
Crazy Eights 
 
THE PACK: The standard 52-card pack is used. 
 
OBJECT OF THE GAME: The goal is to be the first player to get rid of all the 
cards in your hand. 
 
CARD VALUES/SCORING 
The player who is the first to have no cards left wins the game. The winning 
player collects from each other player the value of the cards remaining in that 
player’s hand as follows: 
Each eight = 50 points 
Each K, Q, J or 10 = 10 points 
Each ace = 1 point 
Each other card is the pip value 
 
THE DEAL 
Deal 5 cards one at a time, face down, beginning with the player to the left. 
The balance of the pack is placed face down in the center of the table and 
forms the stock. The dealer turns up the top card and places it in a separate 
pile; this card is the “starter.” If an eight is turned, it is buried in the middle of 
the pack and the next card is turned. 
 
The Play 
Starting to the dealer’s left, each player must place one card face up on the 
starter pile. Each card played (other than an eight) must match the card 
showing on the starter pile, either in suit or in denomination. 
Example: If the Q of Clubs is the starter, any club may be played on it or any 
Queen. 
 
If unable to play, cards are drawn from the top of the stock until a play is 
possible, or until the stock is exhausted. If unable to play when the stock is 
exhausted, the player must pass. A player may draw from the stock, even 
though there may be a playable card in the player’s hand. 
 
All eights are wild! That is, an eight may be played at any time in turn, and the 
player need only specify a suit for it (but never a number). The next player 
must play either a card of the specified suit or an eight. 
 



2-Handed Hearts 
 
Preparing the Deck  
Remove the Jokers from the pack and shuffle the cards accordingly. 
"Cut" for high card to determine who plays first. The deal for each 
successive hand will then alternate. 
 
Scoring 
With the exception of four-handed play, the Rules of the game are the 
same. Each Heart counts as one point and the Queen of Spades counts 
as 13 points. The game ends when either player reaches 100 points. It is 
quite possible (although rare) to "Shoot The Moon" and pin your 
opponent for 26 points. 
Jack of Diamonds Option It is suggested that this rule apply when 
playing the two-handed game. If either player takes the Jack of 
Diamonds during the hand he deducts 10 points from his score. This 
feature livens up the game and gives significance to the Diamond suit. 
 
Getting Started 
The winner of the "cut" deals 13 cards, one at a time, to himself and his 
opponent. The remaining 26 cards become the "stock." The dealer now 
draws the top card from the stock. He has the choice of keeping that 
card and adding to his hand, while getting rid of another card in his 
hand--Or--he may reject the drawn card and place it face down on the 
table. Regardless of his choice, his hand always has 13 cards. Then his 
opponent takes his turn and makes a draw from the stock accordingly. 
Completing the Draw Both players alternate turns until the stock is 
depleted and each person has 13 cards. Now it is time play out the 
hand. 
 
Opening  
Lead The dealer plays first. He may lead any card and is not required to 
play the deuce of clubs on the first trick if he has this card. There is no 
restriction on leading Hearts--this suit may be led on the first trick. The 
winner of the first trick leads to the next trick. 
  



Following Suit 
Suit must be followed whenever possible, otherwise a discard is made. 
If a player reneges (revokes), he is penalized 26 points, while the other 
players scores zero for that hand. 
 
Completing the Game  
Points are logged for each player at the end the hand. When anyone 
reaches 100 points, the game ends. It is best to play a two-out-of- three 
match to determine the overall winner. 
  
Strategy  
It is very important to track the Heart and Spades suits. Sometimes an 
unexpected "Moon" might occur if a player is fortunate enough to draw 
a string of top Hearts. Another consideration is keeping diamonds if you 
have the Jack in your hand. Voiding the club suit is a good idea (while 
creating your hand during the draw). Spades are usually a safe lead, 
unless you have Ace or King problems in that suit. 
 
Variation 
Two handed may be played with the option of leading after the 13 cards 
have been dealt and then replenishing your hand after each trick with 
successive draws from the stock. The only problem with this approach 
is that it mimimizes the skill factor and creates an "honor" system of 
following suit during the play of the hand. 
  



Gin Rummy 
 
OBJECTIVE: Score points and reach an agreed number of points. 
 
NUMBER OF PLAYERS: 2 players (variations can allow for more players) 
 
NUMBER OF CARDS: 52 deck cards 
 
RANK OF CARDS: K-Q-J-10-9-8-7-6-5-4-3-2-A (ace low) 
 
THE OBJECTIVE 
Players must set the number of points needed to win prior to the start of 
the game. The goal is to create runs and sets with your cards in order to 
score the most points and win the game. 
  
Runs – A run is three or more cards in order of the same suit (Ace, two, 
three, four- of diamonds) 
Sets – Three or more of the same ranking cards (8,8,8) 
  
HOW TO DEAL 
Each player is dealt 10 cards face down. The remaining cards are 
placed in between the two players and serve as the deck. The top card 
of the deck should be flipped over to create the discard pile. 
  
HOW TO PLAY 
The non-dealer has the option to start the game by picking up the 
flipped over card. If that player passes, then the dealer has the option to 
pick up the face-up card. If the dealer passes, then the non-dealer can 
begin the game by picking up the first card on the deck. 
  
Once a card is picked up, the player must decide if they want to keep 
that card and discard another or discard the card that was drawn. 
Players are required to discard one card at the end of every turn. 
  



Once opening play has been made, players are allowed to draw from 
the deck or pick up from the discard pile. Remember the goal is to 
create sets and runs to obtain the most points. 
  
SCORING: 
Kings/Queens/Jacks – 10 points 
2 – 10 = Face Value 
Ace = 1 point 
  
GOING OUT 
An interesting facet of Gin Rummy is that players have more than one 
way of going out. Players can either go out via the traditional method 
known as Gin or by knocking. 
  
Gin – Players must create a meld out of all cards in their hands. A player 
must pick up a card from the discard or stock pile before going Gin. You 
automatically receive 25points if you go Gin, plus you receive the total 
number of points of uncompleted melds from your opponent’s hand. 
  
For example, if your opponent’s hand is as such (8,8,8 – 4,4,4 – 
5,2,2,ace), then they have 10pts in uncompleted melds (5 +5+2+1 = 10 
*ace=1) that you get to add to your score of 25pts, giving you a total of 
35pts for winning that hand. 
  
Knocking 
A player can knock only if the un-meld cards in their hand equal 10 or 
less points. If a player meets the proper requirements, then they can 
execute a knock by literally knocking on the table (this is the fun part) 
then revealing their hand by laying their cards face up on the table. 
  
Once the cards have been placed on the table, the opponent reveals 
their cards. They have the option of “hitting” your cards with the un-
melded cards in their hand. For example if you lay down run of 2,3,4 of 
diamonds and your opponent has the 5 of diamond they can “ hit” your 
run and that card no longer counts as part of their un-melded cards. 
  



Once the “hitting” has taken place it’s time to tally the score. Both 
players should total the number of un-melded cards in their hands. You 
must subtract the total of your un-melded cards from the total of your 
opponent’s un-melded cards and will be the number of points received 
from winning the hand! For example, if your un-melded cards equal 5pts 
and your opponent’s un-melded cards equal 30pts, you will receive 
25pts for that round. 


