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The “X-Man” Version
The X-Man game is perfect for when you don’t have an even number of people and wish to play with partners. This game is ideal for 5 people, but could feasibly be played with 3 or 7 people as well. 

The principle of this game is simple: Teams are formed and the one person who is not on a team is designated as the “X-man.” The X-man is not on any team, but rather, forms a team all by himself. Therefore, if there are 5 people playing, there are 2 teams of 2 and one X-man. Each team gains points and the X-man gains points for himself. The trick is this: each time a team bids, they gain the X-man on their team just for that round. The X-man plays as if he is on their team, working with them to help them make their bid. Every trick he takes gets added to the bidding team’s score. This is the incentive to bid, and bid high, because you’ll gain an additional teammate. However, even though the X-man’s points count for the bidding team, they also count towards his own personal score (since he is his own team). In addition, it would be highly unfair to expect the X-man to win when he has no partner, so all points he takes are doubled for himself (but not the bidding team). This is the advantage of the X-man, because he could feasibly make 60 points in one round (assuming he takes all tricks), whereas the other teams can only take the normal 30 per round at maximum. However, because his points are doubled, it would be unfair to allow him to bid, since he would almost always outbid the other teams (knowing full well that his points would be doubled). Therefore, the X-man cannot bid, and must pass every bid. The other (alternate) way to play would be to allow him to bid, but his bids are doubled (e.g. instead of bidding 15, 20, 25, or 30, he must bid 30, 40, 50, or 60), thus making it equally hard for him to make his bid. But the standard way to play is that he cannot bid at all, thus giving him a slight handicap in this area. There is one exception to this style: If he is dealing and he is bagged, then he is bagged for 20 points (instead of the usual 15), and he can choose the suit as well as the team he wishes to be on. Game-play is played out normally to 120 points, and if the X-man reaches 120 points (or 60 traditional “un-doubled” points) first, then he wins, and the game is over. If a team ties with him at 120 points at any time, he wins the tie-breaker, and the bidder-goes-out rule does not apply to him. 
The “Outnumbered” Version

In the Outnumbered game, you are playing with either an even or odd amount of people. The game can be played with as little as 3 people, and as many as 7. The principle of the game is that one person is alone on their own team, and the others all form the team he plays against. The optimal number of people to play this style is 5, which is 4-on-1.
At the outset, this may seem unfair, but special rules are enforced in order to keep the game equal to both teams. Play follows in normal fashion, and the lone-person-team (hereby called the “outnumbered one”) may bid if he wishes. The advantage given to the outnumbered one is that he cannot possess off-suit-- e.g. all of his cards are considered in suit. Therefore, if trump was diamonds, and a king of diamonds was thrown, he could beat it with an ace of diamonds, or an ace of clubs, for instance. Also, ties go to the outnumbered one, so he could also beat that king of diamonds with a king of spades, hearts, or clubs. Therefore, all 5’s he possesses are an automatic 10 points each. He could feasibly make 45 points in one round, if he had all four 5’s and he won the last trick as well.
Since he cannot possess an off-suit, his cards must be “imagined” to be the face value of the suit they would be high in. For example, if the suit was hearts, and the outnumbered one had a 2 of spades, this now becomes a 10 of hearts, and it will take a queen of hearts to beat it. Ties go to the outnumbered one. So, if he possesses several aces, they beat any in-suit aces, but not the ace of hearts. The ace of hearts is still always 3rd highest, even for him. So if he has the ace of hearts, it beats any ace on the board (as usual), but not a trump 5 or jack, naturally. Since his off-suit now becomes trump, we must transpose the order for him: An off-suit black 2 = a trump red 10, 3=9, 4=8, 6=7, 7=6, 8=4, 9=3, and 10=2. And the reverse if a black suit were trump. 

 If he is dealing, he can be bagged, and is forced to bid 25 (instead of the usual 15). This is easily done and planned, since all the other players are on the same team, and can conspire to pass every time he deals. It’s basically like the “build-em-up, knock-em-down” style of play. He amasses large points each round, and may stand to lose 25 when it is his turn to deal. The strategy here is, the less people on your team, the more quickly the deal comes back to him (and the chance to bag him). Therefore, you can see why it may be more advantageous to play as 4 against 1, rather than 5 or 6 against 1, but 2 against 1 is almost too easy for the team of 2 to win. Therefore, 4 against 1 may seem like the optimal way to play. There are no ties at the end of the game, and normal bidder-goes-out rules apply for both teams.
The “Niner-45er” Version

The “Niner-45er” game is a great version to play with many people, nine to be exact. There are 3 teams of 3. This is a game where you rely on your partners more than anything else, and is fun for nine people to play at once, where normally you would have to play 2 separate games.
The rules are the same for normal team-based 45’s games, except, since there are 9 players there are less cards to go around. At the deal, each person is given 5 cards (Therefore 9 X 5 = 45 so far) and 3 cards are dealt to the kitty (45 + 3 = 48). Since there are only 52 cards in the deck, it stands to reason that the nine players cannot receive one last card each after a discard, because there are only 4 cards left after the deal. You can either let those cards sleep each time, or you make the kitty a little larger, adding incentive to bid. Since you must play the hand you were dealt for the entire round, the only person who will be able to discard anything is the one who bids. He will be able to use the kitty to his advantage (discarding as he normally would, to leave him with 5 cards in his hand), and therefore has an incentive to bid, and to win the bid. For this reason, you may wish to make the kitty 4 or 5 cards, instead of the usual 3. The recommended way is 5 cards in the kitty, because it is very hard to make a 15 bid in this game. The extra 2 cards in the kitty make it slightly easier. It is recommended to let at least 2 cards sleep each round, which adds an aura of mystery, not knowing if key cards have slept or not. If the game was played so that no cards sleep and the kitty contained 7 cards, then the bidder would have a tremendous advantage, because he could card-count and, by watching what others throw, and who is following, he would know where the cards are and who has key cards. In contrast, if some cards sleep, he would not know for sure if someone has a key card, or if it has slept in the deck, which may make him re-think his strategy.
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