% 13.4% 

4 40.28% 18.0% 

5 42.89% 23.2% 

6 42.08% 23.9% 

7 25.99% 14.3% 

8 23.86% 5.4% 

9 23.34% -4.3% 



 

18 

10-K 21.43% -16.9% 

A 11.65% -16.0% 

   From homepokergames.com 

STRATEGY 

There are several strategies you can follow to increase your 

odds in Blackjack.  In addition to some basics included in this 

section, we have also included a basic strategy chart to follow 

that tells you when to hit, stand, split and double down. 

Doubling down can be to the playerôs advantage when the 

dealer has a weak hand (4-6 card showing) or when the 

player has a strong hand (a hand total of 11). 

In certain instances, splitting pairs is very advantageous to the 

player because it gives the player a chance to win more 

money.  The chart at the end of this section provides details 

on when to split pairs. 

One important thing to remember is that there are four times 

as many cards with a value of 10 than any other.  Therefore a 

player should assume that the next card dealt is going to have 

a value of 10. 

Surrendering is a somewhat controversial option.  There are 

some proponents of surrendering under certain 

circumstances, however most players recommend you never 

surrender unless you are counting cards.  The following is a 

list of times when you may wish to consider surrendering. 

If the dealer shows 10 and you have a 15. 

If the dealer shows 10 or A and you have 

a 16 (except a pair of 8s.) 

If the dealer shows 10 and you have a 

pair of 7s. 
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BLACKJACK BASIC STRATEGY CHART- for 4 or more decks, 

where dealer hits on a soft 17. 

YOUR HAND YOUR ACTION 

Hard hands 

7 or less Always Hit 

8 Always Hit 

9 
Double if dealer shows 3-6; 

otherwise, Hit. 

10 
Double if dealer shows 2-9; 

otherwise, Hit. 

11 

Always Double, unless 

dealer shows an Ace, then 

Hit. 

12 
Stand if dealer shows a 4-6; 

otherwise Hit. 

13-16 
Stand if dealer shows 2-6; 

otherwise, Hit. 

17-20 Always Stand. 

ñSoftò hands 

A2 - A3 
Double if dealer shows 5-6; 

otherwise, Hit. 

A4 - A5 
Double if dealer shows 4-6; 

otherwise, Hit. 

A6 
Double if dealer shows 3-6; 

otherwise Hit. 

A7 

Double if dealer shows 3-6; 

Stand if dealer shows 2, 7, 

8; Hit if dealer shows 9-

Ace. 
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A8 - A9 Always Stand. 

ñPairsò 

2,2 ï 3,3 
Split if dealer shows 4-7; 

otherwise Hit. 

4, 4 Always Hit. 

5, 5 
Double if dealer shows 2-9; 

otherwise, Hit. 

6, 6 
Split if dealer shows 2-6; 

otherwise, Hit. 

7, 7 
Split if dealer shows 2-7; 

otherwise Hit. 

8, 8 Always Split. 

9, 9 
Stand if dealer shows 7, 10, 

A; otherwise, Split. 

10, 10 Always Stand. 

A, A Always Split. 
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BRIDGE 

Back in the 16
th

 century, the beginnings of a game very much 

like Bridge began to appear.  This card game was called 

Whist and is still very popular in Great Britain.  Even more 

similar in nature to Bridge than Whist is Russian Whist.  It is 

not entirely clear when Bridge made its way to the United 

States but the game as we know it (also called Contract 

Bridge) was made popular by Harold Vanderbilt in 1925. 

OBJECT OF THE GAME 

Reel Deal Card Games offers Contract Bridge (from here on 

in simply referred to as Bridge). The object of Bridge is to 

score the most points, which usually, but not always, includes 

winning the rubber.  A rubber consists of three games, the 

winner being the team that wins two games.  A game is 

played until a team reaches 100 or more points from their 

contract bidding and can take more than one deal, depending 

on the bids that are made. 

HOW TO PLAY 

Bridge is played with 2 partnership teams with partners 

sitting across from each other.  Players are referred to by their 

seat positions of North, East, South and West, with 

North/South partnering and East/West partnering.  The game 

is played with a standard 52-card deck and consists of 

bidding and taking tricks. 

Cards are dealt, one at a time, to each of the four players, 

beginning with the player to the dealerôs left.  After the cards 

are dealt, bidding begins. 

Card Ranking 

Cards are ranked from 2 (the lowest) to Ace (the highest) 

both within trump and non-trump, with trump always 

outranking non-trump. 

In addition to card ranking, bridge also ranks suits, so that 

some suits are more valuable as trump (and thus worth more 
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points) than others.  The suits, in order from lowest to 

highest, are Clubs, Diamonds, Hearts, Spades, NT 

(No Trump).  This suit ranking comes into play when bidding 

and scoring. 

Bidding 

Bidding begins with the dealer and continues clockwise 

around the table.  In Bridge, bids are made using a number 

and a suit (or NT).  The suit represents trump (or no trump in 

the case of a NT bid) and the number represents the number 

of tricks over 6 that you think you can winðso the lowest 

numbered bid would be a bid of 1 (stating you think you can 

win 7 tricks) and the highest numbered bid that can be made 

would be a bid of 7 (stating that you can win all 13 tricks). 

Since bids are made as a combination of numbers of tricks 

plus the trump suit, you must declare both when making a 

bid.  Each bid that is made must be higher than the last bid 

made.  Since suits are ranked, you do not necessarily need to 

jump numbers to make a higher bid.  For example, a bid of 

2 would outrank a current bid of 2.  However, if the 

current bid was 2 and you wanted to bid in Hearts, you 

would need to make a bid of 3 to make a valid bid.  The 

suits, in order from lowest to highest, are Clubs, 

Diamonds, Hearts, Spades, NT (No Trump). 

In addition to making a regular number/suit bid, you may also 

make a bid of ñDoubleò (when responding to an opponentôs 

bid) or ñRedoubleò (when responding to a bid that has 

already been ñdoubledò).  A bid of ñDoubleò means that you 

are betting double that the opposing team will not make the 

bid that was just made (if that bid were to be the winning 

bid).  A bid of ñRedoubleò basically says that you are bidding 

double the ñdoubleò bid that your team will  successfully 

make the bid (and get quadruple points for doing so).  

Doubling and redoubling only counts towards the last bid 

made and is cancelled out if a higher bid is made after the bid 

of double or redouble.  Basically, doubling and redoubling 

affects scoring by increasing the amount won or lost. 
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If you do not wish to make any bid, you may ñPass.ò  (If 

everyone passes during the first bidding rotation, the cards 

are reshuffled and redealt.)  You may ñPassò once but upon 

your next turn you may decide to bid, if bidding is still going.  

Usually the reason to bid after having previously passed is to 

answer your partnerôs bid.  You may not have good enough 

cards in your hand to warrant an opening bid, but you may 

have enough supporting cards to counter bid with your 

partner. 

Bidding continues until everyone after a bidder has passed.  

Therefore, 3 people must pass in order for the last bid to be 

the winning bid.  The winner of the bid is the person who first 

called the ñsuitò of the winning bid.  For example, if South 

bid 2, West passed, and North countered with 3, and then 

East, South and West all passed, 3 would be the winning 

bid, but South (because he was first person on the bidding 

team to bid ) would be the winner of the bid.  The winner of 

the bid is called the ñdeclarer.ò 

Bidding in bridge is a kind of dance between partners.  What 

you bid conveys to your partner (and everyone else at the 

table) what kind of cards are in your hand.  For those of you 

familiar with Bridge, Reel Deal Card Games uses the ñACBL 

Standard Yellow Cardò rules for the computer characters 

when they are bidding.  For basic bidding strategies, see the 

Strategy section at the end of this chapter. 

Game Play 

The bridge hand plays out with only 3 playersðhowever, all 

four sets of cards are played.  The declarerôs partner is called 

the ñdummy.ò  The bidder plays both his own cards and the 

dummy hand. 

The player to the left of the declarer leads the first trick and 

play continues clockwise around the table.  When itôs the 

ñdummyôsò turn, the dummy lays his cards onto the table for 

everyone to see.  The declarer plays the ñdummyò hand when 

itôs the dummyôs turn and his own hand when itôs his turn. 

In Bridge, players must follow suit, if possible.  If a player 

does not have the suit led, he can play any other card, 
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including trump.  The person who played the highest trump, 

or if no trump was played, the highest card of the suit led, 

wins the trick.  The winner of a trick leads the next trick.  

Play continues in such a manner until all 13 tricks have been 

played. 

SCORING 

A Bridge game is played in a rubber.  A rubber is won by the 

first team to win 2 games.  It can take more than one hand to 

win a game. 

Each hand of Bridge is scored in 2 partsðñabove the lineò 

and ñbelow the lineò.  ñBelow the lineò points count toward 

winning the game, while ñabove the lineò points do not. 

ñAbove the lineò points are points won for winning 

overtricks (tricks over the number you bid) or points lost for 

not winning enough tricks to make your bid (undertricks) 

plus bonus points. 

ñBelow the lineò points are points you score towards 

winning the game.  These are the points you get when you 

successfully fulfill your contract.  Once a team reaches 100 

points ñbelow the line,ò they win the game.  But donôt forget, 

the whole Bridge game doesnôt end until you finish a rubber. 

If a team does not score 100 points ñbelow the lineò in one 

deal, the points are carried over to the next hand until one 

team reaches 100 points.  Once a team wins a game, the next 

game begins with both teams at 0 points ñbelow the line.ò  

However, any ñabove the lineò points earned are carried over 

between games in the rubber. 

Once you have won a game, you are vulnerable.  Being 

vulnerable increases your bonuses and penalties.  If your 

team has not yet won a game, you are not vulnerable. 

Below the line scores 

If the declarer successfully fulfills their contract, they earn 

the following points ñbelow the lineò for each trick over 6 

that they bid.  (Any tricks won over the number they bid 

count as ñabove the lineò points.) 
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 For a bid of No Trump, 40 points for the first trick and 30 

points for each additional trick bid and won 

 For a bid of  or , 30 points per trick 

 For a bid of  or , 20 points per trick 

If the bid was doubled, the point total is doubled.  If the bid 

was redoubled, the point total is quadrupled (or x4). 

Since a game is won at 100 points, for a team to win a game 

with one deal, with no doubling or redoubling, they must be 

at a bid of either 3NT, 4 , 4, 5 or 5.  Because the point 

values are higher for hearts and spades, they are called the 

ñmajor suitsò, while clubs and diamonds are called the 

ñminor suits.ò 

Above the line scores 

 If the declarer successfully fulfills a doubled or redoubled 

contract, they score 50 points or 100 points, respectively. 

 If the declarer fulfills their contract and takes any tricks 

over the number they bid, they score the following bonus 

points ñabove the lineò for each trick over the bid, if their 

contract was not doubled or redoubled: 

 and  20 per extra trick 

, , and NT 30 per extra trick 

 If the contract was doubled or redoubled, the value of bonus 

points for overtricks depends on whether or not the declarer 

was vulnerable.  These values are per extra trick. 

 Doubled Redoubled 

Vulnerable 200 400 

Not vulnerable 100 200 
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 If the declarer bid and made a contract of 12 tricks ( a 

ñslamò) or a contract of 13 tricks (a ñgrand slamò),  they 

score bonus points. 

 Slam Grand slam 

Vulnerable 750 1,500 

Not vulnerable 500 1,000 

 If the contract was No Trump and a team had 4 Aces in 

their combined hands, they score a bonus of 150 points.  

These are called ñHonorsò points and this scoring option can 

be turned on or off in the ñGame Settingsò. 

 If a team has the top 5 trump cards (10, J, Q, K, A) in their 

combined hands, they score a bonus of 150 points.  These are 

called ñHonorsò points and this scoring option can be turned 

on or off in the ñGame Settingsò. 

 If a team has 4 of the top 5 trump cards in their combined 

hands, they score a bonus of 100 points.  These are called 

ñHonorsò points and this scoring option can be turned on or 

off in the ñGame Settingsò. 

 The first team to win 2 games scores a rubber bonus.  They 

score 500 points if the other team won 1 game or 700 points 

if the other team did not win any games. 

 If the declarer did not make their contract, points are 

subtracted from their total, ñabove the line.ò  The total 

points lost depends on a teamôs vulnerability and whether 

their contract was doubled or redoubled but not what suit 

they were playing.  If the contract was redoubled, double the 

values given below.  Points are deducted per trick they went 

under their bid. 

 Vulnerable Not vulnerable 

Not doubled 100 50 

Doubled-1st under 200 100 

Doubled-2nd/3rd 300 200 

Doubled-4th + 300 300 
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STRATEGY 

Evaluating your hand 

Bidding is a key part of Bridge.  Underbidding can deny you 

the score to win the game.  Bidding also gives information to 

your partner about your hand. When deciding if or what to 

bid, determine the strength of your  hand by considering these 

factorsðhigh cards and shortness of suits (i.e., voids, 

singletons and doubletons).  The most common way to 

evaluate your hand is by assigning points to certain cards (or 

lack thereof). 

Count High Card points as follows: 

Ace = 4 pts.   King = 3 pts.   Queen = 2 pts.   Jack = 1 pt. 

Count distribution points as follows: 

Void = 3 pts.    Singleton ( 1 card in a suit) = 2 pts. 

Doubleton (2 cards in a suit) = 1 pt. 

For example, the hand  A Q 9 6   K Q 8 7  J 10 7 4   5  

would be worth 14 points. 

As a general rule of thumb, a team needs at least 26 points to 

be at game in NT, , or  and at least 29 points for  and .  

The higher points needed for the minor suits are due to the 

fact that you need to take an extra trick. 

A team should have at least 8 trump total in order to have a 

suit contract.   

A good online bridge bidding and strategy reference can be 

found at www.rpbridge.net/bbtc.htm. 

Opening bidding 

Generally a hand worth 13+ points is worth giving an 

opening bid.  If you have a suit with 5 or more cards, bid it at 

the 1 level.  If you have more than one with an equal 5 or 6 

card length,  open with the higher one. 

If your longest suit is 4 cards, open with your longest minor 

suit ( or ) at the 1 level.  If both your minors have 4 cards, 

open with the suit that has stronger cards.  If both have equal 

cards, open with 1; this is considered standard procedure. 
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With a well balanced hand, consider opening the bid with 

NTð1NT for 15-17 points, 2NT for 20-21 points, and 3NT 

for 25-27 points.  These should be high card points, not 

distribution points, as those donôt have any affect if there is 

not a trump suit. 

If you have at least 22 points in your hand and a long suit (5 

or more), you should open 2.  This is an ñartificialò bid 

meant only to tell your partner you have 22+ points and that 

you should be at game and that you need to find a suit.  This 

is a common practice bid in many bidding systems. 

If you are not the opening bidder, but are the first person 

bidding from your team (you are the defenders), you can still 

bid.  Your opening bid can be one of the following: 

 If you have a 5+ card suit (that is not the same as the 

openerôs) and you have 10-15 points and decent strength 

in the suit, bid your suit at the lowest level possible. 

 If you have a 5+ card suit (that is not the same as the 

openerôs) and you have 16-18 points and decent strength 

in the suit, bid your suit at the lowest level possible or 1 

higher. 

 If you have 15-17 high card points and a balanced 

hand, bid 1NT. 

 If you donôt have a 5+ card suit (that is not the same as 

the openerôs) but you have 13-18 points, you can 

respond to an openerôs 1 suit bid with a ñdouble.ò  If you 

have 19+ points you can give a ñdoubleò response to a 

higher opening hand.  This ñdoubleò bid tells your 

partner you have points but no long suit and to respond 

to your bid. 

Responding to bidding 

If your partner opens with a 1 suit bid: 

 You need to have at least 6 high card points to 

respond. 



 

 29 

 Donôt count distributional points, especially if they are 

in the suit that your partner bid. 

 If the bid is in a major suit (this tells you he has at 

least 5 in that suit) and you have support in that suit (3+ 

card) and at least 6 points, you should respond. 

 If you donôt have support in that suit, but have at least 

4 cards in a different suit, you should respond in the 4 

card suit at the 1 level, if possible.  If itôs not possible to 

bid at 1, increase to 2 if you have at least 11 points. 

 If you donôt have at least 6 points, then pass. 

If your partner opens with 1NT, and you have a major suit 

with 5+ cards in your hand: 

 If you have 1-7 points, bid 2 in that suit. 

 If you have10+ points, bid 3 in that suit. 

 If you have 10+ points with 6 or more cards in a suit, 

then bid at the 4 level. 

 When responding with a suit bid, you can count 

distributional points. 

If your partner opens with a 1NT bid and you donôt have a 

major suit with 5+ cards, you will most likely be better off 

considering a NT bid. 

 When counting points for a NT bid, only count high 

card points. 

 If you have 7 points or less, pass, because you donôt 

have enough points to help. 

 If you have 8-9 points, you might have enough points 

to be at game (depending on if your partner had the 

minimum or maximum number of points to open 1NT), 

so bid 2NT.  Let your partnerôs response tell you if he 

has enough points to be at game.  If he doesnôt have 

enough points to be at game, he will pass in response to 

your bid. 
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 If you have 10+ points, you are at game and should 

bid 3NT. 

If your partner gives you an artificial 2 opening bid, present 

him with your strongest suit.  If two suits are equal, bid the 

higher of the two.  For details on an artificial 2 bid, see the 

Opening Bidding section above. 

Playing the game 

If you are the defender, try not to trump your partnerôs win.  

Save your winner for another trick. 

If you are the declarer, remember you are playing both your 

hand and your partnerôs hand (one is the dummy).  (This is 

only true if you are playing with all computer generated 

characters.  If you are playing with real people, you will only 

play both hands if your partner is the dummy, otherwise your 

partner will be playing.) 

 Try to finesse high cards from your opponents.  If the 

dummy is North and has Q, 10, 3  and you are South 

and have A, J, 9, 5, you can lead with the 10 from 

North (if North has the trick lead) and try to pull the K 

from East (if he has it).  If East plays the K, you can play 

the A from South.  If East does not play the K you can 

still play the A or play the 9 or 5 and hope that West 

doesnôt have the K.  If he does, itôs only one trick and the 

A, Q, and J are now the highest hearts out there. 

 Generally, lead with low cards into your opposite 

handôs high cards.  For example, if dummy North has 

K-x-x and South has A-x-x and North has the lead,  if 

East plays a trump, South should play a low spade.  If 

East follows suit, play the Ace.  Lead the next hand with 

one of Southôs low spades, and then win with the king 

from North. 

ADVANCED STRATEGY 

For advanced Bridge strategy, you may want to read the 

ACBL Standard Yellow Card System booklet that was used 
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for this game.  You can find a copy of this on the web at 

www.math.northwestern.edu/~xia/yc.bid. 

Slam bidding 

Advanced bidders sometimes employ a strategy to determine 

if their team should bid a slam or grand slam.  They usually 

do this if they feel they have a strong hand and that together 

you both might have enough points to bid a slam or grand 

slam.  A team needs 33+ points to win a slam bid and 37+ 

points to win a grand slam.  These strategies are called the 

Blackwood convention and the Gerber convention. 

The Blackwood convention occurs in response to a suit bid.  

If your partner jumps to a 4NT bid from your suit bid, he is 

asking how many Aces you have in order to determine if a 

slam or grand slam bid is possible.  In this case, your next bid 

tells him how many Aces you are holding. 

# of Aces Bid you should make 

0 or 4 5 

1 5 

2 5 

3 5 

Based on your answer, he can then ask you how many Kings 

you have.  He would do this by responding to your bid with a 

5NT bid.  You would convey the number of Ks in your hand 

using the same system as above, only at a 6 level. 

The Gerber convention is very similar to the Blackwood 

convention, only it is in response to a 1NT or 2NT bid.  If 

your partner jumps to a 4 bid from your 1NT or 2NT bid, 

he is asking how many Aces you have in order to determine if 

a slam or grand slam bid is possible.  In this case, your next 

bid tells him how many Aces you are holding. 

# of Aces Bid you should make 

0 or 4 4 

1 4 
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2 4 

3 4NT 

Based on your answer, he may respond with a 5 bid.  With 

this bid, he is now asking you how many Ks you have in your 

hand.  Respond using the same system you used to 

communicate Aces, only at the 5 level.  Your response will 

tell your partner where and at what level his next bid should 

be. 
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CANASTA 

Canasta originated in Uruguay in the late 1930s, then spread 

in South America and finally to the United States.  By the 

1950s, Canasta was a widely played card game here in the 

U.S. 

OBJECT OF THE GAME 

The object of Canasta is to be the first team to reach 5,000 

points.  This is done primarily by making melds with your 

partner. 

HOW TO PLAY 

In Reel Deal Card Games, Canasta is a 4-person game 

played in 2 partnerships.  It uses 2 standard 52-card decks 

plus all 4 Jokers, thus using a total of 108 cards.  Twos (2s) 

and Jokers are wild.  Four through Ace (4-A) are called 

naturals.  Threes (3s) are special cards. 

Threes (3s) have two roles in Canasta.  The red 3 is a bonus 

card.  This card, when picked, is immediately placed into 

your player area in the spot for red 3s.  If you are dealt this 

card or pick it from the stock pile, you replace it with another 

card once you have placed it onto your playing area.  Red 3s 

are worth 100 points each during scoring.  The black 3 is also 

a special card.  This card cannot be melded with any other 

cards except other black 3s and it cannot be melded until 

your final playðthat is, until you go out. 

The goal is to make melds and canastas with your cards.  In 

Canasta, a meld is a set of at least 3 cards of the same rank.  

A canasta is a meld of at least 7 cards (all 7 cards of the same 

rank).  Melds and canastas can contain wild cards (2s and 

Jokers), but canastas made without any wilds are worth more 

points.  The one exception are melds of black 3s.  These 

melds cannot contain wild cards. 

The first team to 5,000 points wins.  This takes several hands.  

A hand ends when one team goes outðthat is, when one 
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player on the team plays all of the cards in their hand.  There 

are certain conditions that must be met before a team can ñgo 

out.ò 

Partners sit across from each other and play to a common 

area on the table (in front of one of the partners).   Each 

player is dealt 11 cards.  The remaining cards are put into a 

pile called the stock, in the center of the table.  Next to the 

stock is the discard pile. 

After the cards are dealt, any red 3s in anyoneôs hand are 

automatically put onto the ñred 3ò space in their playing area.  

Cards are then replenished from the stock pile to bring the 

playerôs hand back up to 11. 

The hand begins with the player to the left of the dealer and 

continues clockwise around the table.  Each player follows 

the same set of actions on his turn. 

Initial melds 

During his turn, a player first picks up a card from the stock 

pile.  After picking up a card, he can play cards to his playing 

area, if desired.  However, a team cannot play any cards until 

they can make an initial meld.  This initial meld must be 

worth a specified value and can consist of 1 or more melds.  

The value of the initial meld is determined by the number of 

points the team currently has. 

If your team cumulative 

score isé. 

Your our initial  meld must 

be worthé 

Negative 15 

0-1495 50 

1500-2995 90 

3000 or more 120 

To figure the value of your meld(s), add up the point values 

of the cards (shown below) being used in the melds.  

Remember, you can use wild cards (2s and Jokers) to form 

melds, if you wish. 
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4, 5, 6, 7 and black 3s 5 pts. 

8, 9, 10, J, Q, K 10 pts. 

Ace and 2 20 pts. 

Joker 50 pts. 

 

Game play 

Once a player on a team has melds worth enough points to 

make the initial meld, he lays it onto his team playing area.  

(This can be done after he starts his turn by picking up a card 

from the stock pile.)  Lay cards onto their numbered space in 

your playing area.  To lay a card onto the table, you can 

right-mouse click it.  If the card is a wild (and could therefore 

go anywhere in your playing area), you must drag and drop it 

to the space you want it. 

When a player is done laying cards on the table (either during 

an initial meld or during a subsequent play), the final part of 

their turn is to discard a card from their hand.  You must 

always discard a card, except if you are going out.  To 

discard a card, you must drag and drop it onto the discard 

pile.  (Right-mouse clicking on a card plays it to your playing 

area.) 

Each playerôs turn consists of the same stepsðpick up a card 

from the stock, play cards to the table (if possible or desired), 

then discard. 

Under some circumstances, you might be able to pick up a 

card from the discard pile instead of picking one up from the 

stock pile.  When you pick up a card from the discard pile, 

you are picking up the whole pile.  However, you can only 

pick up a card from the discard pile if you can immediately 

play the top card to your playing area.  You can play this top 

card either by adding it to a meld already in your playing area 

or by creating a new meld with cards already in your hand.  

You may not use other cards in the discard pile to play the top 

card.  You must be able to play the top card without the help 

of any other cards in the discard pile. 



 

36 

To pick up the top discard, click on the card.  This card will 

be picked up and automatically played to the matching spot 

on your playing area.  The rest of the discard pile will not be 

put into your hand until you have played the top discard.  If 

the top card is part of a new meld, you must play at least 2 

cards in your hand with it before the play is considered 

complete.  Once you have finished melding the top card, the 

rest of the cards will be added to your hand. At this time, you 

may play any of the other cards to your playing area. 

You may use wild cards already in your hand to make melds 

with the top discard unless the discard pile is frozen.  A 

discard pile becomes frozen when someone discards a 2 or a 

Joker.  If the discard pile is frozen, you can only pick up the 

top discard if you can make a meld with it using 2 natural 

cards already in your hand.  In other words, you must be able 

to make a meld with it using no wild cards from your hand. 

Play continues around the table in the same manner until one 

player ñgoes outò, or plays all of his cards.  Before a player 

goes out, the team must have at least 1 canasta (meld of 7 or 

more cards of the same rank) in their playing area.  When you 

are able to go out, you have the chance to ask your partner if 

itôs alright with them if you go out.  Asking your partner is 

optional, however, if you decide to ask him, you must obey 

his answer.  Therefore, if your partner says ñno,ò then you 

must not go out.  One reason your partner might say ñnoò 

would be if he has a strong hand, such as a canasta, that he is 

ready to lay onto the table. 

In rare instances, a team can ñgo outò without ever having 

melded onto the table.  This is called ñgoing out concealedò.  

This happens when one player has all melds in his hand and 

can play them all at once.  Remember though, in this instance 

one single player must have enough meld points in his hand 

to cover the initial meld and must have a canasta.  He must 

have all this without any help from his partner.  This is worth 

extra points. 

Once a team goes out, the hand ends and scores are tallied. 
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SCORING 

Points are scored for both teams.  Scores can be in the 

negative numbers since points are subtracted for cards still 

remaining in your hand when somebody goes out.  Even the 

partner of the person who went out has his cards subtracted. 

Each card played to the table in a meld is worth pointsðeven 

those in canastas.  The bonus points you get for canastas are 

in addition to the regular point values for the cards. 

Add the following points for each card as follows: 

4, 5, 6, 7, and black 3s 5 pts. 

8, 9, 10, J, Q, K 10 pts. 

Ace and 2 20 pts. 

Joker 50 pts. 

Red 3s 100 pts.  

 (800 for all 4) 

 

Add the following bonus points: 

Going out 100 pts. 

Going out (with a concealed hand) 10 pts. 

Mixed canasta, each (includes Wilds) 300 pts. 

Natural canasta,  each (NO Wilds) 500 pts. 

 

Subtract the following points: 

Card points left in hand varies 

Per red 3, if team made NO melds 100 pts. 

If have all 4 red 3s but NO melds 800 pts. 

 

The first team to reach 5,000 points wins the game. 
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STRATEGY 

Since canastas are worth a lot of bonus points, work with 

your partner to make as many canastas as possible.  This ends 

up scoring you more points than making lots of smaller 

melds.  (Though, by all means, donôt ignore the smaller 

melds.) 

The more cards you have in your hand, the better, because it 

gives you more opportunities to be able to pick up the discard 

pile.  Keeping this in mind, it is often better to hold on to 

smaller melds since they might allow you to pick up the 

discard pile later when you want it. 

Try not to discard cards that your opponents can immediately 

add to their existing melds.  This allows them to pick up the 

discard pile and possibly valuable cards included in it. 

Try to remember as many of the cards that go into the discard 

pile as possible.  This becomes more important when your 

opponents pick up the pile.  It helps to remember so that you 

donôt later discard cards that can help them. 

Play your wild cards carefully.  Use them to help get 

canastas.  Otherwise, keep them in your hand so that you may 

use them to help pick up the discard pile when you most need 

it. 

Try to discard lower value cards if you need to discard 

something your opponents can use.  Obviously, the less 

points you give them, the better. 

When taking discard piles, the larger the better.  There are 

often a lot of valuable cards in a large discard pile. 

If you have a lot of cards that your opponent can use, 

consider freezing the discard pile by playing a Wild.  

Freezing the pile makes it hard to pick up, thus making it 

safer for you to discard cards you know your opponents could 

use. 
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CRAZY EIGHTS 

Crazy Eights is a very popular game and is played in many 

countries around the world, although in some it has different 

names, such as Crates, Swedish Rummy or Switch.  There are 

also many variations of this game, the most well-known 

being the commercial game Uno. 

OBJECT OF THE GAME 

The object of Crazy Eights is to be the first person to get rid 

of all of your cards by matching your cards to the cards in the 

discard pile. 

HOW TO PLAY 

In Reel Deal Card Games, Crazy Eights is played with 4 

players and uses a  52-card deck with 4 different colors 

(instead of suits).  Eights are wild.  Each player is dealt 5 

cards.  The remaining cards are put in a pile, face-down in the 

center of the table; this pile is called the stock.  The top card 

in the pile is then flipped face-up and placed next to itðthis 

is the discard pile. 

Play moves clockwise around the table beginning with the 

player to the dealerôs left.  The first player looks at the card 

on the table and must place a card from his hand onto the 

discard pile.  Which cards can be discarded depends on the 

top card in the discard pile.  Your discard must either be the 

same rank or of the same color as the top card showing or an 

8.  When you discard an 8, you need to declare which color 

you want it to be, so that the next player knows which color 

he can play.  To declare color, click on the desired color on 

the 8 you have discarded. 

If you do not have the number or color shown or an 8, then 

you must pick up a card from the discard pile and keep 

picking cards until you have a card you can discard. 
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Note: You may choose to pick cards from 

the stock pile, even if you have a card that 

can be played. 

After a player discards a card, it is the next playerôs turn.  

Play continues around the table with players picking up cards 

(as needed) and discarding them.  The hand is over when a 

player has discarded all of the cards in his hand.  If no scoring 

option has been selected in ñGame Settings,ò then the first 

person to play all of his cards is declared the winner. 

SCORING 

If you wish, you can keep score by selecting the desired point 

total (100, 200, 300, or 400) in ñGame Settingsò.  If you 

select a point total, you play multiple hands until one player 

has reached the selected total.  The first person to reach this 

score is the winner. 

Scoring takes place after one player has played all of his 

cards.  The cards remaining in all other playersô hands are 

totaled and added to the cumulative total of the player who 

went out. 

Card values are as follows: 

8 50 pts. 

Face cards 10 pts. 

Aces 1 pt. 

All other cards Face value 
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CUCKOO 

Cuckoo is a card game played both in Great Britain and the 

United States.  It is also sometimes known as Screw Your 

Neighbor and Chase the Ace.  In Reel Deal Card Games, 

Chase the Ace is a variation available in the game. 

OBJECT OF THE GAME 

Each player starts off with 4 tokens  The object of Cuckoo is 

to be the last person at the table with tokens.  The person with 

the lowest card at the end of each hand, loses a token.  The 

last player at the table with tokens wins the game. 

HOW TO PLAY 

In Reel Deal Card Games, Cuckoo is played with 4 players 

and uses a standard 52-card deck.  Cards are ranked from 

King (high) to Ace (low).  Each player starts the game with 4 

tokens. 

Each player is dealt 1 card.  Any Kings are immediately 

turned face up onto the table.  The player to the left of the 

dealer is given the opportunity to either keep the card he was 

dealt or to swap cards with the player to his left.  Play moves 

clockwise around the table with each player either keeping 

his card or swapping cards with the player on his left.  The 

dealer can either keep his card or draw a new card from the 

deck. 

Note: You cannot swap cards with a player 

who has a King showing, therefore, if the 

player to your left has a King, you must 

keep your card. The dealer, however, can 

always draw a new card from the deck 

unless he has a King. 

The person with the lowest card at the end of the hand, loses 

a token.  Each hand continues as previously explained until 

one player loses all of his tokens, at which time the game 
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continues on with the remaining 3 players.  Play continues 

until only 1 player still has tokens. 

If more than one person is tied with the lowest card, all 

players with the low card lose a token. 

A variation for the game is ñChase the Aceò.  If you select 

this option in ñGame Settingsò, a player will lose 2 tokens if 

they end up with an Ace. 
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CRIBBAGE 

There is some question as to the date and origin of Cribbage 

but credit is generally given to a man named Sir John 

Suckling who is said to have created it in the early 1630s.  It 

is often played in English pubs.  Cribbage uses a board and 

pegs to keep score. 

OBJECT OF THE GAME 

The object of Cribbage is to be the first person to make it to 

the end of the Cribbage board by scoring 121 points.  Points 

are scored during play and during a specific scoring time. 

HOW TO PLAY 

Cribbage is played with a standard 52-card deck and uses a 

special board, called a Cribbage board, to keep score.  Reel 

Deal Card Games offers 2-player, 3-player and 4-player 

versions of the game.  This section will explain the more 

popular 2-player version of the game.  Differences in the 

3-player and 4-player versions can be found in the 

ñVariationsò section at the end of the chapter. 

A Cribbage game consists of multiple hands.  A hand consists 

of 2 partsðplay and scoring.  Players can score points during 

hand play and then again at the end of each hand during the 

scoring.  The first player to reach the end of the Cribbage 

board by scoring 121 points (or more), wins the game.  The 

2-player version offers the option to play a 7 game match.  If 

this option is selected in ñGame Settings,ò the first person to 

win 7 games is the winner. 

Card values in Cribbage are:  Aces are 1, face cards are 10, 

and all other cards are face value. 

Cards rank from Ace (low) to King (high).  Aces can only 

count in sequences of A-2-3, not in Q-K-A. 

Six cards are dealt to both players.  The rest of the cards are 

placed face down on the table.  Each player must select 2 

cards to discard.  These discards are put into the ñcrib.ò  The 
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dealer gets to score points for the cards in the crib during the 

scoring portion of the hand.  Keep this in mind when 

choosing which cards to put into the crib.  If you get the crib, 

you can put points into it.  However, if your opponent gets 

the crib, put as few points as possible (if any) into the crib. 

After the cards are put into the crib, the top card in the face 

down pile is flipped over.  This is called the starter card.  

The starter card is used later during the scoring portion of the 

hand.  If the starter card is a Jack, the dealer scores 2 points 

and moves his peg 2 spaces on the board.  This is called 

heels. 

Evaluating your hand 

There are many ways to get points in Cribbage.  You need to 

calculate the value of your hand before you can decide which 

cards to put into the crib. 

Points are scored, both during play and scoring, for: 

 totals of 15 and 31 (the latter during game play only) 

 pairs, triple, quads 

 runs (3 or more cards in consecutive order) 

 flushes (4-5 cards of the same suit, during scoring only) 

Look at your hand and see what cards you have.  Do you 

have any cards that when added together equal 15?  Do you 

have 2 or more of the same ranked card?  Do you have any 3 

or 4 card runs?  Cards can be counted more than once if they 

make more than one scoring combination.  For example, look 

at the following 6 card hand:  2, 5, 7, 8, 9, K (suits are not 

important).  You have the following scoring combinations: 

5 + K = 15 

7 + 8 = 15 

7, 8, 9 = run 

With the handð3, 6, 6, 7, 8, 10  you have the following 

scoring combinations: 

3 + 6 + 6 = 15 

7+ 8 = 15 
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Double 6s = pair 

6, 7, 8,  = run 

Once you have determined all the possible scoring 

combinations, add up their point values.  Determine which 

combinations will give you the most points while giving your 

opponent (if he has the crib), the least.  If you have the crib, 

you can elect to put some points into the crib if you want to. 

See the Scoring section for point values. 

Game Play 

After the cards are put into the crib, the player to the left of 

the dealer plays a card.  Cards are played one at a time 

clockwise around the table, until the total of the cards played 

equals 31 or until nobody can play a card because the total 

would go over 31.  At this point, play continues with the 

count starting at 0 again. 

You score these points immediately during play, if at any 

time you play a card that: 

 brings the total to 15, you score 2 points. 

 is of the same rank as the card that was just played, you get 

2 points for a pair.  (If itôs the 3
rd

 card of the same rank, you 

get 6 points for pair royal.  The 4
th

 card of the same rank is a 

double royal pair and is worth 12 points.) 

 is the 3
rd

 card or more to a run, you score the same number 

of points as the number of cards in the run.  For example, if 

you play a 9 after an 8 and 7 have been played, that would be 

the 3
rd

 card to a run, so you score 3 points. 

 brings the total to 31, you score 2 points. 

 is the last card (no player can play to 31), you score 1 

point. 

If you cannot play a card because you donôt have one low 

enough to keep the total at 31 or lower, click the ñGoò 

button.  (It will flash for you if you donôt have a card you can 

play.)  The next player will have a chance to play a card.  If 

he cannot play one either, he clicks ñGoò and gets 1 point. 
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The player who played the last card in the previous round 

(either played to 31 or got the point for ñGoò), plays the first 

card in the next round.  The next round plays the same way.  

Rounds continue until players have played all of their cards.  

The player to play the final card gets 1 point for last card. 

SCORING 

After all cards are played, players show their cards and score 

their points.  Scoring is done one at a time and begins with 

the player to the left of the dealer.  The dealer scores his last 

followed by the crib.  It is possible for someone to win before 

everyone gets to score their hand. 

You score points for all valid combinations in your  hand.  

Your hand includes the starter card. 

Points are scored, as follows: 

 Any combination of 15 scores 2 points. 

 Two cards of the same rank (a pair) scores 2 points.  Three 

cards of the same rank (a pair royal) is really 3 sets of pairs 

and thus scores 6 points.  While 4 cards of the same rank 

would score 12 (because itôs really 6 pair combinations). 

 Three or more consecutive cards is a run and scores the 

same number of points as there are cards in the run.  Thus, a 

run of 6-7-8-9 would score 4.  However, a run of 6-6-7-8 

would score 12 because it is really two separate runs of 6-7-8. 

 A flush (all four cards of the same suit) scores 4 points.  If 

the starter card is also the same suit, this counts as a 5 point 

flush.  *Note: For the crib, only a 5 card flush counts. 

 The Jack of the same suit as the starter card is called Nobs 

and counts for 1 point. 

Look at the following hand:  5-5-6-J-4 (starter).  

This hand would score as followsðFifteen for 2, Fifteen for 

4, Fifteen for 6, Fifteen for 8, Double Run for 14, Pair for 16, 

Nobs for 17.  In this case, the starter card made this a 

wonderful hand! 

The 2-player game allows for the Muggins option to be 

turned on.  With Muggins, a player must calculate his own 
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score (instead of the computer doing it for him).  If you make 

a mistake, you opponent gets the points you missed.  This 

option can be found in ñGame Settingsò. 

VARIATIONS 

In ñGame Settingsò, you can elect to play with 3 players or 4 

players instead of 2. 

With 3 or 4 players, each player is dealt only 5 cards.  Each 

player puts one card into the crib.  In 3 player games, one 

card is dealt to the crib before the starter is flipped over. 

Play is the same with 3 and 4 players as it is with 2, and 

scores are tallied in the same way.  There is no match option 

with 3 or 4 players so in these games the first player to score 

121 points and reach the end of the board wins the game. 

STRATEGY 

Discarding to the crib 

When deciding which cards to put into the crib, consider 

keeping low cards in your hand, especially near the end of a 

close game.  Low point value cards gives you more flexibility 

in playing to 15 and 31, thus gaining points before the scoring 

portion of the hand.  This can be very important if the game is 

close to ending and your opponent is scoring his points first. 

Try not to put pairs and combinations of 15 into the crib.  

This gives your opponent automatic points.  Only do this if 

you have no other options. 

Itôs also best not to put cards that are consecutive or one away 

from each other into your opponentôs crib.  This opens the 

door to a possible run if the right started card is flipped over. 

When discarding to your own crib, itôs good to put in pairs or 

cards that add up to 15.  But donôt necessarily do this if it will 

break up other points in your hand.  Evaluate your hand and 

figure out the different point combinations.  Figure out how 

many points you will get for your hand and for the crib 

(obviously only using the 2 you would put in) and see which 

combinations give you the most points. 
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Game play 

During game play, try to play cards that score you points.  

Aim for pairs and fifteen.  Donôt forget to watch those cards 

for possible runs, as well. 

In 2-player Cribbage, lead a card from a pair.  If your 

opponent plays the same card, you can play the 3
rd

 and get 6 

points. 

 



 

 49 

EUCHRE 

A trick-taking card game, Euchre is played throughout a large 

portion of Canada and the U.S., particularly in the northeast 

and midwest.  It is also played in Britain, New Zealand and 

Australia. 

OBJECT OF THE GAME 

The object of Euchre is to be the first team to score 10 points. 

HOW TO PLAY 

Euchre is played with 2 partnership teams with partners 

sitting across from each other.  The game is played with 24 

cardsð9, 10, J, Q, K, and Ace of each suit. 

Five cards are dealt, one at a time, to each of the four players, 

beginning with the player to the dealerôs left.  After the cards 

are dealt to the players the next card in the pile is flipped face 

up onto the playing table.  This card is the first choice for 

trump. 

Card ranking 

Card ranking in Euchre is much like it is in Pepper.  For 

non-trump suits, cards are ranked from Ace (highest) to 9 

(lowest).  Trump is ranked differently.  The highest ranking 

trump card is the Jack of the trump suit (and is called the 

ñright bowerò).  The second highest ranking trump card is the 

Jack of the other suit of the same color (and is called the ñleft 

bowerò).  After the two Jacks, the cards rank, in order from 

highest to lowestðA, K, Q, 10, 9. 

As an example, if clubs are called trump, the card ranking in 

order from highest to lowest would beðJǃ, Jǂ, Aǃ, Kǃ, Qǃ, 

10ǃ, 9ǃ.  For this hand, the left bower is considered to be 

trump and no longer the suit on the card. 

Bidding 

Bidding begins after the card is flipped upright onto the table.  

This card is the first choice for trump.  Beginning with the 
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player to the dealerôs left, each person is given a chance to 

either claim the upcard as trump or pass.  To make your 

choice either click Pass, Call Trump or Play Alone. 

If anyone calls trump or play alone, the dealer must pick up 

the card and discard another one.  After picking up the card, 

the hand begins.  If everyone passes, then the next round 

gives each player a chance to call a trump of their own.  If 

someone calls trump, the hand begins.  If everyone passes, 

and the ñStick it to the Dealerò option is turned off, the hand 

is over, the cards re-shuffled and re-dealt.  If the ñStick it to 

the Dealerò option is turned on, the dealer is forced to call 

trump.   

If you think that you can take all 5 tricks on your own 

(without any help from your partner),  you can choose to 

ñPlay Aloneò.  The reward for winning a ñPlay Aloneò bid is 

4 points, double the normal points for winning 5 tricks.  

However, if you only take 3-4 tricks, you win 1 point. 

Game Play 

To win a hand, the team that called trump must take at least 3 

tricks.  If they win the hand, they earn 2 points.  If they do 

not, the opposing team wins 2 points. 

The person who bid leads the first trick.  Players must follow 

suit if possible.  If a player does not have the suit led, he can 

play any other card, including trump.  The person who played 

the highest trump, or if no trump was played, the highest card 

of the suit led, wins the trick.  The winner of a trick leads the 

next trick.  Play continues in such a manner until all 5 tricks 

have been played. 

SCORING 

The calling team must win at least 3 tricks to score any 

points.  Scoring is as follows for the calling team: 

ǂ If they win 3-4 tricks, they score 1 point. 

ǂ If they win 5 tricks, they score 2 points. 

ǂ If they win 0-2 tricks, they do not win any points. 
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Scoring is as follows for the calling team playing alone: 

ǂ If the team playing it alone wins all 5 tricks, they score 4 

points. 

ǂ If the team playing it alone wins 3-4 tricks, they score 1 

point. 

Scoring is as follows for the opposing team: 

ǂ If the opposing team wins 3-5 tricks, they are said to have 

ñEuchredò the calling team, and they score 2 points. 

The winner of the game is the first team to get to, or exceed, 

10 points.  (Less points may be required if you change the 

total in the Game Settings section.)  

STRATEGY 

Donôt forget that only 20 of the 24 cards are in play.  Be sure 

to remember which card was flipped up, especially if that is 

the suit that is trump, as it is probably now in the dealerôs 

hand. 

Itôs usually best not to trump your partnerôs Ace, unless of 

course, you only have trump cards left. 

Try not to over-trump your partner, if possible.  This allows 

you to save higher trump cards for times when you otherwise 

might not win the trick. 

 

 



 

52 

GIN 

Gin, also known as Gin Rummy, is a draw and discard style 

card game that has been around for a long time in some 

variation or other.  In its Gin Rummy form, it can be traced 

back to the early 1900s in the United States. 

OBJECT OF THE GAME 

Gin is a draw and discard game where the object is to make 

melds with your cards.  Complete your melds before your 

opponent and with less deadwood and you receive points.  A 

gin match can be played to a set number of points or a set 

number of games. 

HOW TO PLAY 

Gin is played with 2 players and uses a standard 52-card 

deck.  Cards are ranked from Ace (low) to K (high).  Ten 

cards are dealt to each player.  The remaining cards are 

placed into a stock pile and the first card is flipped face-up 

next to it.  The dealerôs opponent gets the first opportunity to 

take the upcard and place it into his hand.  If the opponent 

wants the card, he takes it and places it into his hand, and 

discards another card.  If he does not want the upcard, he 

passes and it is offered to the dealer.  If the dealer wants the 

card, he takes it and puts it into his hand and discards another 

and play passes to his opponent.  However, if the dealer does 

not want the first upcard, he also passes and the first play 

goes back to the opponent who then selects the top card from 

the stock pile. 

To pick a card up off the table or the stock pile, left-mouse 

click on the card.  To discard a card from your hand, either 

drag and drop it onto the table or else right-mouse click it. 

Tip:  To move your cards around in your 

hand, during your turn, left-mouse click on 

a card and drag it to the place in your hand 

where you want it. Then let go of the mouse 
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button.  This allows you to rearrange your 

cards whichever way suits you best. 

Play continues back and forth between players.  On each turn 

the player can either pick up the last discarded card and place 

it into his hand or pick up the top card from the stock pile.  

After putting a new card in his hand, he must discard one 

onto the discard pile. 

Players try to collect cards that make melds.  Melds are runs 

or sets and consist of  3 or more:  consecutive cards in the 

same suit (a run, i.e., 6, 7, 8, 9) or cards of the same 

rank (a set, i.e., 4, 4, 4).  Cards can only be counted as 

part of one meld.  Cards that are not currently part of a meld 

are called ñdeadwood.ò  When the deadwood in your hand is 

equal to 10 or less, you may ñknockò to end the hand.  By 

knocking, you are essentially challenging your opponent by 

saying you think you have less deadwood than he does. 

After you have picked up a card from the table, a Knock 

button appears.  If you want to knock, click the Knock 

button.  After knocking you must discard 1 card.  After 

discarding, the player who knocks lays his cards onto the 

table, showing the melds and laying the deadwood off to the 

side.  His opponent then lays his cards onto the table, 

showing his melds.  Any unmelded cards that can be played 

onto the knockerôs melds count as being melded.  Any 

unmelded cards are deadwood and are put off to the side. 

Deadwood values are compared and used in scoring.  Keep in 

mind that if the person knocking ends up having more 

deadwood points that his opponent, the opponent scores 

bonus points.  If a player knocks when they have ñginò (that 

is, all his cards are melded and there is no deadwood), that 

player gets bonus points. 

Card values 

To know how to count your deadwood points, you have to 

know the value of each card.  In Gin, face cards (Js, Qs, Ks) 

are worth 10 points each.  Aces are either worth 1 or 15, 

depending on your game settings.  All other cards are worth 

their face value. 
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SCORING 

If the player who knocked has less deadwood points than his 

opponent, he scores the difference between the two values.  

For example, Patrick knocks with 4 points in deadwood and 

his opponent, Andy, has 12 points in deadwood.  Patrick 

would score 8 points for that hand. 

If the player who knocked has Gin (all 10 cards are melded), 

he scores a bonus of 25 points in addition to his opponentôs 

deadwood total. 

If the player who knocked has the same or more deadwood 

points than his opponent, his opponent scores the difference 

between the two deadwood values plus a 25 point bonus for 

undercutting the knocker. 

The winner of a Gin match depends on your game settings.  

The winner can be the first player to reach a set score (100, 

500, or 1,000) or the first player to win a set number of 

games (1, 3, or 5).  If you are playing a set number of games, 

the winner of each game is the first person to reach 100 

points.  

VARIATIONS 

In Game Settings, you can choose to play the Oklahoma Gin 

variation.  In Oklahoma Gin, the first card flipped up onto the 

table from the stock pile plays an important role.  In this 

game your deadwood cannot be worth more points than the 

first upcard.  If the first upcard is an Ace, you must have Gin 

to knock.  In addition, if the first upcard is a spade, points for 

the hand are doubled during scoring. 

STRATEGY 

Try to keep track of which discards your opponent picks up.  

This gives you some clue as to which melds he might be 

trying to make and prevent you from discarding cards that 

might help his hand. 

As a general rule, it is usually best not to pick up a card from 

the discard pile unless it completes a meld, as picking up 
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cards gives your opponent a better sense of what not to 

discard in the future, thus making it harder for you to get the 

card you were hoping for when you picked up the discard in 

the first place. 

Try to knock as early as possible.  Donôt always wait until 

you have gin.  The earlier in a hand that you knock, the more 

likely you are to catch your opponent with lots of deadwood.  

The more deadwood he has, the more points you receive. 
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GO FISH 

Go Fish is a simple card game, often thought of as a 

childrenôs game.  There are many different variations of this 

game played with everything from traditional 52-card decks 

to specialized decks of cards. 

OBJECT OF THE GAME 

The object of Go Fish is to collect the most sets of cards.  A 

set is 4 cards of the same rank. 

HOW TO PLAY 

Go Fish is played with 4 players and uses a standard 52-card 

deck.  Each player is dealt 5 cards.  The remaining cards are 

floating around the screen disguised as fish. 

The player to the left of the dealer goes first.  Since the goal 

is to get sets of 4 cards of the same rank, the player looks at 

his hand, chooses a card, then asks any other player if he has 

a card of the same rank.  If the player who is asked has any 

cards of that rank, he must give all of those cards to the 

player who asked.  If the cards received completes a set of 

four, the game will automatically take them from his hand 

and place them on the table in front of him.  If not, he just 

places the cards in his hand and takes another turn.  If the 

player asked does not have any cards of that rank, he states 

that he does not and the asking player must ñgo fishò by 

clicking on any fish swimming around on the screen. 

If the card the player ñfishesò is the same rank that he asked 

for, he places the card in his hand and gets to take another 

turn.  Any other card selected gets placed in his hand and his 

turn ends.  If the card selected completes a set of 4 matching 

cards, the game will automatically remove the set from his 

hand and place it in front of him on the table.  Play proceeds 

in a clockwise manner. 

If a player runs out of cards, new cards are automatically 

added to his hand from the cards still remaining in the fishing 
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pond.  If no cards remain, he sits out for the rest of the game.  

The game ends when all cards have been made into sets.  The 

person with the most sets of cards is the winner. 

To add a little challenge to the game, select the ñTricky Fishò 

option in ñGame Settingsò.  This makes the fish on the screen 

hard to catch.  They will try to swim away from the mouse! 
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GOLF 

Golf is a card game most commonly played in English 

speaking locations such as in the United States, Canada, and 

the United Kingdom.  Four-card and six-card variations are 

offered in Reel Deal Card Games. 

OBJECT OF THE GAME 

As in the sport of golf, the object of the Golf card game is to 

score the lowest number of points after 18 hands (or 

ñroundsò). 

HOW TO PLAY 

In Reel Deal Card Games, Golf is played with 2 players and 

uses a standard 52-card deck.  The value of each card 

depends on whether you are playing the 4-card or 6-card 

version of the game.  See the ñScoringò section below for 

card values. 

4-Card Golf 

In 4-card golf, each player is dealt 4 cards in two rows of 

two. Each player can look at his bottom 2 cards before play 

begins, but must turn them back over before the hand begins.  

The cards cannot be looked at again after play begins.  The 

top 2 cards are not looked at until they are either discarded or 

scored. 

The player opposite the dealer begins the hand by either 

taking the upcard or taking a card from the deck.  If you take 

the upcard, you must play it to one of your piles.  You cannot 

take the upcard and then discard it.  If you take a card from 

the deck, you can either play the card to one of your piles or 

discard it. 

When you place a card onto one of your piles, it is placed 

face down and the previous card that was in that spot is 

discarded face up onto the discard pile.  Once a card is placed 

face down in your hand, you cannot look at it again during 

game play, so it is important to remember what card you 
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played to each pile so you know which ones to replace and 

when to end the hand.   

The hand continues back and forth with players taking turns 

picking up, playing and discarding cards until one player 

decides to ñknockò. 

When you are ready to end the hand, pick up a card from the 

deck and click ñknockò.  You must throw out the card you 

just picked up.  Your opponent gets one more turn and then 

the hand ends, cards are turned over and scores are tallied. 

6-Card Golf 

In 6-card golf, each player is dealt 6 cards in two rows of 

three. Each player must flip over any 2 cards of his choice.  

These cards remain face up during game play.  The other 4 

cards remain face down until they are either discarded or 

scored. 

Note: In 6-card Golf, 2 of the same card in 

a column equals 0 points, therefore, getting 

pairs in a column is desirable. 

The player opposite the dealer begins the hand by either 

taking the upcard or taking a card from the deck.  If you take 

the upcard, you must play it to one of your piles.  You cannot 

take the upcard and then discard it.  If you take a card from 

the deck, you can either play the card to one of your piles or 

discard it. 

When you place a card onto one of your piles, it is placed 

face up and the card below it is then discarded, face up, into 

the discard pile.  You can replace a card in a pile as often as 

you wish. 

Players take turns picking up, playing, and discarding cards 

until one player has all 6 of his cards face up in front of him.  

When this happens, the hand is over. 

Note: If you select the ñAllow Extra Turnò 

option in ñGame Settingsò, then after a 

player has turned over his final card, the 

other player gets one more turn to play.  

With this option off, the hand ends 
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immediately when a playerôs last card is 

turned face up. 

SCORING 

Scores are tallied after each hand for a total of 18 hands per 

game.  The player with the lowest total score after 18 hands 

wins the game. 

In 4-card Golf, players hands are scored as follows: 

ǅ Kings score 0 points 

ǅ Jacks and Queens score 10 points 

ǅ Ace thru 10 score the face value of the card, with Aces 

being worth 1 

In 6-card Golf, players hands are scored as follows: 

ǅ Pairs in a column score 0 points 

ǅ Twos (2s) score -2 points, unless there are a pair of 2s in a 

column, then they count as 0 

ǅ Kings score 0 points 

ǅ Jacks and Queens score 10 points 

ǅ Aces and 3-10 score the face value of the card, with Aces 

being worth 1 
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HAND AND FOOT 

Hand and Foot is a card game very similar to Canasta.  In 

Reel Deal Card Games, Hand and Foot is played with 4 

players in partnerships of two. 

OBJECT OF THE GAME 

The object of is to have the most points after 4 rounds of 

play.  Points are scored primarily by making melds with your 

partner. 

HOW TO PLAY 

In Reel Deal Card Games, Hand and Foot is a 4-person 

game played in 2 partnerships.  It uses 5 standard 52-card 

decks plus all 10 Jokers, thus using a total of 270 cards.  

Twos (2s) and Jokers are wild.  Threes (3s) are special cards. 

Threes (3s) have two roles in Hand and Foot.  The red 3 is a 

bonus card.  This card, when picked, is immediately placed 

into your player area in the spot for red 3s.  If you are dealt 

this card or pick it from the stock pile, you replace it with 

another card once you have placed it onto your playing area.  

Red 3s are worth 100 points each during scoring.  The black 

3 is also a special card.  This card cannot be melded.  It can 

only be discarded.  However, it is a special ñstopperò discard, 

meaning that when a black 3 is the top discard, the next 

player cannot pick it up (like they can with other discarded 

cards). 

Partners sit across from each other and play to a common 

area on the table (in front of one of the partners).  Each player 

is dealt 2 hands of 13 cards each.  The first set of cards is 

called the ñhandò and the 2
nd

 set of cards is called the ñfootò.  

You cannot look at your ñfootò cards until you have played 

all of your ñhandò cards.  The remaining cards are put into a 

pile called the stock, in the center of the table.  Next to the 

stock is the discard pile. 
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After the cards are dealt, any red 3s in anyoneôs hand are 

automatically put onto the ñred 3ò space in their playing area.  

Cards are then replenished from the stock pile to bring the 

playerôs hand back up to 13. 

The hand begins with the player to the left of the dealer and 

continues clockwise around the table.  Each player follows 

the same set of actions on his turn. 

The goal is for you and your partner to make melds with your 

cards.  In Hand and Foot, a meld is a set of at least 3 cards of 

the same rank.  Melds may contain wild cards (2s and 

Jokers), however, they can only contain a certain number of 

wild cards (unless it is a Wild card only meld).  There must 

be at least double the number of real rank cards as there are 

wilds in every meld.  That means, for melds of 3-5 cards, 

only 1 can be a wild.  For melds of 6-7 cards, you could have 

2 wilds. 

The team with the most points after 4 rounds wins the game.    

A hand ends when one team goes outðthat is, when one 

player on the team plays all of the cards in both their handsð

or, when there are no more cards for a player to draw from 

the stock pile. 

Game play 

Each playerôs turn consists of drawing cards, optionally 

playing cards to the table, and discarding a card.  The player 

has 2 options for drawing cardsðdraw 2 cards from the stock 

pile or take the top 7 cards in the discard pile.  (If there are 

less than 7 cards in the discard pile, all cards are taken.) 

However, you can only pick up cards from the discard pile if 

you can immediately play the top card to your playing area 

with 2 cards that are already in your hand.  This top card can 

either be added to a meld already in your playing area or can 

be used to create a new meld.  Either way, you must use it in 

conjunction with 2 cards already in your hand.  You may not 

use other cards in the discard pile to play the top card.  You 

must be able to play the top card without the help of any 

other cards in the discard pile. 
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Before you can play cards to the table, you or your partner 

must have enough points to make the initial meld.  After the 

initial meld has been played, any of the players in the 

partnership can play cards to their playing area. 

This initial meld must be worth a specified value and can 

consist of 1 or more melds.  The value of the initial meld is 

determined by which round you are playing.  The later in the 

game, the higher the value the initial meld needs to be. 

If you are playingé. 

Your our initial  meld must 

be worthé 

1
st
 round 50 

2
nd

 round 90 

3
rd

 round 120 

4
th

 round 150 

To figure the value of your meld(s), add up the point values 

of the cards (shown below) being used in the melds.  

Remember, you can use wild cards (2s and Jokers) to form 

melds, if you wish.  You cannot count red 3s or bonus points 

when counting points for your initial meld. 

4, 5, 6, 7 5 pts. 

8, 9, 10, J, Q, K 10 pts. 

Ace and 2 20 pts. 

Joker 50 pts. 

Once a player on a team has melds worth enough points to 

make the initial meld, he lays it onto his team playing area.  

(This can be done after he starts his turn by picking up cards 

from the stock pile.)  Lay cards onto their numbered space in 

your playing area.  To lay a card onto the table, you can 

right-mouse click it.  If the card is a wild (and could therefore 

go anywhere in your playing area), you must drag and drop it 

to the space you want it. 

When a player is done laying cards on the table (either during 

an initial meld or during a subsequent play), the final part of 

their turn is to discard a card from their hand.  You must 
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always discard a card, except if you are going out.  To 

discard a card, you must drag and drop it onto the discard 

pile.  (Right-mouse clicking on a card plays it to your playing 

area.) 

Once a player has played all of the cards in his ñhandò, he 

then starts playing with his ñfootò.  Play continues around the 

table in the same manner until one player ñgoes outò, or plays 

all of his cards. 

Before a player goes out, the team must have at least 2 clean 

piles (a meld of 7 with no wilds), 2 dirty piles (a meld of 7 

with wilds) and 1 wild meld (a meld of 7 wilds).  In addition, 

your partner must have played at least 1 card from his ñfootò.  

If these requirements are met and you wish to go out, you 

must ask your partner for permission to go out.  If your 

partner does not give you permission, you may not go out.   

Once a team goes out, the round ends and scores are tallied. 

SCORING 

Points are scored for both teams.  Scores can be in the 

negative numbers since points are subtracted for cards still 

remaining in your hand when somebody goes out.  Even the 

partner of the person who went out has his cards subtracted. 

Each card played to the table in a meld is worth pointsðeven 

if there arenôt 7 cards in the meld.  You also get bonus points 

for completed melds (7 cards) in addition to the regular point 

values for the cards. 

Add (if the card is played to the table) or subtract (if the 

card remains in your hand ) the following points for each 

card as follows: 

4, 5, 6, 7, and black 3s 5 pts. 

8, 9, 10, J, Q, K 10 pts. 

Ace and 2 20 pts. 

Joker 50 pts. 

Red 3s 100 pts.  
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Add the following bonus points: 

Going out 100 pts. 

Each complete ñdirtyò pile 300 pts. 

Each complete ñcleanò pile 500 pts. 

Each complete Wild pile 1500 pts. 

 

The first team with the highest score after 4 rounds wins the 

game. 
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HEARTS 

While there are reportedly several different predecessors to 

Hearts dating back to late 18
th

 century Europe, Hearts as we 

know it dates to end of the 19
th

 century.  It is now a popular 

card game worldwide. 

OBJECT OF THE GAME 

In Hearts, the object is to score as few points as possible.  

Points are accumulated by taking tricks that contain hearts 

and the Queen of Spades, so you want to avoid winning these 

cards.  The winner of a game of Hearts is the person with the 

lowest score after one player reaches 100 points. 

HOW TO PLAY 

Hearts is a trick-taking, non-partnership game played with 4 

people, where every player plays for himself.  It is played 

with a standard 52-card deck with cards ranking from 2 (the 

lowest) to Ace (the highest).  There is no trump in Hearts. 

The game begins with all 52-cards being dealt evenly among 

the four players.  Unless you are playing with the ñNeverò 

pass setting turned on, you then choose 3 cards from your 

hand to pass to another player.  To select cards to pass, 

right-mouse click on the card to place it in the center.  When 

you have selected all 3 cards, click the Pass button. 

The player with the 2 of clubs begins the first trick.  All 

players must follow suit, if possible.  You cannot play a heart 

or the Queen of Spades in the first trick unless you have the 

ñPlay Points in First Trickò option selected.  The person 

with the highest card of the suit led wins the trick.  The 

winner of each trick begins the next trick. 

Hearts cannot be played until they have been ñbrokenò, that 

is, until someone has played one in a trick because they could 

not follow suit.   How hearts can be broken depends on the 

option selected in Game Settings.  If ñQueen of Spades 

Breaks Heartsò is selected, then hearts are not broken until 
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the Queen of Spades is played.  If it is not selected, then any 

heart played breaks hearts.  When hearts are broken, the heart 

in the upper right corner of the screen will appear shattered. 

The hand ends when all cards have been played.  Points are 

tallied as explained in the Scoring section below, and then 

the next hand is dealt.  Each hand is played as described 

above.  Game play continues until one player reaches 100 

points.  At this time, the player with the fewest points wins 

the game. 

SCORING 

Players receive points as follows: 

1 point for every heart in you collected 

13 points for the Queen of Spades 

26 points to each of your opponents if you ñShoot the Moonò 

(or take all the hearts and the Queen of Spades), see the 

Strategy section below for a more detailed explanation of 

Shooting the Moon 

-10 points for the Jack of Diamonds (if this option is turned 

on in Game Settings) 

STRATEGY 

Shooting the Moon 

When a player takes all the point cards in a hand (all the 

hearts and the Queen of Spades), this is called ñShooting the 

Moonò.  This is difficult to do, so be careful when deciding to 

go for it.  All it takes is one player taking a single heart for 

you to get stuck with lots of points! 

If you want to try to ñShoot the Moonò, be sure to have lots 

of high ranking cards in your hand, including lots of high 

ranking hearts.  Itôs also very helpful to have the Ace, King 

and Queen of spades. 

Please note that the strategies listed below for passing and 

game play do not apply if you are trying to ñShoot the 

Moonò. 



 

68 

Passing strategies 

During the passing stage, try to avoid leaving yourself short 

on spades, especially if you have the A, K or Q, as you could 

easily find yourself winning the Queen of Spades and thus 

gaining 13 points.  If you are short on spades and have the 

Queen, consider passing the Queen so you are not forced to 

play her.  Also consider passing the A or K of spades. 

It never hurts to void yourself of a suit (if possible).  If you 

have 1 or no cards of a suit, you can then play your higher 

ranking cards or Queen of Spades when the suit you are void 

in is led. 

You can also use passing as an opportunity to offload some 

of the higher value cards, such as A, K, and Q, especially in 

the heart suit. 

Remember, though, not to pass all 3 cards that will 

help your opponent to ñShoot the Moonò, so itôs 

always a good idea to pass a low heart along with 

your high cards. 

Game play strategies 

If you are playing with the ñPlay Points in First Trickò option 

turned off, then you should consider the first trick to be safe 

and take the opportunity to play the highest club you have in 

order to get rid of it. 

When playing spades, if you are the last person to play a card 

for a trick and the Queen of Spades has not been played, use 

that opportunity to play your Ace or King of spades if you 

have it. 

If you donôt have any cards of the suit led, use that 

opportunity to get rid of higher ranking cards in other suits or 

get rid of high ranking hearts if Hearts has already been 

broken.  If you have the Queen of Spades, use this time to get 

rid of it. 

If you see someone trying to ñShoot the Moonò, do whatever 

you can to take a trick with at least 1 point in it. 

To avoid taking any tricks, try playing your highest card 

below those already played.  Thus, playing your 2 would not 
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be the best card to play if a 4, 8, and 10 have been played.  In 

this scenario, try playing the highest of a 9, 7, 6 or 5 if you 

have one and save the lowest card in your hand for another 

trick.  Of course, if you are the last player to lay down a card 

and there are no points on the table, use your higher ranking 

cards since it is safe to win that trick. 
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MEMORY MATCH 

Memory, also known as Memory Match, is a matching card 

game. 

OBJECT OF THE GAME 

The object of the game is to match cards in as few tries as 

possible. 

HOW TO PLAY 

Memory Match is a single-player, solitaire style game where 

you try to match pairs of cards in as few tries as possible.  To 

make matches, click one card, then a 2
nd

 card.  Each card is 

flipped over as you click it.  If they match, the pair is 

removed from the table.  If they do not match, they are 

flipped back face down.  Repeat flipping cards upright until 

you have matched all the cards. 

You can choose how many cards are played as well as the 

difficulty level of the cards in ñGame Settingsò.  
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OLD MAID 

Old Maid, or some variation of it, is played in many countries 

across the globe.  It may have different names, but the 

essence is the sameðit is a game where you are trying not to 

get a specific card. 

OBJECT OF THE GAME 

The object of this game is to get rid of all of your cards 

without getting stuck with the Old Maid card. 

HOW TO PLAY 

In Reel Deal Card Games, Old Maid is played with a deck 

of 41 cardsð4 each of 10 different Phantom EFX characters  

plus one old maidðand is played with 4 players.  The cards 

are dealt completely between all players.  After the cards are 

dealt, all players remove matching pairs from their hands.  To 

remove a pair from your hand, click on the 2 matching cards.  

After all pairs are removed, play begins.   

The player to the left of the dealer begins by taking one card 

from the dealerôs hand and placing it into his hand.  If the 

card makes a pair, then he removes the pair from his hand.  If 

the card does not a make a pair, nothing happens.  Play 

continues clockwise, with the player whose turn it is taking a 

card from the player to his right.  To take a card from a 

playerôs hand, click on the card you want to take.  Play 

continues in such a fashion until all pairs have been removed 

and one player is stuck with the unmatched (Old Maid) card.  

This player is the loser. 
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PEDRO 

Pedro is a variation of Pitch played with 4-players in 

partnerships.  Pedro originated in the United States and was 

very popular around the end of the 19
th

 century. 

OBJECT OF THE GAME 

The object of Pedro is to be the first team to score 62 points.  

This is done by bidding and winning tricks. 

HOW TO PLAY 

Pedro is a 4-player game where players play in 2-person 

partnerships, with players sitting across from one another.  

Pedro is played with a standard 52-card deck. 

To begin the game, each player is dealt 9 cards, in three sets 

of three.  Non-trump cards are ranked from Ace (the highest) 

to 2 (the lowest).  In trump, the cards are ranked as follows 

from highest to lowest: A, K, Q, J, 10, 9, 8, 7, 6, 5, 5 of same 

color suit, 4, 3, 2.  For example, if trump is spades, then the 5 

of clubs would rank between the 5 of spades and the 4 of 

spades.  The 5 of the suit that is the same color as trump is 

also considered a trump card.  

Bidding 

After the cards are dealt, the bidding phase of the hand 

begins.  Bidding in Pedro is slightly different from other trick 

taking games.  In Pedro, you are bidding on how many points 

you can win, not the number of tricks you can win. 

Bidding begins at 7 and can go as high as 14 (the highest 

possible points in any hand).  Only trump cards are worth 

points.  Points are scored as follows: 

 Ace of trump is worth 1 point 

 Jack of trump is worth 1 point 

 10 of trump is worth 1 point 

 5 of trump is worth 5 points 
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 5 of same color suit as trump is worth 5 points 

 2 of trump is worth 1 point 

Trump is determined by the person who wins the bid, so keep 

that in mind when making your bid.  If you win the bid, you 

get to call trump. 

Bidding begins with the player to the left of the dealer.  Each 

player only takes one turn in the bidding process.  When it is 

your turn to bid, you can either ñPassò or make a bid.  Your 

bid must be higher than the previous bid made.  If everyone 

passes, the dealer is forced to bid and call trump.  Otherwise, 

the person to make the highest bid wins the bid.  When 

bidding is complete, the winner names trump. 

Game Play 

After the bidding is over and trump is named, all players must 

discard all cards in their hand that are not trump.  New cards 

are then dealt to them from the remaining deck so that the 

number of cards in their hand totals 6.  If a players has more 

than 6 trump cards in their hand, they keep all of the cards. 

After the other 3 players are re-dealt cards to equal 6, the 

dealer takes all of the trump cards that remain in the deck.  

This could possibly bring the dealerôs hand to more than 6.  If 

the dealerôs hand has less than 6 cards, he then chooses 

enough cards from the remaining deck to fill out his hand. 

The winner of the bid (the bidder) plays the first card. For 

each trick, you must play a card of the suit led if you have 

one.  If you donôt have the suit that was led, you can play any 

card, including trump. The person who played the highest 

trump, or the highest card of the suit led if no trump was 

played, wins the trick. 

If a player has more than 6 cards, he must play the extra cards 

in the first trick.  (Any player who has more than 6 cards has 

all trump cards.)  These cards are stacked in a pile below the 

card he wishes to play.  Only the top card in the pile counts in 

the trick.  Scoring cards are not allowed to be buried in the 

pile.  After the first trick, all the players should have 5 cards. 
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SCORING 

After all 6 tricks are played, points are tallied and scores are 

recorded as follows. 

 The opposing teamôs score is tallied and any points earned 

are added to their point total. 

 If the bidding team does not win at least the number of 

points bid, they lose points equal to the number they bid.  

(Even if they won some of the points, they do not score 

them.) 

 If the bidding team wins at least the number of points they 

bid, they scores all of the points they earned. 
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PEPPER 

Pepper is a bidding, bluffing, trick-taking game that 

originated in Iowa and is similar in many ways to Euchre. 

OBJECT OF THE GAME 

The object of Pepper is to be the first team to score 31 points 

or more by winning tricks and sometimes bluffing your 

opponents. 

HOW TO PLAY 

Pepper is played with 2 partnership teams with partners 

sitting across from each other.  The game is played with 24 

cardsð9, 10, J, Q, K, and Ace of each suit.  While this is a 

partnership game, the team that wins the bid only plays with 

one playerðthe one who won the bid.  So there are only 3 

people actually playing any one hand. 

Cards are dealt, one at a time, to each of the four players, 

beginning with the player to the dealerôs left.  After the cards 

are dealt, bidding begins. 

Card ranking 

Card ranking in Pepper is much like it is in Euchre.  For 

non-trump suits, cards are ranked from Ace (highest) to 9 

(lowest).  Trump is ranked differently.  The highest ranking 

trump card is the Jack of the trump suit (and is called the 

ñright bowerò).  The second highest ranking trump card is the 

Jack of the other suit of the same color (and is called the ñleft 

bowerò).  After the two Jacks, the cards rank, in order from 

highest to lowestðA, K, Q, 10, 9. 

As an example, if clubs are called trump, the card ranking in 

order from highest to lowest would beðJǃ, Jǂ, Aǃ, Kǃ, Qǃ, 

10ǃ, 9ǃ.  For this hand, the left bower is considered to be 

trump and no longer the suit on the card. 
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Bidding 

There are several parts to the bidding step in Pepperð

bidding, declaring trump, accepting or declining the bid, and 

exchanging cards. 

The player to the left of the dealer starts the bidding.  Each 

player can either pass or bid, however any bid made must 

exceed the previous bid.  There are only 7 valid bids.  Those 

bids are as follows: 

1, 2, 3, 4, 5, Small Pepper, Large Pepper 

Each number represents the number of tricks you think you 

can take.  Bidding ñPepperò is the same as saying you can 

take all 6 tricks.  The ñSmall Pepperò bid means you are 

going to do it with help, while the ñBig Pepperò bid means 

you are going to do it without help. 

The winner of the bid declares trump or no trump, after 

which, if he bid anything except ñBig Pepperò, he then 

exchanges a card with his partner.  To select a card to 

exchange, right-mouse click on the card.  If the winning bid 

was ñBig Pepperò, no cards are exchanged. 

After the winning bid partnership exchanges cards, itôs time 

for the opposing partnership to decide whether or not they 

want to play the hand.  Each of the 2 players must either 

ñPlayò or ñConcedeò.  If both players ñConcedeò then the 

hand ends.  If either one of the players chooses to ñPlayò then 

the hand proceeds. 

Whether an opposing partnership plays or declines affects 

scoring, so the bidding process becomes an important part of 

the game.  For details on how playing or declining affects 

scoring, see the Scoring section below. 

Game Play 

If the opposing partnership accepts the challenge, the hand is 

played out between the winner of the bid and the two 

opposing players.  The winnerôs partner folds their hand and 

watches the hand play out. 

The winner of the bid leads the first trick.  Players must 

follow suit if possible.  If a player does not have the suit led, 
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he can play any other card, including trump.  The person who 

played the highest trump, or if no trump was played, the 

highest card of the suit led, wins the trick.  The winner of a 

trick leads the next trick.  Play continues in such a manner 

until all 6 tricks have been played. 

SCORING 

Bids of 1-5 are worth that number. 

A Small Pepper is worth 7 points and a Big Pepper bid is 

worth 14 points. 

If the losers of the bid decline the challenge, then the winning 

bid partnership scores the points for their bid.  The declining 

partnership neither wins nor loses any points. 

If the losers of the bid accept the challenge and the hand is 

played out, scoring is as follows: 

ǃ If the bid winner makes their bid, they get the points for 

that bid. (No extra points are earned for extra tricks won.) 

ǃ If they do not make their bid, they lose the points for that 

bid. 

ǃ If the challengers take any tricks, they score 1 point for 

each trick they take. 

ǃ If the challengers do not take any tricks, they lose the same 

number of points the winners earn. 

The winner of the game is the first team to get to or exceed 

31 points.  If both teams exceed 31 points at the same time, 

the team with the higher number of points wins. 

STRATEGY 

Winning bids is a very important part of Pepper as the winner 

of the bid has many advantagesðincluding calling trump. 

When bidding, donôt forget to take into account the card your 

partner will give you if you win the bid.  You can usually 

count on this card to be good so it never hurts to add that to 

your total when counting the number of bids you can take. 
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Also when bidding , consider the point totals.  If you are way 

behind your opponents, consider bidding more aggressively.  

If you are way ahead, consider resigning the occasional hand.  

If your opponents are at 30 points, consider bidding Pepper.  

At that point, it canôt hurt you and might be the only way for 

you to prevent your opponents from winning the game. 

During passing, pass your partner your highest trump.  If you 

donôt have any trump, pass your highest card. 

Donôt forget you can always bid ñNo Trumpò.  This is a good 

call to make if you donôt have any jacks in your strong suit.  

Keep in mind that when you are playing ñNo Trumpò there 

are only 6 cards to a suit, so a Queen or a 10 can easily win a 

trick if played properly. 
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PINOCHLE 

The origin of Pinochle is not known for certain, but it is said 

to have derived from a card game called Bezique.  It is a 

bidding and trick taking game with 2, 3 and 4 player 

variations.  Reel Deal Card Games offers two different 

4-player versions of the game. 

OBJECT OF THE GAME 

The object of Pinochle is to be the first team to reach the 

necessary point total to win the game.  This is done by 

making melds and taking tricks. 

HOW TO PLAY 

There are several variations of Pinochle.  Reel Deal Card 

Games offers 2 different versionsðPartnership Auction and 

Double-pack.  This main description will apply to 

Partnership Auction Pinochle.  Changes to the game play 

and scoring for Double-pack will be covered in the 

Variations section at the end of this chapter. 

Partnership Auction Pinochle (from here on in simply 

referred to as Pinochle), is played with a single deck of 

Pinochle cards and 2 partnership teams with partners sitting 

across from each other.  The Pinochle deck consists of 48 

cardsð12 in each of the four suits.  The cards, ranked from 

highest to lowest areðAce, 10, K, Q, J, 9.  There are 2 of 

each card.  The first team to reach 100 points wins the game. 

Each player is dealt 12 cards.  After the cards are dealt, 

bidding begins. 

Card ranking 

Within each suit, cards are ranked Ace, 10, K, Q, J and 9, 

with Ace being the highest and 9 being the lowest.  It is 

important to remember that the 10 ranks as the second highest 

card in its suit.  This is different from most card ranking, but 

not vastly different from games such as Euchre and Pepper in 

which the Js play a more significant role. 
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Bidding 

Bidding plays an important part in Pinochle because the 

winner of the bid gets to do 2 things: 

Ǆ  Name trump 

Ǆ  Lead the first trick 

Bidding in Pinochle consists of bidding amounts only.  Suits 

(or trump) do not play a part in the bidding.  The player to the 

left of the dealer has the opportunity to make the opening bid.  

The minimum opening bid is 10.  Each bid after the opening 

bid must be made in increments of 1.  Bidding proceeds 

clockwise around the table and continues until all but 1 player 

has passed.  The player who has made the final (and highest) 

bid wins the bid.  In order to bid, you must have at least 1 

ñmarriageò(K-Q of the same suit)  in your hand.  

On your turn, you may either pass or make a bid.  If you wish 

to pass, click the Pass button.  If you wish to bid, first adjust 

your bid to the one you wish to make.  (The computer will set 

the default to the minimum bid you can make.  If you want to 

bid higher, click the up arrow in the Bid box to adjust the bid 

amount.)  After your bid is set correctly, click the Bid button. 

When making your bid, take into consideration points from 

tricks and points from melds.  Also, remember that your team 

as a whole has to make the total points, not you alone. 

During scoring, you get points for each Ace, 10 and K that 

you take in a trick.  These cards are each worth 1 point (and 

are called counters).  While the Q, J and 9 can win tricks, 

they are not worth any points (and so are called 

non-counters). 

After bidding is complete, the person who won the bid  

names trump.  To name trump, click on the desired suit when 

prompted. 

Melding 

After bidding comes the melding phase of the game.  During 

this phase, each player lays different sequences and special 

cards onto the table for everyone to see.  Each of these 

sequences and special cards is worth a set amount of points to 
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the team that has themðthat is, assuming certain conditions 

are met.  See the section on Scoring later in this chapter for 

more details on those conditions.  The computer keeps track 

of the melded card points and displays them for you during 

the scoring phase of the hand. 

To lay your melds on the table, when itôs your turn, click on 

the cards in a particular sequence or special card set, then 

click Add.  Continue to do this until all your melds appear in 

the Meld box, then click Done.  When everyone is done 

laying their melds on the table, you are given a second chance 

to review your melds.  If everything looks correct, click 

Done. 

Note: The program will not tell you if you 

are missing any possible melds.  However, 

if you wish, you can turn on the ñAuto 

Meldò option in ñGame Settings.ò  If this 

option is turned on, the program will 

automatically make your melds for you. 

Melds can be made from the following groups of cards and 

are worth the number of points listed next to them: 

Sequences 

A, 10, K, Q, J of trump (Run) 15 

K, Q of trump (Royal Marriage) 4 

K, Q non-trump (Common Marriage) 2 

Special cards 

1 each of Jǅ and Qǂ (Pinochle) 4 

Both (2)  Jǅ and Qǂ (Double Pinochle) 30 

9 of trump (Dix) 1 

4 As (1of each suit) 10 

4 Ks (1 of each suit) 8 

4 Qs (1 of each suit) 6 

4 Js (1 of each suit) 4 
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Game Play 

The next phase of a Pinochle hand is the trick taking part.  

Remember, in this part the Aces, 10s and Ks are worth 1 

point each. 

The declarer leads the first trick.  The rules everyone must 

follow for which cards can be played to a trick differ slightly 

from other trick taking games.  After the leader of the trick 

lays down the first card, play continues clockwise.  To 

determine which card to lie down, you must follow these 

rules: 

ǅ You must follow suit if possible. 

ǅ You must play a winning card if you have one.  For 

example, if the Kǃ was led and you are the 2
nd

 player and 

have a Qǃ, 10ǃ and an Aǃ, you must play either the 10 or 

the Ace.  However, if you are the 3
rd

 or 4
th

 player and if both 

a K and a 10 have already been played, you must play your 

Ace, even if it means taking the trick from your partner.  

ǅ If you canôt follow suit and you have trump, you must play 

trump.  And remember that you must play a winning card if 

you have one!  Therefore, if you donôt have the suit that was 

led but you have trump, you must play your highest trump if 

it can win the trick.  If your highest trump canôt win the trick 

(i.e., someone else has already played a higher trump), then 

you can play a trump of any rank. 

ǅ If you canôt follow suit and you donôt  have trump, you may 

play any card.  

Keep in mind that you only have to play your highest card  of 

the suit led if it could win the trick.  Therefore, if a trump has 

already been played to the trick, you donôt have to play your 

highest suited card because it couldnôt win.  

The person who played the highest trump, or the highest card 

of the suit led if no trump was played, wins the trick.  If two 

people play the same high card, the person who laid the card 

down first wins the trick.  The person who wins the trick, 

leads the next trick. 
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A bonus of 1 point goes to the partnership that takes the last 

trick. 

SCORING 

After all 12 tricks have been played, scores are tallied in the 

following manner.  Each partnership adds up its collective 

trick taking and meld making scores.  Remember, you get 1 

point for each A, 10, and K you collected in the tricks you 

won. 

ǃ If the opposing partnership wins at least one trick, their 

collective score is added to their cumulative score for the 

game so far. 

ǃ The bidding partnership compares their collective total for 

that hand to their bid.  If they have made their bid, they get 

their collective score added to their cumulative score.  If they 

did not make their bid, the bid total is deducted from the 

cumulative score. 

ǃ Remember, the team that took the last trick has an extra 

point added to their collective score for that hand. 

The first team to reach 100 points wins the game. 

VARIATIONS 

Double-Pack 

Double-pack Pinochle is played essentially with 2 decks of 

Pinochle cards with the 9s removed (you just play with 10s-

As).  There are 80 cardsð4 of each card in each of the 4 

suits.  The game is played the same as Partnership Auction 

but with the extra cards (each person is dealt 20 cards).  

Opening bids begin at 50 points and the game is played to 

350 points. 

Because of the extra cards, there are more melds that can be 

made.  Possible melds for Double-pack Pinochle and their 

point values are listed below.  There are 4 sets of points 

listed.  In order, they are for single, double, triple and 

quadruple versions of each meld.  For example, if you have 3 
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Royal Marriages (3 different sets of K,Q of trump) you would 

look to the 3
rd

 set of numbers to find the value for those 

melds.  

Sequences 

A, 10, K, Q, J of trump (Run) 15, 150, 300, 600 

K, Q of trump (Royal Marriage) 4, 8, 12, 16 

K, Q non-trump (Common Marriage) 2, 4, 6, 8 

Special cards 

Jǅ and Qǂ (Pinochle) 4, 30, 90, 270 

4 As (1 of each suit) 10, 100, 200, 400 

4 Ks (1 of each suit) 8, 80, 160, 320 

4 Qs (1 of each suit) 6, 60, 120, 240 

4 Js (1of each suit) 4, 40, 80, 160 

STRATEGY 

Try not to overbid.  If you and your partner donôt make your 

bid, not only do you lose the point amount equal to your bid 

but you also do not collect any meld or trick points for that 

hand. 

When deciding how to bid, first count the points for melds in 

your hand.  After melds, you can usually count 2 points for 

each Ace in your hand plus 1 point for each 10.  Also, 

consider adding an extra point for each trump you hold over 3 

(for Partnership Auction, or over 5 for Double-pack).  If your 

partner has already bid, consider increasing your bid slightly 

for what he probably has in his hand. 

Pay attention to the cards the other players meld, particularly 

your partnerôs.  Remembering at least some of the cards the 

other players have may help you decide later which cards to 

play and which to hold onto. 

Remember that As, 10s, and Ks count as 1 point each, so if 

possible, play a J or a Q to a trick you know either you or 

your partner wonôt win. 
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PISTI 

Pisti (pronounced Pishti) is a Turkish card game.  In Reel 

Deal Card Games it is played with 4 players in 2 

partnerships. 

OBJECT OF THE GAME 

The object of this game is to be the first team to reach 151 

points by capturing cards. 

HOW TO PLAY 

In Reel Deal Card Games, Pisti is played with a standard 

deck of 52 cards.  The game is played with 4 people in 2 

partnerships.  Partners sit across from one another. 

Four cards are placed into the middle of the table and 4 cards 

are dealt to each player.  The top card from the middle pile is 

turned up to start the discard pile.  The remaining cards are 

placed by the dealer with the bottommost card turned faced 

up.  This bottom card can never be a Jack.  The starting card 

for the discard pile cannot be a Jack either.  If it is, the next 

card in the middle pile is turned over.  

The player to the right of the dealer goes first and play 

proceeds counterclockwise.  Each player during his turn plays 

a card to the discard pile.  If the card the player discards is the 

same rank as the top discard or is a Jack, he takes all the 

cards in the pile.  Jacks are wild.  More points are awarded if 

there is only 1 card in the pile and it is picked up by a card of 

the same rank (not a Jack).  This is called a pisti.  If the only 

card in the pile is Jack and it is picked up by another Jack, 

even more points are awarded (this is called a double pisti). 

The 1
st
 player to pick up the discard pile gets to pick up the 3 

extra cards that were initially placed in the middle.  Each time 

you or your partner picks up a pile, you are shown the cards 

in the pile.  Click anywhere on the table to put the cards off to 

the side and continue play. 
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Play continues counterclockwise until each player has played 

all 4 of his cards.  When all cards have been played, another 4 

cards are dealt to each player.  Play continues until all cards 

in the deck have been played and picked up. 

If there are cards left in the discard pile after the last card has 

been played, the last team to have picked up the discard pile 

gets to pick up the remaining discarded cards. 

SCORING 

Points are scored during game play as you earn them except 

for points earned for taking the most cards.  This is added 

after the hand is complete.  Points are scored as follows: 

 Each Ace is worth 1 point 

 Each Jack is worth 1 point 

 2ǃ  is worth 2 points 

 10 is worth 3 points 

 Each pisti is worth 10 points 

 Each double pisti is worth 20 points 

 Most cards is worth 3 points 

The scorecard in Pisti is kept with a special kind of tally.  For 

each 10 points a line is drawn, beginning with a horizontal 

line (10 points) then continuing with 3 vertical lines (30 

points) and ending with a final vertical line that curves 

horizontal to go parallel to the first horizontal line (points).  

So each tallied unit is worth a total of 50 points.  Single 

points less than 10 are kept track of off to the side. Once it 

reaches 10, the tally mark is made.  A score of 36 would look 

something like this: 

   

The first team to reach 151 points wins the game. 
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PITCH 

Sometimes also known as ñSetbackò, Pitch is much like the 

English game ñAll Foursò but with bidding.  It is mainly a 

North American game and can be played in ñcut throatò (or, 

solo/everyone for himself play) versions or ñpartnershipò 

versions.  Reel Deal Card Games offers the solo play 

version of the game. 

OBJECT OF THE GAME 

The object of Pitch is to be the first player to reach a 

designated number of points (7, 11 or 21).  This is done by 

bidding and winning tricks. 

HOW TO PLAY 

In Reel Deal Card Games, Pitch is a 4-player game where 

every person plays for himself.  Pitch is played with a 

standard 52-card deck. 

To begin the game, each player is dealt 6 cards.  Only 24 

cards from the 52 cards are used in each hand.  Cards are 

ranked from 2 (the lowest) to Ace (the highest), but keep in 

mind that in any given hand the lowest card may not be the 2 

and the highest card may not be the Ace since only 24 cards 

in the deck are in play. 

Bidding 

After the cards are dealt, the bidding phase of the hand 

begins.  Bidding in Pitch is slightly different from other trick 

taking games.  In Pitch, you are bidding on how many points 

you can win, not the number of tricks. 

There are only 4 possible bids in Pitchð2, 3, 4 and Smudge 

(or 5).  A bid of 2, 3 or 4 means that you think you can win 2, 

3 or 4 of the points listed below.  A bid of ñsmudgeò means 

that you think you can take all 4 points plus win all 6 tricks. 

There are 4 categories in which you can win points in Pitch: 

High:  Win the highest available trump card. 
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Low:  Win the lowest available trump card. 

 Jack:  Win the Jack of trump. 

 Game:  Win the most game points in the hand.  Card point 

values are as follows:  Aces are worth 4, Ks are worth 3, Qs 

are worth 2, Js are worth 1, and 10s are worth 10.  All other 

cards have no point value.  There are a total of 80 points 

possible in a deck. 

You score 1 point for each of the categories that you win.  If 

no Jack of trump is dealt, then nobody wins the point for that 

category. 

Note:  Trump is determined by the person who wins the bid, 

so keep that in mind when making your bid.  If you win the 

bid, you get to call trump. 

Each player only takes one turn in the bidding process.  When 

it is your turn to bid, you can either ñPassò or make a bid.  

Your bid must be higher than the previous bid made.  If 

everyone passes, the cards are redealt.  Otherwise, the person 

to make the highest bid wins the bid. 

Game Play 

The winner of the bid (the bidder) plays the first card.  This 

card designates trump.  Play continues clockwise.  In this 

first trick, each player must play a trump card if they have 

one.  The person who played the highest trump wins the trick 

and leads the next trick. 

For each trick, you can either follow suit (play a card of the 

suit led) or play a trump.  You can always play a trump, even 

if you have cards of the suit that was led.  If trump was the 

suit that was led, you must play trump if you have it.  If you 

donôt have a card of the suit led, you can play any card you 

want.  The person who played the highest trump, or the 

highest card of the suit led if no trump was played, wins the 

trick. 
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SCORING 

After all 6 tricks are played, points are tallied and scores are 

recorded as follows. 

 Anyone can score points in Pitch, not just the bidder.   So, 

if you are not the bidder, you score any points you earn. 

 If the bidder does not win at least the number of points he 

bid, he loses points equal to the number he bid.  (Even if he 

won some of the points, he does not score them.) 

 If the bidder wins at least the number of points he bid, he 

scores all of the points he wins.  For example, if the bidder 

bid 2 but actually wins 3 points, he gets to score 3 points (not 

just 2). 

 If you win all 4 category points and take all 6 tricks but 

you did not bid smudge then you do not get 5 points, you 

only get 4.  In order to get the 5 points, you must actually 

make a bid of smudge. 

 If more than one player is tied for highest number of game 

points, then nobody gets the point for Game. 

 If no Jack is dealt, then nobody gets the point for Jack. 

 Points are always scored in the following order: High, 

Low, Jack, Game.  Scoring stops when one player reaches the 

total points necessary to win the game (7, 11, or 21). 

STRATEGY 

When bidding, remember that only 24 of the 52 cards are in 

play during any given hand, so the Ace may not be the 

highest trump card and the 2 may not be the lowest. 

Unless you have the Jack of trump in your hand, you might 

want to consider staying away from a ñsmudgeò bid.  

Remember, if the Jack isnôt dealt, the point canôt be won and 

you wonôt be able to make your ñsmudgeò bid. 

Remember that 10s are worth 10 points each towards the 

point for Game, so be careful playing them.  You would be 
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better off playing a face card, if you are going to lose the 

trick, since those are worth fewer points. 

Remember that scoring stops once a player reaches the total 

points needed to win the game, so in a close game, winning 

High and Low can be crucial. 
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POKER 

A LITTLE ABOUT POKER 

One of the earliest references to Poker was made from a book 

written in 1834 which mentioned a game where there were 20 

cards usedðAces, Kings, Queens, Jacks and 10s only.  

20-card Poker seemed to be a more legitimate game to people 

than the popular Three-Card-Monte, usually played to 

swindle naïve people from their money. 

The origin of the name ñpokerò is widely disputed.  Some 

historians say it comes from an 18
th

 century French game 

called ñPoque,ò while others claim it came from a German 

game called ñPochspiel.ò  Yet others claim it came from 

those famous words used by magicians, ñHocus-Pocus.ò 

The game evolved from 20 cards to 32 and then eventually 

into the modern day deck of 52 (not including Jokers).  It has 

evolved over decades to become a rich and intricate game of 

strategy and odds.  Some of the most famous people in 

history have played the game, from well-known outlaws in 

the Wild West to the leaders of many countries during WWII.  

Today, the pinnacle of Poker competition is the ñWorld 

Series of Pokerò held every year at Binionôs Horseshoe 

Casino in Las Vegas. 

OBJECT OF THE GAME 

In this game, each person at the table plays head-to-head 

against each other.  A game of Poker can be won in two 

ways:  by making a bet that no other player is willing to 

match (either by bluffing or by making too high a bet) or by 

having a better hand than the other players. 

Tip:  Bluffing is when you make the other 

players think you have a winning hand by 

your method of betting, but in reality you 

donôt really have a winning hand.  This 

tactic sometimes scares other players into 

folding what otherwise might have been a 
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winning hand.  This is can be an effective 

method of winning when you have a decent 

but not a great hand.  Sometimes other 

players who also have ñon the fenceò 

hands will fold, making room for you to 

win. 

Poker is played with a standard deck of 52 cards and game 

play always goes clockwise around the table. 

POKER BETTING TERMS 

These are the actions each player may take during a betting 

cycle.  Betting continues until everyone has either called or 

everyone but one person has folded. 

Call ï Placing a bet equal to the current highest bet. 

Raise ï Placing a bet equal to the current highest bet plus 

adding more to the bet.  When a person raises, every 

other person at the table, in turn, either has to match that 

amount or else fold. 

Check ï This option is only available when no player 

has opened a bet in that round of betting.  This allows the 

player to stay in the game without adding money to the 

table (calling or raising). 

Tip:  If your only two options are ñFoldò 

or ñCheck,ò there is no reason to fold.  

Checking allows you to stay in the game 

without risking any more money, so there is 

no reason not to stay. 

Fold ï If you donôt feel you can win and donôt want to 

add any more money to the pot to stay in the game, 

folding is what you want to do.  Folding ends your play 

in the hand and forfeits any bets you have made up to 

that point. 

HAND RANKINGS 

Each Poker variation has its own rules, but all of them follow 

the same hand rankings.  In Poker, hands are ranked in the 
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following order, from the highest hand, to the lowest hand.  If 

more than one player has the same hand, then card value 

determines the winner (with 2s being the lowest and Aces the 

highest). 

Royal Flush ï A-K-Q-J-10 all of the same suit 

Straight Flush ï Any five cards in consecutive order in 

the same suit (for example, 2-3-4-5-6 of hearts) 

4 of a Kind ï Four cards of the same number (for 

example, 8-8-8-8-K) 

Full House ï Three cards of one number and two of 

another number (for example, 4-4-4-9-9) 

Flush ï Any five cards of the same suit (for example, 

2-5-7-J-10 of clubs) 

Straight ï Any five cards in consecutive order in 

different suits (for example, 5-6-7-8-9) 

3 of a Kind ï Three cards of the same number (for 

example, K-K-K-10-7) 

Two Pair ï Two sets of the same number card (for 

example, 3-3-Q-Q-5) 

One Pair ï Two cards of the same number (for example 

4-4-8-9-K) 

High Card ï When you have no combination of cards 

that form any higher valued hand, the highest card in 

your hand determines the value of your hand.  (For 

example, a hand of 2-5-7-9-K of different suits, would be 

said to be a King-high hand.) 

POKER VARIATIONS 

Reel Deal Card Games offers six different variations of 

Poker.  Each is explained on the following pages in its own 

section. 

Note:  Assume that in all game variations, 

the hand ends when the proper number of 

cards have been dealt and all bets have 
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been met or when all but one player has 

folded. 

5 Card Stud 

In 5 Card Stud, play begins by each person being dealt two 

cardsðthe first one face down, the second one face up.  After 

those two cards are dealt, each player, starting with the player 

to the dealerôs left, places a bet.  The buttons at the bottom of 

the screen prompt you as to your betting choices.  You will 

have an option to ñFoldò as well as at least one of the 

following optionsðñCall,ò ñRaiseò or ñCheckò.  After each 

person at the table has either placed the same amount of 

money on the table (or folded), a 3
rd

 card is dealt, face up, to 

each person.  Betting then repeats as before.  After that round 

of betting, a 4
th

 card is dealt, face up, to each person.  

Another round of betting follows the 4
th

 card, as well.  

Finally, a 5
th

 card is dealt to each person.  This card is face 

down.  A final round of betting follows.  The player with the 

highest five card hand (or the last player remaining in the 

game) wins the pot. 

 5 Card Draw 

In 5 Card Draw, each player is dealt five cards face down.  

Then all players either bet or fold.  After betting is complete, 

players may discard and replace up to three cards (four cards, 

if you have an Ace in your hand).  However, you do not have 

to discard any, if you donôt want to.  After new cards are 

dealt, there is a final round of betting.  The player with the 

highest five card hand (or the last player remaining in the 

game) wins the pot. 

7 Card Stud 

In this game, the rules and betting are the same as in 5 Card 

Stud only there are more cards and more rounds of betting.  

The hand is played in the following manner: 

Three cards are dealtðthe first two face 

down, the 3
rd

 face up. 

Then there is a round of betting. 

A 4
th

 card is dealt face up to each person. 
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There is another round of betting. 

A 5
th

 card is dealt face up to each person. 

There is another round of betting. 

A 6
th

 card is dealt face up to each person. 

There is another round of betting. 

A 7
th

, final, card is dealt face down to 

each person. 

There is a final round of betting. 

The player with the highest five card hand (or the last player 

remaining in the game) wins the pot. 

Chicago-Hi 

This game is exactly the same as 7 Card Stud, with the 

exception that the person who has the highest spade ñin the 

holeò (face down in their hand), wins half the pot.  The 

person with the highest five card hand wins the other half of 

the pot.  If the person with the highest hand also has the 

highest spade in the hole, they win the whole pot. 

Chicago-Lo 

This is exactly the same as Chicago-Hi, except instead of the 

person with the highest spade in the hole winning half the 

pot, itôs the person with the lowest spade in the hole who 

wins it. 

Texas Holdôem 

Texas Holdôem is different from most poker games in that 

there are community cards and a slightly different style of 

betting.  The player to the left of the dealer is called the 

ñSmall Blind.ò  The player to the left of the Small Blind is 

called the ñBig Blind.ò  Play begins with the Small Blind 

placing a bet equal to half of the minimum bet.  Then the Big 

Blind places a bet equal to the minimum bet.  (Blinds are so 

named because they have to place a bet without seeing any 

cards.)  After the Blinds place their bets, two cards are dealt, 

face down, to each player and then betting continues with the 

person to the left of the Big Blind.  Each person has the 

option to call (meet the highest bet on the table), raise (meet 



 

96 

the highest bet plus add more) or fold.  Once each person has 

either placed equal amounts of money on the table or folded, 

then the first round of betting is over. 

After the first round of betting, the dealer deals three cards, 

face up, into the middle of the table.  These three cards are 

called ñthe Flopò and are part of what will eventually be five 

community cards.  (Community cards are cards that are used 

by all players at the table.) 

After the Flop is dealt, there is another round of betting.  

Once that round of betting is complete, a 4
th

 community card, 

called ñthe Turnò, is dealt face up into the middle of the table.  

This is followed by another round of betting.  After this round 

of betting, the fifth, and final, community card, called ñthe 

Riverò is dealt.  This is followed by the final round of betting. 

Players use their two hole cards plus any three of the five 

community cards to make the best five-card Poker hand 

possible.  The player with the highest five-card Poker hand 

wins. 

Omaha 

This game is very similar to Texas Holdôem except that 

players get four hole cards.  They must then make the best 

five-card Poker hand using two hole cards and three of the 

five community cards. 

Play and betting proceeds just like in Texas Holdôem, except 

the cards are dealt in this manner:  four hole cards, then three 

community cards, then one community card, then the final 

community card.  In between each deal is a round of betting. 

STRATEGY 

There are some strategies for these games which are much 

too complex and involved to include here.  Where there are 

basic strategies available, we have included them for you. 

Texas Holdôem 

Betting strategies differ according to how many people are 

playing and how aggressive or conservative a player you are.  

But here are a few suggestions to consider. 
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Remember that the community cards are 

used by all players, so try to think about 

what they could mean to your opponents 

hands and not just yours. 

Keep in mind that your two hole cards are 

the only cards that make your hand 

different from the other playersô hands at 

the table, so they are very important. 

Consider folding before the Flop if your 

hole cards are not a pair and less than 10. 

Consider staying in for the Flop if your 

hole cards are less than 10 and are 

consecutive and suited. 

Be willing to fold hands and wait for 

strong hole cards.  They will come 

eventually.  That said, if the Big Blind is 

not very high and your bankroll is 

healthy enough, you might want to 

consider staying in for the Flop if your 

hole cards are not too weak. 

Itôs always better to ñcut your lossesò 

than to ride out a not so strong hand. 

The fewer players there are at a table, the 

less strong your hand has to be to win, so 

you can afford to be more aggressive.  

With at least 7 players at the table, the 

winning hand is usually two pairs or 

better. 

7 Card Stud 

If you have a pair of Kings or Aces in the 

first three cards, bet aggressively to try to 

knock some people out of the game, or at 

least make them pay for their cards. 

However, if you have a pair in the first 

three cards, but your hand doesnôt 

improve by the fifth card, seriously 
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consider folding, especially if there is a 

lot of betting going on at the table. 

Donôt be afraid to ñcut your losses.ò  If 

you see other players getting the cards 

you need for your hand, get out while 

you can. 
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RUMMY 500 

Rummy 500, or 500 Rum as it is also known, is a draw and 

discard style card game with a twist.  Unlike other Rummy 

games, such as Gin, in Rummy 500 you get points for your 

melded cards. 

OBJECT OF THE GAME 

The object of Rummy 500 is to be the first player to reach 

500 points (usually over several hands) by making melds 

with your cards and playing off your opponentôs melds. 

HOW TO PLAY 

In Reel Deal Card Games, Rummy 500 is played with 2 

players and uses a standard 52-card deck.  Cards are ranked 

from 2 (low) to K (high), with Aces acting as either a low 

card (A-2-3) or a high card (Q-K-A).  Aces played as a high 

card or played in a set are worth more points than Aces 

played as a low card. 

Each player is dealt 13 cards.  The remaining cards are placed 

into a stock pile.  In this game, cards in the discard pile are 

layed out in a fan style, so that all discards can be viewed.  

Any discard can be picked up at any time.  However, if you 

pick up a discard that is buried underneath other cards, you 

must also pick up all of the cards on top of it. 

Players try to collect cards that make melds.  Melds are runs 

or sets that consist of  3 or more:  consecutive cards in the 

same suit (a run, i.e., 6, 7, 8, 9) or cards of the same 

rank (a set, i.e., 4, 4, 4).  Cards can only be counted as 

part of one meld.  In Rummy 500, players lay these melds 

onto the table.  You may also add cards to existing melds 

already on the table, whether they are your melds or your 

opponents.  You get points for any card you lay on the table. 
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The dealerôs opponent goes first.  Each turn consists of 2 or 3 

parts: 

1. The player picks up a card, either from the stock or 

from the discard pile, and places it into his hand.  If 

a card is picked up from the discard pile, all other 

cards on top of it must also go into his hand. 

2. If the player picked up a card from the discard pile, 

it must be played onto the table in a meld during that 

turn.  The computer reminds you of which card was 

the bottom card by keeping it raised slightly above 

the others in your hand.  This way you know which 

one you must play to the table.  If a card was picked 

up from the stock, the player may or may not lay 

cards onto the table.  It is his choice.  Remember, if 

you lay cards onto the table, they must either add 

to existing melds or else be complete melds on 

their own. 

3. Finally, the player must discard a card from his 

hand.  (The only exception to this is when a player 

can play his final card(s) into a meld.  If all his cards 

have been played, then no discard needs to be 

made.) 

To pick a card up off the table or the stock pile, left-mouse 

click on the card.  To discard a card from your hand, either 

drag and drop it onto the table or else right-mouse click it.  

To move cards to the table, drag and drop them one at a time.  

Right-mouse clicking a card will discard it, not play it to the 

table. 

Play continues back and forth between players as described 

above.  The hand ends when one player has no cards 

remaining in his hand.  A player can play his last card to the 

table or use it as a discard, it is his choice. 

Card values 

Aces are worth 15 points if they are used as a high card 

(Q-K-A) or in a set of Aces.  Tens and face cards (Js, Qs, Ks) 

are worth 10 points each.  The value of 2-9 and low Aces 
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depends on your game settings.  They can be worth their face 

(pip) value, making low Aces worth 1.  Or, they can be worth 

5. 

SCORING 

Scores are figured for both players by adding together all of 

the points for each card he has melded (including adding to 

an existing meld).  Further scoring depends on which option 

you have selected in your Game Settings. 

If you have selected ñLoser subtracts points from score,ò 

then the total card value of unmelded cards left in the loserôs 

hand gets subtracted from his total. 

If you have selected ñWinner adds points to score,ò then 

the total card value of unmelded cards left in the loserôs hand 

gets added to the winnerôs score. 

The first player to reach 500 points wins the game.  If both 

players reach 500 during the same hand, then the player with 

the higher total wins.  

STRATEGY 

Try to lay out cards and melds with high values so that you 

donôt get caught with them in your hand, this becomes 

especially important if you see the total number of cards in 

your opponentôs hand dwindling.  At this time you should 

also consider discarding Aces, 10s and face cards. 

If possible, try not to discard a card that could be easily 

melded with other cards in the discard pile (by adding one 

card from your opponentôs hand).  For example, try not to 

discard a 10 if there is already a 10 in the discard pile.  If 

your opponent has a 10 in his hand, he has an easy meld.  If 

you donôt have a choice in this, try to discard a card whose 

meldable partner is further away in the discard pile.  This 

would require your opponent to pick up more cards if they 

were to play the meld. 

If you are going to discard the second card to a meld (i.e., that 

2
nd

 10 when there is already a 10 discarded), try to discard 

low value cards instead of high value ones. 
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Look at whatôs already been played on the table.  This will 

help you identify what is safer to discard.  For example, if 

two 10s have already been played to the table, it would be 

safer to discard a 10, even if there is already a 10 in the 

discard pile, because your opponent cannot make a set from 

them.  Of course, if there is a suited sequential card in the 

pile, throwing the 10 would still not be a good idea. 

Keep an eye on whatôs in the discard pile, particularly if your 

opponent is picking up a portion of it.  Make note of what he 

has picked up so that you donôt discard something he could 

use in a meld.  For example, if there are two 6s in the discard 

pile that he has picked up, you wouldnôt want to discard a 6. 

Think carefully before deciding whether or not to pick up a 

large discard pile if your opponent only has a few cards left in 

his hand.  This could pay off well for you or it could backfire 

and you could end up holding a lot of points when he goes 

out. 

Try to play Aces as high cards or in sets, as they are worth 

more points that way.  However, if your opponent is close to 

going out, either discard them or play them as low, if 

possible.  Five points is better than nothing. 
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SKAT 

Skat is a 3-player trick-taking card game very popular in 

Germany.  It should not be confused with the more simplistic 

American card game Scat. 

OBJECT OF THE GAME 

The object of Skat is to score the most points in a set number 

of hands (or be the first to reach a set score, depending on 

game settings).  This is done by bidding and taking tricks. 

HOW TO PLAY 

Skat is played with 3 peopleðone person (the declarer) vs. 

the other two players who play in a partnership. It uses a 

32-card deck made up of 7s-Aces in all four suits. 

Each player is dealt 10 cards with the remaining 2 cards 

forming what is called the skat.  After the cards are dealt, 

bidding begins.  The winner of the bid is called the ñdeclarerò 

and plays against the other two players who play as partners 

for that round. 

Card ranking 

Card ranking in Skat depends on the game called by the 

declarer.  There are 3 different types of ñgamesò that can be 

called by the declarerðSuit games, Grand and Null.  Card 

rankings are as follows for each type of game. 

Suit gamesðThis is a game in which the declarer has called 

a suit for trump.  In a suit game there are 11 total trump cards.  

The 4 Jacks are the four highest trump, regardless of which 

suit was named trump.  Regardless of the suit named trump, 

Js are always ranked in the following order: , , , .  In 

addition to the 4 Js, the remaining 7 cards in the chosen suit 

are also trump, so that the trump cards are ranked in the 

following order from highest to lowest: J, J, J, J, A, 

10, K, Q, 9, 8, 7 (of chosen suit).  The other 3 suits rank from 

high to low as follows:  A, 10, K, Q, 9, 8, 7. 
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GrandðIf the declarer declares a Grand game, then only the 

4 Js are trump.  As always, they rank J, J, J, J.  The 

other cards in all four suits rank from high to low as follows:  

A, 10, K, Q, 9, 8, 7. 

NullðIf the declarer calls a Null game then there are no 

trumps.  Cards have a standard ranking of Ace high to 7 low, 

with Js included. 

Note: Please note that in Suit and Grand 

games the 10 ranks just below the Ace, but 

in Null games it ranks in its normal 

position between the 9 and the J. 

Bidding 

Bidding begins after the cards are dealt.  The winner of the 

bid is called the ñdeclarerò and not only gets to declare trump 

(and the type of game) but also gets the opportunity to take 

the 2 cards from the skat. 

Bidding in Skat is more complicated than in other trick-

taking games.  In Skat, cards have card point values and 

games have game point values.  When you bid, you are 

bidding on the game point value of your hand yet in order 

to win, the declarer must make at least 61 card points (more if 

declaring Schneider, or 0 points if playing a Null game) and 

have a game value equal to or greater than his bid amount. 

Valid bids are: 18, 20, 22, 23, 24, 27, 30, 33, 35, 36, 40, 44, 

45, 46, 48, 50, 54, 55, 59, 60, etc. (The computer will tell you 

valid bid values.)  Remember, these are game values not card 

point values. 

Each of the 3 players at the table has a ñnameò for each deal, 

each with a different level of ñseniorityò.  Those are, in order 

of seniority (highest to lowest): 

Forehand (F) ï the player to the dealerôs left 

Middlehand (M) ï the player to Forehandôs left 

Rearhand (R) ï the dealer 

In Skat, bidding takes place between 2 players at a time.  In 

each instance, the junior of the two players has to outbid the 
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senior player, but the senior player only has to equal a junior 

playerôs bid.  Once someone has ñwonò a bid, that winner 

bids against the 3
rd

 player. 

Bidding starts between F and M, with M making the first bid 

since M is the junior player.  M can either Pass or bid a 

number.  Remember, the number represents the game value.  

A detailed explanation of how to calculate the value of your 

game is provided in the Game Value section later in this 

chapter.  If M bids a number, then F must answer with either 

ñPassò or an ñAccept.ò  ñAcceptò means they are bidding an 

amount equal to the bid just made.  M then has the chance to 

answer with a higher number or a ñPassò.  Bidding goes back 

and forth between M and F until someone passes.  Once you 

pass, you are done bidding for that deal. 

The next part of the bidding process is between R and 

whomever did not drop out of the previous round of 

biddingðeither M or F.  Since both M and F are senior to R, 

R must begin bidding by either passing or bidding a number 

higher than the last bid made between M and F.  If R bids a 

number than M/F must either ñAcceptò to equal that bid or 

ñPassò and drop out of the bidding.  The last person to make 

or agree to a number bid wins the bid (at that number) and 

becomes the declarer. 

If M passes without ever bidding, then F waits for R to make 

a bid.  If R also passes without bidding, then F can either 

become the declarer at a minimum bid of 18 or else can pass.  

If F also passes then the hand is a no-play hand and the cards 

are reshuffled and redealt with the next player being the 

dealer. 

Naming your contract 

After the bid is won, the declarer then decides whether or not 

to pick up the 2 skat cards.  If he decides to pick up the skat, 

he takes those cards into his hand and then discards any two 

cards (including the 2 he just picked up) from his hand and 

puts them back into the skat.  These skat cards still count 

towards the point value (along with the value of the cards in 
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any tricks he takes)  and they also count toward his game 

value if they are matadors. 

If the declarer decides to play with just the 10 cards he was 

dealt (and not look at the skat), this is called a ñHandò game.  

The skat cards still count toward point and game values for 

his hand, but he cannot look at them until after the hand is 

played.  Playing a ñHandò game automatically adds a value 

of 1 to your game value multiplier. 

After dealing with the skat, the declarer then names his 

contract.  There are 7 possible contracts: 

Clubs, Spades, Hearts or Diamondsðthese are Suit games 

with the named suit as trump (plus the 4 Js) and the declarer 

must get at least 61 card points 

Grandðonly the 4 Js are trump and the declarer must get at 

least 61 card points  

Nullðthere are no trumps and the declarer must take no 

tricks 

Null Openðthe same as Null except that the declarer is 

going to play his hand open on the table for everyone to see 

If the declarer is playing a Hand game, there are special 

announcements he can make if he chooses.  These 

announcements, if made, award the declarer with extra 

multipliers to increase his game value.  These announcements 

are: 

Schneider ï declarer will win at least 90 card points 

Schwarz ï declarer will win all of the tricks 

Open ï declarer will take all of the tricks and play his hand 

open for everyone to see 

If any of these announcements are made and the declarer 

successfully makes them, he gets the extra multiplier values 

for them.  An announcement of Schwarz automatically 

assumes (and includes) an announcement of Schneider.  And, 

an announcement of Open automatically assumes (and 

includes) and announcement of Schneider and Schwarz. 
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In games with Suit and Grand contracts, cards have the 

following point values:  

Ace: 11     10: 10     K: 4     Q: 3     J: 2     7, 8, 9: 0 

Game Play 

The first trick is led by Forehand, regardless of whom the 

declarer is.  Play is clockwise around the table.  For each 

trick, you must follow suit if you can.  If you donôt have any 

cards in the suit led, you may play any card.  The person who 

played the highest trump, or if no trump was played, the 

highest card of the suit led, wins the trick.  The winner of a 

trick leads the next trick. 

Note:  Remember that in a Suit or a Grand 

game, the Js are part of the trump suit and 

not the suit showing on the cardôs face. 

During game play, a tally of card points is kept and displayed 

in the upper left corner of the screen (so you know how close 

you are to the total you need).  When all 10 tricks have been 

played the skat is shown and points for any cards in the skat 

are added to the declarerôs card point value.  Once the skat is 

tallied, click on the screen and a scoring summary is 

displayed. 

GAME VALUE 

An important part of Skat is knowing how to calculate the 

value of your game so you can bid accurately.  It does not pay 

to overbid in Skat, so always make the lowest possible bid 

you think you can make. 

Suit and Grand games 

The value of your game when the contract is a suit or grand is 

figured by multiplying the base value of your contract with a 

multiplier. 

The base values are as follows: 

 9     10     11     12     Grand 24 

To figure the multiplier, add up each applicable value in the 

following chart: 
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Matadors (per, with or against) 1 

Game (you always get this) 1 

Hand (no skat used) 1 

Schneider (90+ card points) 1 

Schneider announced (hand games only) 1 

Schwarz (won all tricks) 1 

Schwarz announced (hand games only) 1 

Open 1 

Remember that all applicable multipliers count.  For 

example, if you announced that you would Schneider, you 

would get 2 pts. (1 for getting the Schneider and 1 for 

announcing you would get the Schneider).  However, if you 

got the Schneider but didnôt announce it, that would only be 

worth 1. 

What is a Matador?  A Matador is a sequence of trumps in 

sequential order.  If you have the J (the highest trump), 

you are with x number of matadors, where ñxò is the 

number of trumps you have in sequential order starting with 

the J.  If you do not have the J, you are against x number 

of matadors, where ñxò is the number of trumps you are 

missing starting with the J.  Cards in the skat count towards 

your matadors, even if you havenôt looked at the skat.   

The minimum multiplier is 2 since you always get the point 

for Game and always get at least 1 matador (with or against), 

therefore the minimum bid value is 18 (9 for  x 2 =18). 

Null games 

The value of your game when the contract is Null is easy to 

figure out because it has a fixed value.  Values are as follows: 

Null  23 

Null Hand (no skat used) 35 

Null Open 46 

Null Open Hand (no skat used) 59 

Remember the Null game values before declaring a Null 

game.  The value of the Null game you call must be at least 
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the value of the bid you made or else you wonôt make your 

contract and will lose points.  Therefore, if you are thinking 

of making a Null contract, make sure your winning bid is not 

higher than 23. 

SCORING 

Scoring is done after all 10 tricks have been played and the 

skat has been shown and counted.  Only the declarer scores 

points in any given hand; these points can be positive or 

negative.  Scoring is done as follows: 

ǂ If the declarer collects the necessary number of card points 

and has a game value equal to or greater than the bid value, 

he scores points equal to the game value.  For example, if the 

declarer bid 18 and was playing Hearts and had a game 

value of 20, 20 points would be added to his cumulative total. 

ǂ If the declarer has a game value equal to or greater than the 

bid value, but fails to collect the necessary number of card 

points needed for the contract, he loses points equal to the 

game value.  For example, if the declarer bid 18 and was 

playing Hearts and had a game value of 20, but he was 

unable to collect 61 card points, then 20 points would be 

subtracted from his cumulative total. 

ǂ If the declarer does not have a game value equal to or 

greater than the bid value, he automatically loses points, 

regardless of whether or not he collected the necessary 

number of card points.  The number of points he loses is 

twice the total of the next highest game value that it would 

have taken for him to make his bid.  For example, if he bid 26 

and was playing Hearts but his game value was only 20( 1 

matador +1 game or 2 x 10), then he would lose 60 points 

(which is equal to 30 pointsðfor the next highest Heart game 

value over the bid of 26ðdoubled).  

The winner of the game depends on your game settings.  

Games can be played by the number of hands (6, 12, 24 or 

36)ðwith these settings the person with the highest number 

of points after the designated number of hands have been 

played wins the game.  Games can also be played to a set 
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number of points (500 or 1,000).  In this case the first person 

to reach that designated number of points wins, regardless of 

how many hands were played.  

STRATEGY 

Bidding strategies 

First, be careful how you bid!  If after you bid, you find that 

the contract you were going to declare doesnôt have a high 

enough game value to cover your bid, do some quick 

evaluating and consider changing the contract you declare.  

For example, look at this scenario below: 

Uh, ohé during bidding, in order to become the 

declarer, you bid 30.  You had originally wanted to play 

Diamonds and you have 2 matadors, but that only has a 

game value ofé3 (2 matadors + 1 game) x 9é27!  Not 

enough to cover your bid.  So what do you do?  Calling a 

Diamond game means youôll automatically lose 36 x 2é 

72 points!  Gulp.  (Remember, youôll lose twice the next 

highest possible value for a diamond game over 27, that 

value is 4 x 9, or 36.) 

In a situation like this, evaluate your different options.  

You need to find a way to play your hand that has a 

game value of at least 30.   You know you have 2 

matadors (because you are holding the J and J), plus 

you have the 1 point for game (this is automatic), so your 

multiplier is currently at 3.  In order to be at the 

necessary game value you need a minimum value of 30.  

This gives you the following options: 

If you have decent Hearts, playing a Hearts game would get 

you the minimum value of 30 (3 x 10).  It may be tough to get 

the minimum 61 points though if your cards arenôt strong 

enough.  However, if you donôt make enough card points, 

you only lose twice the game value.  In this case, that would 

be 2 x 30 or 60 points, which is still less than the 72 points 

you would have lost had you played a Diamonds game. 
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If you feel your cards are strong enough to win 61 points in 

Diamonds, you could play without the skat.  You will get any 

points in the skat, just not until after game play has ended.  

This adds another point to your multiplier making your game 

value now 4 x 9 or 36, which is higher than your bid of 30. 

Consider whether or not your hand is good enough to collect 

90 points with the help of the skat.  If you think it is, you can 

play Diamonds and you will collect another point to your 

multiplier (for getting Schneider) making your game value 

now 4 x 9 or 36, which is higher than your bid of 30. 

Carefully consider your possible game values before bidding 

so you donôt get carried away.  If the highest matador you 

have is either the J or the J donôt necessarily count that as 

2 or 3 against.  Remember, there are 2 cards in the skatðat 

least one of them could be one of the other Js.  If it is, your 

matador total has just gone down.  Consider only counting it 

as 1 matador since if either is in the skat you will only be at 1 

with or 1 against. 

Count the number of points you think you can take.  

Remember that while Js are the highest trump card, Aces and 

10s are worth the most points.  Play them carefully. 

Skat strategies 

Donôt put trump cards in the skat.  You are better off playing 

with these cards.  Try to put cards in the skat that will void 

you of  suit, though try to stay away from putting Aces in the 

skat as those are cards that are more likely to win you tricks 

(and hopefully card points from the other players). 

Consider putting a 10 in the skat if you donôt have the suited 

Ace to protect you from losing it.  If itôs in the skat, youôll get 

the 10 points for it later. 

If you are playing a Null contract, put away the highest cards 

possible, since the goal is to win no tricks at all. 

Playing strategies 

If you are the declarer and have high cards (such as the Ace 

and 10) in a non-trump suit, play it early to give you a better 

chance of not being trumped by another player.  The earlier 
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you play a card, the less of a chance someone else will be 

void in that suit. 

If you are the declarer and have a long trump suit, consider 

playing these early on to pull out everyone elseôs trump 

cards.  Voiding others of their trump will better ensure that 

your non-trump high cards have more power later. 

Count trump cards as they are played to keep track of them, 

especially if you are the declarer.  This will help you get an 

idea of how many trump are still remaining and how safe it 

might be to play one of your cards. 

If you are a defender, be extra careful when you play your 

Aces and 10s.  Remember, these cards are worth the most 

points.  When possible, give up other face cards before giving 

up Aces and 10s. 

However, when you are fairly certain that the other defender 

will be winning the trick, it is a good time to play an Ace or 

10 because it will keep the points away from the declarer.  

Remember, you and the other defender are partners for this 

round.  You need to work as a team to try and take as many 

points from the declarer as possible. 
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SOLITAIRE 

Solitaire is a category of card games played by 1 player.  

Reel Deal Card Games offers 45 versions of Solitaire, but 

there are over 1,000 different Solitaire games that can be 

found across the globe today. 

OBJECT OF THE GAME 

The object of Solitaire varies from version to version but the 

goal is oftentimes to play all your cards, in a specific order, to 

a special location on the game table.  

HOW TO PLAY 

Instructions for each variation of Solitaire offered in Reel 

Deal Card Games is available in the online Help section of 

the game.  To access this information, open the Solitaire 

game you wish to play, then click the Instructions button on 

the screen. 
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SPADES 

Spades was created in the 1930s in the United States and is 

quite a popular game.  It has become more popular 

internationally since the advent of online gaming. 

OBJECT OF THE GAME 

Spades is a partnership game where the goal is to win 500 

points by winning tricks with your partner. 

HOW TO PLAY 

Spades is played with 4-players with partners sitting across 

the table from each other.  It uses a standard 52-card deck 

with spades always being trump.  Cards are ranked from 2-

Ace with 2s being the lowest.  All suits are equal except for 

spades (trump), which rank higher than the other three suits.  

Within trump, cards are ranked from 2-Ace with 2s being the 

lowest. 

Bidding 

To begin the game, click Deal.  The cards are dealt evenly 

between all four players.  After the cards are dealt bidding 

begins.  Bidding begins with the dealer and then moves 

clockwise around the table.  Because the trump suit never 

changes in Spades, bidding consists of declaring how many 

tricks you think you can win.  Everyone bids only once.  Each 

playerôs bid is displayed beneath their nameplate as ñBid: 

0/xò where x is the number of tricks they have bid to take.  

For example, if you bid 4, it would show Bid: 0/4 beneath 

your name.  (The first number will be updated as the game is 

played to reflect how many tricks you have actually taken.)  

Ideally, the total number of tricks bid will equal 13 which is 

the total number of tricks in a game.  

When itôs your turn to bid, your player box will blink and you 

will have 2 options:  Show Hand or Double Nil.  Bidding 

ñDouble Nilò means you think you will take zero tricks.  This 

bid must be made without looking at your hand. 



 

 115 

Tip:  A good time to bid Double Nil might 

be when you are the last person to bid and 

the other three players have already bid 12-

13 tricks.  This could indicate that they 

have strong hands and therefore your hand 

may be weak enough to successfully win a 

Double Nil bid. 

Since a bid of Double Nil is made without seeing your hand, 

if you make your bid you are rewarded double what a regular 

Nil bid would give you.  However, on the flip side, if you fail 

to make your Double Nil bid, the penalty is also double that 

of the Nil penalty. 

If you wish to bid Double Nil, click that button.  Otherwise, 

click Show Hand.  To bid, click on the number of tricks you 

think you can win when the ñSelect Bidò box is displayed.  If, 

after looking at your hand, you feel you can take no tricks, 

click the Nil button at the bottom of the screen. Once 

everyone has bid, the hand begins. 

Note:  Try to bid as accurately as you 

possibly can.  In Reel Deal Card Games, 

you and your partner collect 1 bag for 

every trick you underbid.  For example, if 

together you bid a total of 8 tricks but you 

win 10, you collect 2 bags.  Once you 

collect 10 bags, you lose 100 points! 

Game Play 

The player to the left of the dealer begins game play by 

laying down a card.  All other players must follow suit if 

possible.  If you donôt have a card of the suit that is led, you 

may play a spade or any other card.  The winner of the trick 

is the person with either the highest trump card or the highest 

card of the suit led. 

Spades may not be led (start a trick) until spades have been 

ñbrokenò.  Spades are ñbrokenò when a player plays a spade 

when another suit is lead.  The status of the spades suit is 

indicated by the spade in the upper right corner of the screen.  

Once spades have been ñbrokenò the spade in the corner will 
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look shattered.  Once it is shattered, anyone may lead with a 

spade. 

The winner of a trick is the one to lead the next trick.  Play 

continues clockwise from the leader.  The hand continues like 

this until all 13 tricks have been played. 

After the hand is complete, scoring is done and then the next 

hand begins.  The game continues in this fashion until one 

team reaches 500 points. 

SCORING 

A partnership is scored as a unit, except when a Nil or 

Double Nil bid is made.  In those cases, the partners are 

scored individually then the scores are added together for the 

partnership total.  So, if you bid 4 and your partner bids 3 and  

your partner only takes 2 tricks, but you take 5 you have still 

made your bid. 

Scores are tallied as follows: 

If you make your bid, you receive: 

10 points for every trick you bid 

1 point for every extra trick you took 

100 points for a Nil bid 

200 points for a Double Nil bid 

If you do not make your bid, you lose: 

10 points for every trick you bid 

100 points for a Nil bid 

200 points for a Double Nil bid 

If you collect 10 bags, you lose 100 points. 

STRATEGY 

Bidding strategies 

Accurately estimating the number of tricks you will take is a 

very important strategy since you lose points for not making 
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your partnership bid and for every 10 tricks you make over 

your bids.  When estimating the number of tricks you can 

take, it is safe to count each Ace and King as one trick.  How 

many tricks you can take with lower ranking trumps depends 

on how many trumps you have and how many singletons, 

doubletons or voids you have in non-trump suits.  If you have 

a void in any non-trump suit, you can count another trump 

card as a trick.  For each singleton suit, you can probably 

count a trick for each additional trump that you have. 

Let how other players have bid guide you, too.  If you are the 

third or fourth person bidding and others have bid low, you 

might want to consider counting a Queen as a trick. 

If you are long on trump cards (4 or more), you can (on 

average) count each trump over 3 or 4 as one trick. 

If you are fairly certain you will take no tricks, bid Nil.  

Bidding Nil is not recommended if you have high trump 

cards or 4 or more trump.  Also, unless you have a singleton 

or are void in a non-trump suit, donôt bid Nil if you have any 

high cards.  However, if you do have a void or a singleton, 

you can probably dump your high card(s) when that suit is 

played. 

Playing strategies 

It is important that both you and your partner fulfill your 

bids, so try not to take tricks away from your partner.  

Conversely, if it looks like your partner is not going to make 

his contract and you can win an extra trick, do so. 

Try not to take any extra tricks, unless you have a low 

number of bags and taking extra tricks will keep your 

opponents from fulfilling their contract. 

If one of your opponents bids Nil, do everything you can to 

force him to take a trick.  The best way to do this is to play 

the lowest cards possible to try to get him to win the trick. 
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SPITE & MALICE 

Spite & Malice is a solitaire-like game played by 2 people.  

There are many different variations of this game.  The one in 

Reel Deal Card Games is the most common variant. 

OBJECT OF THE GAME 

The object of Spite & Malice is to play all the cards in your 

payoff pile to the center stacks before your opponents plays 

all of his. 

HOW TO PLAY 

Spite & Malice is a 2-player game which uses 2 standard 

52-card decks.  Cards rank from Ace (low) to Queen (high) 

with  King being wild.  Suits are not important in this game. 

The game begins with each player being dealt a payoff pile of 

20 cards.  The number of cards in your payoff pile can be 

changed in Game Settings and can be 11, 15, 20, or 25.  Each 

player is then dealt a 5-card hand.  The remaining cards are 

placed into a stock pile between both players. 

The table shows that each player has a place for 4 side stacks.  

The table also contains a place for either 3 or 4 center stacks 

(this number is selected in Game Settings). 

The object of the game is to play all of your payoff cards to 

the center stacks.  Cards are played to the center stacks in 

sequential order regardless of suit, starting with Ace and 

ending with Q.  Kings are wild and can be played to represent 

any card.  Once a center stack is complete (Ace-Q) it is 

removed from play, thus opening up an extra space to start 

again. 

The top card of each playerôs payoff pile is flipped over and 

the player with the highest card goes first.  During your turn 

you may play any number of cards to the center stacks.  

Cards from your hand, side stacks and the top card of your 

payoff pile are eligible to be played.  If a card from the payoff 

pile is played to a center stack, the next card in the payoff pile 
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is flipped over and available for play.  When you can place 

no more cards onto any of the center stacks, you must play a 

card from your hand to a side stack.  Once a card has been 

played to a side stack the turn is over and itôs the other 

playerôs turn.  Your hand is automatically refilled from the 

stock so that you have 5 cards. 

If during your turn you have played all of the 5 cards in your 

hand to the center stacks, you will automatically be dealt 5 

more cards.  You may continue to play cards to the center 

stacks until you can no longer do so and move one to your 

side stacks. 

If at any point you run out of empty side stacks, you have to 

start placing cards on top of each other.  Only the top card in 

any stack is available for play. 

You may not move cards between side stacks, or move cards 

from your payoff pile to your side stacks.  Payoff cards must 

be played directly to the center stacks. 

At any time you can choose not to play an available card to a 

center stack.  If playing a card to the center opens up a play 

for your opponent, you may choose not to do it. 

Play alternates back and forth between players until one 

player has played all of the cards in their payoff pile to the 

center stacks. 

SCORING 

Score is only kept if you select ñMatch Playò in game 

settings.  During ñMatch Playò the winner of the hand scores 

5 points for clearing their payoff pile plus 1 point for each 

card remaining in their opponentôs payoff pile. 

STRATEGY 

Always play a payoff card before playing a card from your 

hand or side stacks.  Remember, the only cards that really 

count are your payoff cards. 
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Itôs not always wisest to play every available card to the 

center stack.  Look at what is sitting on your opponentôs 

payoff pile and side stacks.  By playing one extra card 

yourself, you may be opening it up so that your opponent can 

play multiple cards.  Before making a move, consider how 

you will benefit from it and how your opponent can 

potentially benefit.  Keep in mind the number of cards your 

opponent has left in his payoff pile versus how many you 

have left. 

That said, if you can play a payoff card, you should play it, 

unless playing it would allow your opponent to play his last 

payoff card. 

When playing cards to your side stacks, be careful not to bury 

your low cards.  If possible, play identical cards on top of one 

another so you arenôt burying cards you might need.  If 

possible, play higher cards like Js and Qs to your side stacks 

before playing lower cards. 

If it is necessary to stack cards in your side piles and you 

donôt have any identical cards, try stacking sequential cards 

in reverse order, i.e. 8-7-6, thus revealing them in playable 

order later. 

Try to keep Ks in your hand so your opponents donôt know 

you have them. 
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WAR 

War is generally considered a childrenôs game and is played 

around the world.  No strategy is involved. 

OBJECT OF THE GAME 

The object of War is to win all the cards, leaving your 

opponent with none. 

HOW TO PLAY 

In Reel Deal Card Games, War is a 2-player game, played 

with a standard 52-card deck.  The deck is dealt evenly, face 

down, between the two players. 

To begin play, each player flips one card face-up onto the 

table.  The player with the higher card wins both cards.  

These ñplayedò cards are immediately placed face down at 

the bottom of the pile the player is using. 

If both players flip up the same card (for example, two 4s or 

two Jacks), this causes a ñwarò.  In ñwarò, each player lays 3 

additional cards, face down, onto the table, and then flips a 4
th

 

card face up.  The player with the highest card wins all of the 

cards on the table. 

The length of the game depends on your ñGame Settings.ò  

You can set the game to finish when one player has won all 

of the cards, or you can choose to play to a set number of 

ñwarsò (either 3, 6, or 9).  When you choose one of these 

options, cannons on the screen keep track of how many wars 

you have left to play. 
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WHIST 

A partnership, trick-taking game, Whist was very popular in 

the 18
th

 and 19
th

 centuries before being overshadowed by the 

more popular Bridge in the 20
th

 century.  Whist is still a 

popular game in Britain. 

OBJECT OF THE GAME 

The object of Whist is to be the first team to reach a 

designated number of pointsðusually 5, but sometimes 7 or 

9.  Winning game points usually requires several hands of 

play. 

Since this is a simple trick-taking game with no bidding 

involved, it is a good game for novices to trick-taking card 

games. 

HOW TO PLAY 

Whist is played with 2 partnership teams with partners sitting 

across from each other.  The game is played with a standard 

52-card deck and consists of taking tricks but does not 

include bidding.  Trump suit is determined by the flip of a 

card. 

Cards are dealt, one at a time, to each of the four players, 

beginning with the player to the dealerôs left.  The final card 

in the deck (which belongs to the dealer) is flipped face up to 

show the trump suit for that hand.  After the trump is 

displayed, the card is placed into the dealerôs hand. 

The first trick is led by the player to the dealerôs left.  Any 

card can be led.  Players must follow suit if possible.  If a 

player does not have the suit led, he can play any other card, 

including trump.  The person who played the highest trump, 

or if no trump was played, the highest card of the suit led, 

wins the trick.  The winner of a trick leads the next trick.  

Play continues in such a manner until all 13 tricks have been 

played. 
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SCORING 

Each team scores 1 point for every trick they take over 6 

tricks.  Thus, a team who wins 8 tricks in a hand would score 

2 points. 

The first team to reach 5 (or whichever game point total is set 

in Game Settings), wins the game. 

STRATEGY 

Try not to trump your partner if at all possible.  Since the 

more tricks you win, the more points you score, and you are 

not penalized for winning tricks, it is in your best interest to 

win as many tricks as possible. 

Try to keep track of how many trump are played.  By keeping 

track of trump you can have a better idea of which of your 

cards can win a trick and which might be trumped by another 

player.  If all the trump have been played, you can more 

safely play long suits to your advantage. 

Also try to keep track of high cards such as Aces and Kings, 

particularly if you have a Queen or Jack.  Once the Ace and 

King of a suit has been played you are more likely to be able 

to win the trick with your Queen or Jack (if trump is still not 

available to play). 

If at all possible, donôt play a high card if a card of a higher 

rank has already been played to a trick.  If you canôt win the 

trick, play your lowest card in that suit, saving your higher 

cards for another trick when you have a chance of winning. 
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ADDENDUM 

MP3 PLAYER 

In Reel Deal Card Games you have the ability to play your 

own music while playing the game.  The music needs to be in 

the MP3 format and should be placed into the MP3 directory 

where your game is installed.  The game will automatically 

play the MP3s in that folder either alphabetically, or 

randomly, depending on how you have the MP3 player set to 

play. 

To see the MP3 player interface, simply move your mouse to 

the top-middle of the screen when in any game or lobby.  

You will see the name of the MP3 currently being played 

above the MP3 player controls. 

Please ensure that you do not have any spaces in your MP3 

file names, as those files will be ignored. 

 

 

 

REFERENCES 

WEBSITES 

Pagat Card Games, www.pagat.com 

ACBL Standard Yellow Card System Booklet, 

   www.math.northwestern.edu/~xia/yc.bid 
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   www.rpbridge.net/bbtc.htm 
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TECHNICAL SUPPORT 

Phantom EFX offers a comprehensive technical support staff 

that will work hard to make sure your game works for you.  

You can contact our technical support staff in the following 

ways : 

Phantom EFX 

Technical Support 

209 Roosevelt Street 

Cedar Falls, IA  50613 

 

Phone 1 (319) 266-3656 

Email:  Support@phantomefx.com 

Web: http://www.phantomefx.com 

 

Frequently Asked Questions (FAQ) 

Q:  I am unable to find the Patch Server.  How do I connect 

to the server? 

A:  In order to play Reel Deal Card Games online, you will 

need an active internet connection.  Make sure that you are 

connected to the Internet, and the connection is working.  If 

you have a firewall, make sure it is not blocking access to the 

patch server. 

 

Q:  How do I bypass my firewall without disabling it? 

A:  Reel Deal Card Games requires ports 2302-2305 to be 

open for communication.  Also, the following processes need 

to access the Internet:  OLCLauncher.exe and 

OnlineCasino.exe.  Refer to your firewall documentation to 

allow this communication. 
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LEGAL STUFF 

COPYING PROHIBITED 

This software product and the manual are copyrighted.  All rights are 
reserved by Phantom EFX and are protected by the copyright laws that 

pertain to computer software.  You may not loan, sell, rent, lease, give, 

sub-license, or otherwise transfer the software (or any copy).  You may not 
modify, adapt, translate, create derivative works, decompile, disassemble, or 

other reverse engineer or derive source code from all or any portion of the 

software or anything incorporated therein or permit or encourage any third 

party to do so. 

SOFTWARE USE LIMITATIONS 

This copy of Reel Deal ñCard Gamesò (the ñsoftwareò) is intended solely 
for your personal non-commercial home entertainment use.  You may not 

modify, adapt, translate, create derivative works, decompile, disassemble, or 

otherwise reverse engineer the software, except as permitted by law.  
Phantom EFX retains all rights, title and interest in the software including all 

intellectual property rights embodied therein and derivatives thereof.  The 

software, including, without limitations, all code, data structures, characters, 

images, sounds, text, screens, game play, derivative works and all other 

elements of the software may not be copied, resold, rented, leased, 

distributed (electronically or otherwise), used on pay-per-play, coin operated, 
or other for-charge basis, or for any commercial purpose.  Any permissions 

granted herein are provided on a temporary basis and can be withdrawn by 

Phantom EFX at any time.  All rights not expressly granted are reserved. 

ACCEPTANCE OF LICENSE TERMS 

By acquiring and retaining this software, you ascend to the terms and 

restrictions of the limited license.  If you do not accept the terms of this 

limited license, you must return the software together with all packaging, 

manuals, and other material contained therein to the store where you 

acquired the software for a full refund. 

 

 

Reel Deal ñCard Gamesò is copyrighted by Phantom EFX.  All rights 
reserved.  Reel Deal ñCard Games, Reel Deal ñHigh Rollerò, Reel Deal Slots 

ñMystic Forestò, Reel Deal Casino, Reel Deal Slots and Reel Deal Video 

Poker are trademarks of Phantom EFX.  All rights reserved.  Each slot and 
video poker machine logos within all aforementioned titles are trademarks of 

Phantom EFX.  All rights reserved.
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