
The Game of Forty-Fives - Rules


-------------------------------


Description:


 Forty-Fives (45's) is a card game using a standard


deck of playing cards (52). The game can be played individually


 (one-on-one,one-on-one-on-one, etc. called "cut-throat 45's")


where each player tries to get points for themselves, or in team mode


 (called "partner 45's") where players combine their scores in a team


effort to win. Number of players: 2-8 are possible, 2-6 are best. The


game is played to 120 points. The general gameplay is as follows:


1) Dealing


The dealer deals each player 3 cards first, then 2 cards, then a


 3-card "kitty" in the middle. (note: this can be done in any order, provided


that no more than 3 cards are dealt at a time, eg. An incorrect way to deal


would be 1-4-3(kitty) or 1-1-3-3(kitty), but a possible way to deal is:


2-3(kitty)-3, or 2-3-3(kitty).) The kitty cannot be dealt first.


One variation is to deal the first player 3 cards then the second player


2 cards, then the third player 3, etc in an alternating round-robin


fashion, provided that no two players are dealt the same number of cards in a row.


 (eg. An incorrect deal for 4 players would be: 2-2-3-3, 3-3-2-2, 3(kitty). A


correct deal would be: 3-2-3-2, 2-3-2-3, 3(kitty).) If a round is misdealt,


 (eg. someone did not receive enough cards), the dealer re-deals all the cards.


2) Bidding


Once the cards are dealt, bidding commences. Possible Bids are: 15, 20, 25, and


30. Bids refer to the number of "tricks" you will take in the round.


A "trick" is simply a point taken. Each trick is worth 5 points. So a Bid of


15 means you must take at least 3 tricks in that round. Since their are only


5 cards per round, per player, the total number of tricks equals 5, so


5 X 5 = 25 points. But one trick in each round has to be worth 10, and not 5 points.


This makes the total per round equal 30 points. The trick that is worth 10


is the trick taken with the highest card of value in that round.

The hierarchy is as follows:

Hierarchy:


5 of trump suit


J of trump suit


A of Hearts


A of trump suit


K of trump suit


Q of trump suit


-If trump suit is red (hearts or diamonds): 10,9,8,7,6,4,3,2


-If trump suit is black  (spades or clubs): 2,3,4,6,7,8,9,10


 (remember - high in red, low in black)

Example 1: Trump is Hearts: Hierarchy:


5h, Jh, Ah, Kh, Qh, 10h, 9h, 8h, 7h, 6h, 4h, 3h, 2h

Example 2: Trump is Diamonds: Hierarchy:


5d, Jd, Ah, Ad, Kd, Qd, 10d, 9d, 8d, 7d, 6d, 4d, 3d, 2d

Example 3: Trump is Clubs: Hierarchy:


5c, Jc, Ah, Ac, Kc, Qc, 2c, 3c, 4c, 6c, 7c, 8c, 9c, 10c

Example 4: Trump is Spades: Hierarchy:


5s, Js, Ah, As, Ks, Qs, 2s, 3s, 4s, 6s, 7s, 8s, 9s, 10s


 So the bidding determines how many points you are obliged to


take in the round. If you are successful in making your bid, you are


awarded the FULL amount of points you made that round (eg. if you bid


20 but made 25, you get 25 points.), but if you do not make your bid


The number of points your bid was gets subtracted from your score (eg. if


you bid 20 but made 15, your score diminishes by 20 points.)


All non-bidding teams/players receive in full what points they make in that round.


Each player bids clockwise from the dealer (making the dealer last to bid).


You can only over-bid someone with a bid higher than theirs. You may pass


if you do not want to bid.  If no one bids, the dealer is "bagged" meaning


that they are forced to bid the minimum of 15 (but not higher). After a bid is


decided, when everyone has either bid or passed. The winning bidder tells the other


players what suit he has chosen to go in. He then picks up the 3-card kitty


in the middle and chooses which cards from the kitty he will keep, if any. Everyone


then has a chance to discard whichever cards they don’t want, keeping a minimum


of 1 card, if 5 or less players are playing; 2 cards if 6 people are playing;


3 cards if 7 people are playing; 4 cards if 8 people are playing. (because


8 X 5 = 40 + 3(kitty) + 8 X 1 =8 (2nd deal) == 51 out of 52 cards.)


If the bidder has more trump cards than 5, because the kitty contained trump cards,


he is forced to throw some away, keeping a maximum of 5.


3) General Play


The bidder "leads off" (plays his card first).  If a trump is led by anyone,


all must "follow", or play a trump card if they posses one. If they do not,


any card may be played. There is one exception to this rule called "reneging",


which will be explained later. If an "off-suit", or non-trump, card is led,


then any off-suit or trump card can be played by anyone. The player who


has the highest card on that hand takes the trick. This is repeated for a total


of 5 hands, until there are no more cards in each players hand. 5 points are awarded


per trick taken (hand won) and 10 points (not 5) for the trick that was taken by the


highest card in that round. If no trump cards are played in a hand, the highest


off-suit card (in the suit led) takes the trick. The hierarchy for off-suit is as


follows:


 If off suit is black: K,Q,J,A(Ace becomes a "1"),2,3,4,5,6,7,8,9,10


 If off suit is red  : K,Q,J,10,9,8,7,6,5,4,3,2,A(but NOT the Ace of Hearts)


Whoever takes the trick leads off for the next hand.


4) Scoring


Points are awarded first to the bidder/bidding team. If they made their bid,


or more than their bid, they are awarded the points they made. If they do not


make their bid, only the points they bid are subtracted from their score. (eg.


if a player bids 15 and makes only 5, 15 points are subtracted from his score


and 5 points are NOT added, because he didn't make his bid. Those points are lost,


and no one can claim them. When a player "shoots", or fails to make his bid,


it can be said that he "went in the hole". A player or team who is "in the hole"


is one whose score is negative. A negative score is represented on the score sheet


as a number with a circle drawn around it. You can go in the hole temporarily,


for one round, or you could be in the hole the entire game if you fail to make


positive points. Either way, adding a negative score is displayed as a number


with a circle around it and a running total score that is negative is displayed


the same way. Play is to 120 points. The first team/player to reach 120 points


wins the game. There is no boundary for negative points, and theoretically, the


game could last indefinitely if no constraints are put on scoring. (eg. team 1


bids 15, but makes 10. The score is -15 to 20. Then team 2 bids 20 and makes only


15.
The score is now 0-0. etc.)


Scenario 1 (Simple Play):


So, let's say for example Team 1 has 2 players, Frank and Fred. Team 2 has


2 players, John and Jim. Frank dealt the cards, so John, who is next


in clockwise order bids 15.( John cannot be his own teammate because teammates


must be evenly spaced between players, either sitting opposite, one another, or


staggered in the case of 3 or more teams: eg. Clockwise: Team1-Player1,


T2-P1, T3-P1, T1-P2, T2-P2, T3-P2, T1-P3, T2-P3, T3-P3.)


Fred is next, and he passes because he cannot bid higher than 20. Jim, who is


on John's team, has cards that could sustain a 25 bid, but he passes because


his partner has already bid, and he doesn't want to take the chance on a higher bid.


Frank, who dealt, is last, and he elects to go 25, because he sees in his


hand the cards: 5h (automatically worth 10 if the bidder goes in hearts),


Jh (2nd highest in hearts), Ah (3rd highest always), Qh (5th highest in hearts), and


2d. He is not guaranteed 25, since the Kh could beat the Qh, but he


is confident in his hand. So, since he is last, no one can out-bid him. He then


calls the suit, which is hearts, and then takes the 3-card kitty dealt to the middle


of the table. If there are any cards he wishes to keep from the kitty (preferably


trump cards), he may keep them, but he must throw any away that put him over the


5-card limit per round. He sees that there are no hearts in the kitty, but there is


a king of spades. He keeps the king in hopes that no one will have 5 hearts in their


hand. The dealer, Frank, asks how many cards John would like, and he replies


that he needs 4. Fred calls for 3 cards. Jim calls for 3 cards. And Frank announces


that he needs none. Frank plays his 5h and no one else can beat it (obviously).


Everyone else follows suit by throwing a heart. Frank throws the Jh next, and


then the Ah. Now he has made 20 points (10pts for the 5h, 5 for the Jh, 5 for the


Ah) and everyone is holding 2 cards. He needs to make 5 more points to make his bid.


On the last play, when he threw his Ace of hearts, he noticed that the only one


"following" him, or continuing to play trump cards, was his partner, Fred. So he


knows that no one can be holding the King of hearts, except his partner, perhaps.


So, knowing that either he or his partner will score, he throws his Queen of hearts.


The Queen does score, because neither Jim nor John have any trump left, and his


partner, Fred, throws a two of clubs. Frank has now made his bid (25). He now knows


that no one has trump left (including himself), but he knows he is going to take the


last trick because has the king (that he salvaged from the kitty) of spades. He leads


off with it, and no one can beat it, because spades were led, making spades the


off-suit to beat. The king is the highest, so it wins the trick. The other cards


played on the last hand were a queen of spades, a 10 of diamonds, and a king of clubs.


The King of Hearts has "slept", meaning that it was in the bottom of the deck,


and never got dealt, rendering it unplayable.


EXCEPTIONS TO THE RULE



Whenever there are rules, there are exceptions to the rule. The


following is a list of "rule-breakers":


5) Reneging


The general rule is that, if a trump suit is led, all must follow with a


trump if they have one.


 The exception is: 3 cards are "renegable" (pronounced: rEnegibal)



-The 5 of trump suit, the Jack of trump suit, and the Ace of Hearts.


What this means is, that if you posses one or more of these cards, you do


NOT have to play them if trump is led. Even if it means that you will play


an off-suit card instead. For example: If a 2 of hearts is led, and in your


hand you have a Jack of hearts, and the rest are off-suit, you may play an


off-suit card (or you may play the Jack, if you wish). But, if a 2 of hearts is


led, and you have a Jack of hearts, a King of hearts, and 3 other off-suit cards,


you can reneg the Jack, but you cannot play an off-suit card, because you cannot


reneg the King of hearts. You must play either the King or the Jack.


There is even an exception to THIS rule: Cards cannot be reneged on cards that


are led which are higher. Example: If a 5 of hearts is led, and you have a Jack of


hearts, and Ace of hearts, and 3 of-suit cards, you cannot reneg the Jack or the Ace.


You must play one of them. If you have also a 3 of hearts (with 2 other cards being


off-suit), then you need not worry about throwing the Jack or the Ace, because you can


throw the 3.


6) Bidder goes out


When two teams have scores high enough to enable them both to "go out", or


reach the 120 point destination score (such as 110 - 115), it is possible for


both teams to make 15 points. But the team that wins is the team that bid. So,


if the score was team 1, 115  and team 2, 95, and team 2 bids 25 and makes 25,


both teams end up with 120 points but team 2 wins because they bid.


7) Banging out


A player may "bang out", by throwing down lead cards sequentially. For instance,


If a player has 5h, Jh, Ah, he knows that no one can beat those 3 cards, so he


will throw them sequentially. But since no one can beat them, why not throw them all


down at once? He can do so by placing the 5,J, and A down at once, and now everyone


must thrown down 3 cards (and of course they must follow suit if they can).


8) Off-suit high card


Normally, a trump will have to be the high card for the round. But what if


someone bids in a suit they don't have (and "catches" none on the deal and


in the kitty)? Now, it is possible for someone else to have a trump, but suppose


all the trump sleep in the deck? Now an off-suit high card must be designated.


And it goes like this: The SUIT that the high card will be in, is the suit of the


very first card led by the bidder. Then it follows normal rules as to which card


in that round is the highest off-suit card of that suit. It is very possible that


the first card led is the high card by default if also all the cards of that suit


sleep as well. (example: clubs are trump, but they all sleep, including the Ace of


hearts, and all hearts sleep, except the 2. The bidder throws the 2 of hearts, and


no one has any hearts, so the 2 of hearts becomes the high card.)


Scenario 2 (Advanced Play):


Let's continue with our example: Team 1 has 2 players, Frank and Fred. Team 2 has


2 players, John and Jim. Frank dealt the cards, so John, who is next


in clockwise order passes. Fred looks at the score. Team 2 has 30 and Team 1 has


115. He knows that they will try to bag Frank, but he decides that he cannot bid


(even though he would like to, to protect his partner). He passes. Jim has great


cards - 5h Jh Ah 5s Jc, but he realizes that Team 1 is about to go out. They need


only 5 points. If he bids, he will have to make all of them in order to keep his


team alive. While this is possible, the next person to deal (and subsequently bid last)


is his partner, John. If he makes 30 this round, they will only have 60 pts, and Team 1


will surely not bid because they can "nickel-out", or take 5 points to win. So he realizes


that by bidding, he will have to be sure that he can not only make 30 now, but also make 30


next round (which is impossible to decipher). Only then would they be able to bag Fred.


It becomes evident that
the only way they can win is either, making 3 straight 30's in a


row (highly unlikely), by making 2 30's, then bagging Fred (who hopefully will not make

his bid when bagged), or by bagging Frank immediately. even though he has good cards, he decides
to pass and Frank gets bagged because no one bid and he was the dealer (and the last to bid). So Frank is forced to bid 15. He looks at his hand: he has a King of Spades, a Queen of diamonds, a two of clubs, a 3 of hearts, and a 2 of hearts.  He calls Spades as trump and picks up the kitty. He had bid on the highest card in his hand - a King of Spades, and to his relief, the Jack of Spades is in the kitty. Whew! At least he's got some decent cards now. The cards are dealt.


Frank leads off with an 8s. John throws a 9s, Fred throws a 2s, and, looking at his hand, Jim sees


that he has a 5s (automatically worth 10pts), Ah, and 3 off-suits. He throws the Ah and takes the


trick. He leads off with off-suit. Frank throws his Js, John and Fred thrown off-suit, since off-suit


was led. Frank leads off with off-suit, John throws off-suit and Fred throws a 4s. Jim is now

faced with a difficult decision. His partner has never been in a good position to throw any good cards so he doesn't know what he has. If he takes the 4 with his 5, he has two cards left and they are both off-suit. Frank or Fred could feasibly take the last two tricks with low spades or even off-suit. Jim doesn't want to risk it, so he keeps his 5, hoping to trick the others into thinking that he can't beat a 4s. He throws off-suit. Now Team 1 has made 10 points so far, from Jim and John's

perspective, they cannot allow Team 1 to make any more tricks. Fred leads off with a Queen of Spades.
Jim knows he can beat it with the 5, but the King and the Ace of Spades haven't come out yet. If he kills it with the 5, perhaps he also kills his partner's last card which could be the Ace,


because Spades were led and his partner must follow if he can. Then perhaps, Fred of Frank may


take the last trick in off-suit. Knowing, this, and the fact that Frank was bagged and may have


just bid on the Jack, and have nothing else, he elects to reneg the 5, and hope that his partner


can beat the queen with an Ace or a King, and Jim will of course have the last one with the 5.


Jim throws off-suit, and Frank is forced to play his last trump, the King, because trump was led.

John has nothing; he throws his off-suit, and Jim takes the last one with the 5. Both teams made 15,and even though they bagged Frank, he made his 15 points (the Jack scored, Fred made the 4s, and the King of spades scored.) and Team 1 wins.


9) Strategies


There are an infinite number of strategies to the game, but the most


common is called the "last-man-high" strategy. Basically, you leave


it to the last player on your team to throw their highest card. This


is because, if player 1 leads off and player 2 throws their highest card,


everyone on player 1's team who is after player 2 has a chance to beat it.


Or, if say player 2 throws the 5 (in which case it can't be beat), it is


wasted because everyone else will throw off suit (since it was led).


Another strategy is called "dragging out". A player who bid and has good


cards may not want to play them right away because he may kill his teammates'


cards. So he may lead off with a small trump card, forcing all to play a trump


if they have one ("dragging" it out of them). The teammate will play his high


card (last-man-high), and may take all of them, thereby reducing the opponents'


trumps by one.


Perhaps the most difficult strategy is "card-counting". It can be equated to counting


the number of possible moves you have in a chess match (though that's really an unfair


analogy). If you keep a mental note of which cards have already come out, you can


figure what order the rest of the possible cards are ranked as, as opposed to what you


have in your hand. Example: If trump is hearts, and the 5, J, K, and Q have already

been played on one hand, and you have the A, 10, 9, 8 left, you know that your cards


are unbeatable. The exceptional card-counters of the world can do this for every card


in the deck and keep a mental ratio of how probable each card is of being played, and


the ratio of their possible success. This is the ultimate decision-making tool in cards.


10) The "Impossible" scenario


Should the "impossible" happen, two teams may simultaneously reach 120 points,


with neither team bidding. How? If there are 3 teams or more. For instance,


if Team 1 bids 15, and Team 2 and Team 3 both have 105 points, Team 1 may make


nothing and Team 2 and 3 could be tied at 120. So who wins? This, I'm afraid,


is where the original rules don't quite seem to be so clear. Who knows what the


original rules say about this? Perhaps no one ever thought of it, or never thought


that the game would get to be popular enough to merit consideration for this scenario.


It should be said that if there is an official rule, I do not know what it is.


But I do know that many people have either made up their own rule, or have followed


the made-up rule of someone else. The typical rules that I have come across are:


-Overtime: Play one more round. All 3 teams participate, therefore Team 1 could


catch up and win...or Team 1 could tie them, and prolong the game even further.


-Elimination Overtime: Play one more round, only the two teams tied. Team 1 would


not get to play. And rules for playing with 2 teams commence (for instance: if


you had to keep at least 2 cards on the second deal with 3 teams, you may only need


to keep 1 card on the second deal with only 2 teams.)


-Last Point Takes The Win: The last team (that is tied) to take a trick wins it.


-First One Out Takes The Win: The first of the teams (that are tied) to reach their


120 point goal in the last round wins.



**I have a problem with this solution, though:


If Team 2 takes tricks #2 and 3 (with a Jack, which becomes the high card, and an Ace)


and Team 3 takes tricks #1,4, and 5, it might appear - through normal play that team


3 has won (because everyone was thinking that the 5 would be the high card, but it slept).


In reality, an unbeknownst to Team 2, their jack ended up being the high card. BUT, it was


ONLY MADE HIGH at the END of the round because it had to be established first that the 5 had


slept. Therefore, the two tricks that Team 2 made occurred EARLIER than Team 3's, so they


should win. But Team 3 doesn't know this until after that last hand was played, so they feel


that They won first, since their last trick was taken BEFORE the high card was MADE HIGH.


So who wins? If you ask me, it's a bit of a paradox.


Scenario 3 (Highly Advanced Play):


Let's continue with our example: Team 1 has 2 players, Frank and Fred. Team 2 has


2 players, John and Jim. Frank dealt the cards, so John, who is next


in clockwise order, passes. Fred looks at the score. Team 1 has 95 and Team 2 has


105. He knows that they will probably not try to bag Frank since it's bidder-goes out.


He has Jd,3d,7h,Qh,2h. He bids 20 on the J-3 combo, even though it's not really


good 20 hand. It's a push bid. He's trying to get them to go 25, because he knows that


Jim is nervous about Frank being last. If Frank has a 5JA (or something like that),


he may out-bid his partner.
He might catch something in the kitty. They might even


hit each other (meaning they both have good cards in the same suit). Too many possibilities.


Jim doesn't like that one bit. They're both close to going out, and Fred bid 20. He's


gotta have good cards to do that, Jim thinks. Little does he know it was a push-bid by Fred.


Jim looks at his hand. He has 5h, Jh, Kh, 4c, 5s. It's a pretty good 25 hand. Jim bids 25.


Frank looks at his hand. He has Ah, 8h, 6h, 4d, 2d. Not a 30 bid. Try to set them 25 and 


win. They would only need to take 2 tricks to set them and maybe win. He passes. Jim calls hearts.


Jim picks up the cat (kitty). Nothing in there. John calls for 4. That makes Jim nervous.


Fred calls for 2. That makes Jim even more nervous. Jim calls for 2. He gets nothing.


Frank calls for 2. Now Jim is wishing he hadn't bid. He's thinking that Fred was probably


just bidding 20 for a push bid. How does he know? Because he has the 5h, and he originally had


a 5s. Now he picks up the 5c and the 5d on the draw. Fred didn't bid on a 5. Jim possessed all


4 5's at one point in the round. He's kicking himself now. 'OK, I bid 25', Jim thinks to himself. 


'My partner called for 4 cards...He may not have anything...what are the odds that he picks up


Ace - Queen? Not very likely'. Jim panics. He's afraid that he's outmatched and he knows he's 


going to lose one trick unless his partner caught something good. He decides to bang out


because he wants to level the playing field. He throws down 5J. his partner, to his surprise,


throws down 10h, 9h. 'Maybe I should have trusted him first', he thinks. 'Oh well, what's 


done is done.' Frank throws down 8h 6h. Fred throws 2h, 3h. Jim looks around. '1,2,3,4,


5,6,7, 8 hearts down, 5 to go. I know Fred and Frank both called for 2, which means they both


have at least 1 trump left, but it could be the 7 and the 4.' Jim throws down his king of


Hearts. Frank beats it with the Ace of hearts. John has a 4h, 3s, and 7c left. He must throw


his 4h.
Fred throws the Queen of hearts because
he has to. Frank has 2 off-suit cards: 6c, and 9c. He figures that if he's going to win anything with it in off-suit, he'd better throw the 6c. 

John throws the 7c. Fred has been card-counting, and the last card he was looking for was that queen that came out last round. He knows that his 7h is now the highest card left. He could take it this hand, but he
would have to lead off with his last card which is an Ace of diamonds. Any diamond will beat it. Frank has already taken 1 trick and Fred knows that his 7 will score, so he knows that Team 2 has already been set. But he looks at the score. They only need 15 to win and they are guaranteed 10 pts. So he throws his Ad and lets the hand slide, hoping that the 6c will score. Jim has no hearts left but he has a 5 of clubs. He takes that trick and Fred has the last one with the 7. Team 2 is set, but Team 1 has not won. The score is 70-115. Team 2 comes back in two straight 30 pt rounds to win the game.

In retrospect, Fred seemed to have made the logical choice by hanging onto the 7. But if he 


had taken the trick with the 7, and led back with the Ace of diamonds, he would have both


set them AND won the game that they ultimately lost. This is because no one had a diamond or a 


trump after his 7. He knew that no one had a trump because he was card-counting, but he had


no way of telling whether anyone had a diamond in their hand. So did he make the right choice?


Ironically, the answer is yes, even though it was a choice which ultimately meant losing versus


winning. The answer is yes because too many cards (in this case, diamonds) sleep in order to 


get a fair view of what the odds are of his Ace scoring. he played the percentages wisely because


#1) a 6c is more likely to score than a Ad, and #2) he was taking a risk on one person only (Jim)


not two.

45's Lingo


leading off           

The first person to throw a card in a hand leads off


trick                 

A group of cards taken as points

hand                    

 The number of cards dealt to each player (5); the deal

round                  

The entire 5 hands that it takes to get rid of all your cards dealt to you


suit                   

The type of card (heart, diamond, spade, or club)

bid                       

A statement of your intention to take tricks

trump                

The suit the bidder has bid in 


off-suit               

All other suits that the bidder didn't bid in

bagged                 

When the dealer is forced to bid because everyone else passed

kitty/cat               

The 3-card prize for the bidder

follow                 

To play a trump when trump is led

shoot                   

When the bidder fails to make his bid

set                    

When the bidder doesn't make his bid, he is "set" X number of points


sleep/slept                
A card sleeps when it never gets dealt in the round


catch                  

When you unexpectedly get a card you wanted

bang out               
The act of throwing down your cards sequentially (highest to lowest)

reneg                    
To hold back a card (only 5's, J's and Ace of Hearts)


in the hole            
When the bidder shoots, and his score becomes negative


bidder-goes-out        
When 2 or more teams are eligible to win in a single round


hit each other

When you have the same good cards in the suit you partner bid in

              nickel-grab            
When you play trying to get only 5 points at a time because you are        

close to going out


nickel-out            

The act of nickel-grabbing to win the game


last man high          
The strategy where you allow the last man on your team to play his  

                                                          high card

drag out               
The process of leading with a trump to get everyone else to throw out a trump card and which cards are the next highest


push bid               

A bid that you give just to "push" someone to bid higher


card counting          
The process of keeping a mental note of which cards have been played

