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Welcome! 

 

This book is a collection of fun, easy to learn card games that can be enjoyed by 

the whole family! 

Each game is explained using language that is easy to understand and helpful 

pictures to show players of all ages the rules. 

Within no time, you and your family will have some wonderful new additions to 

your game nights. 
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Useful Symbols 

 

Each section has two symbols to help you before you start to play. Here is what 

those symbols mean: 

 

SYMBOL MEANING 
 

 
 

 

 

 

 

This symbol shows the number 

of decks of cards you will need 

to play the game. 

 

 
 

 

 

 

 

 

This icon lets you know how many 

players can play the game together. 
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Glossary of Terms 

 

This table has explanations of terms used in this book. When reading about the 

games, words highlighted like this mean a description of the phrase is here in 

the glossary. 

 

TERM MEANING 

Aces High 
Aces are the highest value card in the 

pack, ranked higher than the Kings. 

Alternating Colours 

Every card in a sequence must be a 

different colour to the card that was 

before it.  

Example: Three of Diamonds, Four 

of Clubs, Five of Hearts, Six of 

Spades, Seven of Hearts, etc. 

Ascending Order 

Cards ordered in increasing value. 

Example: Nine of Clubs, Ten of 

Clubs, Jack of Clubs, etc. 

Dealer 

The player in the game that deals out 

the cards at the beginning of a game. 

In games with multiple rounds, the 

first Dealer is usually chosen at 

random. The Dealer for each round 

after that is generally the person to 

the left of the current Dealer. 

Descending Order 

Cards ordered in decreasing value. 

Example: Jack of Clubs, Ten of 

Clubs, Nine of Clubs, etc. 

Foundations 

In games where you must build piles 

of cards, the Foundation card is the 

first in a heap. 

Rank / Rank Value 

The “Rank” of a card refers to its’ 

value. For example, the Six of Clubs 

has a rank value of six, and the Queen 

of Diamonds has a rank value of 

twelve. Aces can have a value of one 

or thirteen depending on the rules of 

the game being played. 
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Stock / Stockpile 

The pile of cards remaining after the 

Dealer has dealt a round. If necessary, 

players draw cards from this pile. 

Suit 

There are four “Suits” of cards in a 

deck. These are the Clubs, Diamonds, 

Spades and Hearts. 

Waste Pile 

A pile of cards discarded by players. 

Usually, players can’t draw from this 

pile, though the rules may vary 

depending on the current game. 
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Rockaway (Go Boom!) 

 

 

Deal the Cards 

1. Start by shuffling both decks together. 

2. The Dealer passes a face-down card to each player in turn. Continue 

doing this until all players have seven cards. 

3. The Dealer places one final card face-up in the centre of the table. This 

card is called “The Widow”. 

4. Place the rest of the cards face-down next to The Widow. This pile is the 

Stock. 

 

1: An example of how the cards are dealt for Rockaway. 

The Goal 

Be the first player to get rid of all the cards from your hand. 

     2 packs      5+ players 
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Playing the Game 

1. The player to the left of the Dealer takes the first turn, and play continues 

clockwise. 

2. Each turn, you can discard one card from your hand that is either: 

• An Ace 

• The same rank as The Widow 

• The same suit as The Widow 

Example: If The Widow is a Six of Spades, you could discard any Six, 

any Spade or any Ace. 

If The Widow was the Ace of Spades, you could only drop another Ace 

or another Spade. 

3. The card you discard becomes The Widow for the next player’s turn. 

4. If you do not have a suitable card to get rid of, you must draw a card from 

the Stock or, if the Stock is gone, you miss your turn. 

5. When one player gets rid of their last card, they win the round. All other 

players put their remaining cards face-up on the table. The winner gets 

points for each card as follows: 

• 15 points for Aces 

• 10 points for picture cards (Kings, Queens, Jacks) 

• Rank value for all other cards 

6. The player to the left of the Dealer takes over as Dealer for the next 

round. This game can be played for as many rounds as you like.
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Demon Patience (Canfield) 

 

 

Deal the Cards 

1. Deal thirteen cards face-down on the table. 

2. Turn over the top card on the pile you have dealt. This card is called “The 

Heel”. 

3. Deal four face-up cards to the left of The Heel. These will be the 

columns. 

4. Deal one card face-up above the first column. This card indicates what 

the starting rank for the Foundations will be for this round. 

5. Hold the rest of the cards in your hand as the Stock. 

 

2: Deal the cards like this to play Demon Patience. 

 

The Goal 

Move all cards from the Stock, the columns and the Heel pile to foundation 

piles. 

     1 pack      1 player 
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Playing the Game 

1. You build on the Foundation in ascending suit order. In the example on 

the previous page, the next card you can place on the Ten of Hearts is the 

Jack of Hearts. 

2. Pack the columns in descending order, alternating colours. In the previous 

example, the Eight of Diamonds or Hearts can be placed on the Nine of 

Clubs. 

3. When another card of the same rank as the Foundation is available, it 

becomes a new Foundation pile. In our examples, each Ten will start its’ 

own Foundation pile. 

4. When a gap opens in the columns, fill it with the Heel card and turn the 

next card on the Heel pile face-up. 

5. At the start of each turn, deal three cards from the Stock. The top card of 

these three can be played to a Foundation column. 

6. You can move the bottom card of a column to a Foundation or another 

column. You can also move sequences of cards between columns. 

7. If there are less than three cards left in the Stock, play the remaining 

cards one-by-one. 

8. When you reach the end of the Stock, turn the pile over and begin dealing 

again. 

9. Continue like this until you either complete building the Foundation piles 

or until you cannot make another valid move. 

 

Example 

In the example on the next page, the following moves are available: 

• The Ten of Spades can become a new Foundation pile. 

• The Eight of Hearts and Seven of Spades can be moved onto the Nine of 

Clubs. This leaves a gap in the columns, which is filled by the Four of 

Spades from the Heel pile. 

• The Jack of Hearts can be moved to the Hearts Foundation pile on top of 

the Ten. This opens a column which you fill with the next card under the 

Four of Spades from the Heel pile if you have completed the previously 

described move first. 
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3: An example of a game of Demon Patience in progress.
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Old Maid 

 

 

 

Deal the Cards 

1. Remove one Queen from the deck. Usually, people choose the Queen of 

Hearts, but you can select any Queen. 

2. Deal one card to each player in turn. Continue doing this until all 51 cards 

have been dealt. 

 

The Goal 

Discard all cards from your hand and don’t be the final player with a card that 

can’t be matched. 

 

Playing the Game 

1. After the deal, all players discard any pairs of cards from their hand. If 

you have three-of-a-kind, you may only drop two of the set. 

2. The Dealer starts the round by offering their cards – face-down – to the 

player on their left. The player on the left takes a card at random and adds 

it to their hand. 

3. If the player to the left now has a matching pair, they can discard it. 

4. The player to the left of the Dealer offers their cards to the player on their 

left. The game continues in this direction. 

5. The game ends when every player except one has gotten rid of all their 

cards. One player will have an unmatched Queen left in their hand. They 

are “The Old Maid” for this round. 

6. Before you offer your cards to the player on your left, you can shuffle 

your cards.

     1 pack      5+ players 
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I Fancy My Cards 

 

 

Deal the Cards 

1. The Dealer deals three cards face-down to the player on their left. 

2. All of the remaining cards are placed face-down in the centre of the table 

as the Stockpile. 

3. Aces are high in this game. 

 

The Goal 

Be the player with the highest number of points at the end of the game. 

 

Playing the Game 

1. Every player starts with a set number of “points” – ten as an example. 

2. In this game, the Dealer is also known as the Banker. At the beginning of 

the game, they put a set number of points in a Pool. Let’s use twenty as 

an example. 

3. The player to the left of the Dealer looks at their three cards. They must 

then decide if they think one of their cards is both: 

a. A higher rank, and 

b. The same suit as the top card on the Stockpile 

4. If they think they have a suitable card, they announce “I fancy my cards 

for X points!” 

The value of X can’t be more than the number of points in the Pool, or 

higher than the number of points the player has. In our example, the 

player could bet, at most, ten points as this is the first turn. 

If they feel they do not have a good enough card, the player wagers just 

one point. 

5. The Dealer turns the top card on the Stock over and compares it with the 

card the player selected. If the player’s card is a higher rank and the same 

     1 pack      6 - 10 players 
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suit, they win the number of points they bet from the Pool. Otherwise, 

they lose their stake.  

 

Note: Do not add the points players lose back to the Pool. 

 

6. The Dealer discards the three cards from the player and the card from the 

Stock to a waste pile. The Dealer reshuffles the Stock and deals to the 

next player to the left. 

 

Note: If the Stock runs out, the Dealer shuffles the waste pile and 

continues to deal. 

 

7. The Dealer stays as Banker until the Pool loses all of its’ points. At this 

time, the player to their left takes over as Dealer and Banker. 

8. When a new Dealer and Banker takes over, the Pool and each player add 

the starting number of points to their totals. Based on our example, the 

Pool would be restored to twenty points, and each player would be given 

an extra ten points. This means any player who lost all their points in the 

round can play in the new hand. 

9. Continue the game until everyone has been the Banker at least once, or 

longer if desired. 

10. The winner is the player with the greatest number of points. 

 

Example 

Three examples appear on the next page: 

• Example 1: The player wins their wager because their Ten of Spades is 

higher than the Seven of Spades on the Stockpile. 

• Example 2: The player loses their bet because even though their Ten of 

Spades is a higher rank than the Three of Clubs on the Stockpile, it is not 

the same suit. 

• Example 3: The player loses their stake because their Four of Diamonds 

is a lower rank and a different suit to that of the Stock’s Five of Clubs. 

  



Card Games For All The Family  I Fancy My Cards 

<- Old Maid  Donkey (Pig) -> 15 

 

4: I Fancy My Cards - Example 1 

 

 

5: I Fancy My Cards - Example 2 

 

 

6: I Fancy My Cards - Example 3 
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Donkey (Pig) 

 

 

Deal the Cards 

1. For each player, the Dealer removes four cards of the same rank from the 

deck to form a pack. 

 

Example: If five players are playing, the pack would be four Aces, four 

Kings, four Queens, four Jacks and four Tens. If a sixth player joined, the 

Dealer would add four Nines to the pack. 

 

2. Set the rest of the deck aside and shuffle the pack. 

3. Deal four cards to each player. 

 

7: A sample deal for Donkey. 

 

     1 pack      3 - 13 players 
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The Goal 

Get all four cards of one rank in your hand, or don’t be the last person to react 

when another player gets all four of one type in their hand. 

Playing the Game 

1. At the same time, all players pass one card face-down to the player on 

their left. 

2. You cannot look at the card that is passed to you until you have given a 

card. 

3. After you pass a card, pick up the new card and try to combine it with the 

three remaining cards in your hand to get four of one type. If you don’t 

have all four, pass another card to the player on your left. 

4. When a player has all four cards of one rank, they stop passing cards and 

put their finger to their nose. They win the round and get a point. 

5. All the other players also now need to stop passing cards and put their 

fingers to their noses. The last player to do so loses a point and is the 

“Donkey” for the round. 

6. The player to the left of the Dealer becomes the Dealer for the next 

round. 

7. Continue playing for as many rounds as desired. The overall winner is the 

player with the most points. 



Card Games For All The Family  Beggar My Neighbour 

 <- Donkey (Pig)   18 

Beggar My Neighbour 

 

     1 pack      2 - 6 players 
 

Deal the Cards 

1. Deal one card face-down to each player in turn. 

2. Continue dealing in this way until the entire deck is dealt. It doesn’t 

matter if players have different amounts of cards at the end of the deal. 

3. Players must not look at their cards. Instead, they place cards in a face-

down pile in front of them. 

 

The Goal 

Be the player who collects all 52 cards into your pile. 

 

Playing the Game 

1. The player on the Dealer’s left turns over the top card from their pile. 

Place this card in the middle of the table. 

2. If the card in the centre is an Ace, King, Queen or Jack, the next player to 

the left must “pay” a set number of cards. Otherwise, the next player to 

the left places a card in the centre instead. This process continues until a 

player places an Ace, King, Queen or Jack on the middle pile. 

3. The player who is paying turns over cards from their pile one-by-one and 

puts them on the centre pile. 

Pay: 

• Four cards for an Ace 

• Three cards for a King 

• Two cards for a Queen 

• One card for a Jack 

4. While paying, if the player turns over an Ace, King, Queen or Jack, they 

stop paying immediately. The player to their left must then pay the 

required number of cards. 
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5. When a player finishes paying without revealing an Ace, King, Queen or 

Jack, the player on their right takes the pile from the centre of the table 

and places those cards face-down at the bottom of their stack.  

6. The player who paid restarts the game by placing the top card from their 

pile in the middle. 

7. If you run out of cards in your pile, you are out of the round. 

8. Continue playing until one player has all 52 cards in their pile. 

 

Example 

In this example, Player One has just played the Queen of Hearts. Player Two 

now needs to place two cards face-up on top of the Queen as payment. 

 

8: A game of Beggar My Neighbour in progress. 


