
  

 

Four Great Card Games! 
 

Each of these are played with a standard deck of 52 playing cards; no jokers. 

 

Montana 

Number of Players: 1  Number of Decks: 1 

Takes luck; it’s easy to play and hard to win! 

Note: You’ll need a big playing space – clear your table! 

Directions: 

1. Shuffle your deck and then deal every card out in front of you, face up, in four rows. So when you’re 
finished, you’ll have four rows of 13 in front of you. 

2. Remove the aces from the board and set aside. You will now have four “blank spaces” on your board. 
3. The goal is to get each row to go 2-King in the same suit. So one row will be clubs, one diamonds, 

one spades, and one hearts, in order (L-R) of 2-King. 
4. Look at your blank spaces and then look at the card immediately to the left of the space. You may 

place the card of the same suit and one number higher into that space. For instance, if you have a 3 
of Hearts right before a blank space, then you may place the 4 of Hearts in that space.  

5. Doing this will create new blank spaces – keep looking at the card to the left and then filling the 
space with the next card (next highest number, same suit). 

a. If the very first space in a row becomes blank, congratulations! You can pick the 2 of any suit 
to put in that space. 

b. If you have a King immediately before a blank space, that space is “dead”. You can’t put any 
card in that space. 

c. Eventually, all four of your blank spaces will be after Kings. Once this happens: 
6. Remove all the cards from the board that are not already “in order”. To be in order, you have to 

have built that row from the 2 on up. Therefore, if the first row has 2-6 in clubs, keep those cards on 
the board and then remove the rest of them in that row. Then do the same for the next row.  

a. A card must be correctly in sequence, starting with the 2 at the beginning of a row, in order 
to be left in place. All other cards must be removed. 

7. Add in the aces to the pile of your removed cards and shuffle them. 
8. Re-deal the cards back onto the board, completing these four rows as you had before. Remove the 

aces, and now continue your game. 
9. Once you have 4 dead spaces again, pick up the cards that are out of order, add the aces, shuffle, 

and re-deal. 
10. You are allowed 2 shuffles after the first deal (so 3 total). If you can’t solve the game after that, you 

lose. 

 



Peanuts 

Number of Players: 2-? (Pr. Sarah once played this with 17 people! The best games have at least 3 players.)  

Number of Decks: Each player needs their own; try to find decks that have different designs on the back so 
you can keep everyone’s decks straight. 

Note:  

 You need to know how to play regular solitaire before you play this game. This is essentially a fast-
paced multi-player solitaire! 

 You’ll need a piece of paper and pen for scorekeeping. 

Directions: 

1. Everyone deals out a typical solitaire set in front of them, except instead of 7 piles, do 5. Deal them 
in the same way you would solitaire, just with 5 piles. (These piles are called the “tableau”.) 

2. Everyone deals their “peanuts pile” which is 11 cards, face down, in a pile. Flip up the top card and 
set the pile in front of you, but off to the side a bit. 

3. Play starts. Everyone plays solitaire as normal. 
4. Where this gets interesting: 

a. All aces go in the middle of all the players and anyone can play on any ace pile. Whoever gets 
their card on the pile first, keeps their card up there. If you’re too slow, you’ll miss out! 

i. You cannot “stack” cards, meaning you have to play each card one at a time. 
ii. If you place the king on a pile, you must pick up that pile, turn it over, and set it 

aside. 
b. If you have an open space in your tableau, normally you have to put a king there. But you may 

play ANY card of yours to that spot (but not someone else’s and not one that’s already been 
placed in the middle on an ace). 

c. Following the normal solitaire rules of play, you may play the top card of your peanuts pile at 
any time on either your tableau or up on the aces. Once you do, flip up the new top card. 

5. Play continues until someone calls “Peanuts!” You may only call peanuts once you have played all 
the cards in your peanuts pile. 

a. Just because you’ve played every card doesn’t mean you have to call it right away; playing 
longer may get you more points, but it also allows your opponents to gain points, so you 
choose when to call it. 

6. If everyone gets stuck at the same time everyone takes the cards in their hand and put the top card 
onto the bottom. After the third time of doing this in a round, if everyone is still stuck, then the 
round ends. 

7. Once the round ends, before you do anything else, everyone must count the number of cards in their 
peanuts pile. Double that number and these are your NEGATIVE points for the round. So if you had 5 
cards left, then you’re currently at negative 10 points. If you have no cards left, you’re at 0. If you 
forget to count, you assume you had all 11 cards left in your pile. 

8. Pick up all the cards in your hand, tableau, and peanuts pile. Put them aside. It’s important they 
don’t get mixed up with the other cards. 

9. Sort all the cards in the middle and return them to each player. Count your cards – each one is worth 
1 positive point. So if you played 20 cards in the middle, you have 20 positive points. 

10. Do your math. If you had 10 negative points and 20 positive ones, then you ended the round with 10 
positive or “good” points. Put that score on your paper. 

11. Keep playing more rounds until someone gets at least 52 points. The first one to that number, wins. 
a. If more than one player gets more than 52 the same round, the person with more points wins. 
b. You can win “in the hole” with negative points, but only if you hit 52 exactly. 

 



Crazy Eights 

Number of Players: 2-5  Number of Decks: 1 

Directions: 

1. Shuffle the deck, and deal everyone seven (7) cards (they can look at them). 
2. Place the remaining cards in a pile in the center of the table, face down. This is the draw pile. 
3. The dealer takes the top card of the draw pile and places it face-up next to it; this starts the discard 

pile. 
4. The first player (to the dealer’s left) adds to the discard pile by playing one card from their hand 

that matches the top card on the discard pile. Matching is done either in number or suit (e.g., 6, 
king, spade, etc.). Play then passes to the left and the next person plays one card from their hand 
that somehow matches the top card of the discard pile. 

5. If a player cannot match the card, then that person must draw cards into their hand until they get 
one that they’re able to play. 

6. Eights are wild and can be played on any card. When this is done, that player chooses the suit that’s 
now in play. The next person must then play either an eight, or whatever suit was just named. 

7. The first player to discard all of their cards, wins. 

Notes: When the draw pile is empty, a player who can’t add to the discard pile simply passes their turn. You 
may also play this with partners if you have 4 players. Deal and play as normal, but the game doesn’t end 
until both people on a team discard all their cards. 

 

Hearts 

Number of Players: 3-5  Number of Decks: 1 

Deal & Play: Deal cards face-down to the players (13 cards for 4 players; for 3 players, remove the 2 of 
diamonds and give everyone 17 cards; for 5 players, remove the 2 of diamonds and the 2 of clubs so that 
everyone gets 10). 

The player holding the 2 of clubs (or 3 of clubs in a 5-person game) plays first. 

Going clockwise, each player must then play a club, if possible. If you have no clubs, you can play any other 
card except a heart or the queen of spades. The highest club that is played wins that “trick” and they then 
take all the cards in the center and put them face-down in front of them until the end of this deal. They 
then start the next play with one of the remaining cards in their hand. 

To do this, they can play any card in their hand except a heart (unless they only have hearts in their hand) 
and then play follows a similar pattern. Whatever suit they lead with the remaining players must also play 
unless they are unable to, at which point they may lay down any other card in their hands.  

Hearts may not be used to lead a round until a heart or the queen of spades has been discarded. But the 
queen can lead at any time. The queen does not have to be discarded at the first opportunity. 

Play continues until all the cards in  

Scoring: At the end of each hand, players look at the cards they have “won”. For each heart that they have, 
they gain 1 point. The queen of spades is worth 13 points. The game is usually played until someone reaches 
100 points (though some play to 50 and you can choose any number before starting play). When a player 
takes all 13 hearts and the queen of spades in one hand, instead of gaining 26 points, that player scores zero 
and everyone else gains 26. 

To Win: The game ends when one player hits the agreed-upon score or higher, but at this point, the person 
with the lowest score wins. 


