Card Games
Ruff

Players: 3 to 5
Object: Take the most tricks.

Ruff is a basic tricks* game with a twist. First of all, the size of the deck you will use varies. For three players, the deck will be 45 cards; for four players, 48; for 5 players, 50. Take out as many cards as necessary to reach the appropriate number, starting from low to high, in order of hierarchy**. This means first remove the two of clubs, then the two of diamonds, then the two of hearts, then the two of spades, then the three of clubs, etc. Once you have removed the appropriate number of cards, deal out all the remaining deck. 

The player to the left of the dealer starts. They may play any card they want. The play follows as in a normal tricks game. If you are void in the suit played, you may play any card you wish on the trick. Trump is based on what suit is led; any suits played other than the starting suit become trump, ranking in order of hierarchy**. This means that even a club can take a spades trick, but a diamond will overtrump the club, no matter how low the diamond is. Play goes in this manner until all the cards have been played. Players then count up their tricks. Every player is required to make a certain number of tricks based on the number of people playing. For three players, 5 tricks; for four, 3 tricks; for five, 2 tricks.

Deal out the cards for the next round. For every trick a person didn't make last round that they were supposed to, that player owes that many cards to any player(s) who made extra tricks. For example, if there are four people playing and two of them made 4 tricks, one made 1 trick, and one made 3 tricks, the player who made 1 trick owes one card each to the players who made 4 tricks. The number of cards owed will always equal the number of cards received. The player who made extra tricks receives a card by asking the owing player for any suit, and the owing player gives them the highest card they have in that suit. If they are void, they may give any card they wish. After all cards have been transferred, the players who received cards give back one card of their choice to the person they received cards from for every card they received. If more than one player owes and more than one player receives, the receiving players must decide who they receive cards from. However, they must do this before any cards have been received.

Ruff 2.0 (Variation of Ruff)

Instead of following the standard order of hierarchy for trumping, use a "rock-paper-scissors" system in which the order of trump depends on the first card led in a trick. If the first card is a club, trump goes from lowest to highest, diamonds, hearts, spades. On a diamond first card, trump goes hearts, spades, clubs. Similarly on a heart, trump goes spades, clubs, diamonds, and on a spade, trump goes clubs, diamonds, hearts. This variation breaks the one or two player-take-all repetition that sometimes occurs while playing original Ruff.

Diamonds

Players: 2 to 6
Object: Get the least number of points.

This game is another tricks* game that is slightly similar to Hearts, but is not nearly as bland and has a different strategy. The entire deck will be used for this game. To find the number of cards to deal out, take the total number of people and find the highest multiple of that number less than or equal to 30. Deal out that number of cards, and place the remaining cards in a stack in the center.

The player to the left of the dealer starts by leading any card, except a diamond. After each trick ends, the winner of the trick must draw one card from the stack in the center, and then one additional card for every diamond there was in the trick. For example, the winner of a trick with three diamonds in it would draw four cards from the stack. You may not play diamonds on the first trick, even if you are void in the led suit. You may not start a trick with a diamond until a player has ruffed*** a trick with a diamond. Finished tricks do NOT go back into the stack. Once the stack in the center is empty, or any player has run out of cards in hand, the game immediately ends. All players look at their hand and add one point to their total for every non-diamond they have, and two points to their total for every diamond they have. At the end of any round, if any player has 100 points or more, the player with the lowest total wins.




* Tricks game - A tricks game consists of several rounds called tricks, which each consist of each player playing one card from their hand. The player to the left of the dealer usually starts the first trick. Players then play their cards in a clockwise manner around the circle. Players play a card from the same suit of the first card of the trick (also called the led suit) if possible. If they do not have any cards of the led suit (called being void in the led suit), they may play any card they wish. This card, unless trump, cannot take the trick, no matter how high. If the card is a trump, it is higher than any non-trump, regardless. A 2 of a trump suit would beat an ace of a non-trump suit. After every player has played one card, the player with the highest card of the led suit takes the trick, unless anyone has played a trump, in which case the person with the highest trump takes the trick. The winner of the trick starts off the next trick. Trump is usually designated at the beginning of the round. Some tricks games do not have trump.

** Order of hierarchy - The order of hierarchy from lowest to highest goes: clubs, diamonds, hearts, spades.

*** Ruffing - Playing a card not of the led suit on a trick, because you are void in that suit.
