Barbu

The game of cards.  A way of life!
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Introduction

The version of Barbu described in this booklet has evolved from one brought from France by a former Mathematics teacher at Buckhaven High School in Fife, and flatmate of mine called Ian Davidson. I had been playing ‘Sweaty Betty’ (or ‘Hearts’) with three other teachers for a couple of years at lunchtimes, and this new game we were introduced to bore similarities but with more variations. Thereafter Barbu was played by this regular group of card players – Dave Brown (The Fringe), Les Dargie (The Buoy), Andy Guy (The Hero) and myself, Scott Geissler (The Lief). Les Dargie (changed job) and Andy Guy (retired) were replaced by Arielle Schnepp (Bluebell) and Pete Donaldson (Hercules) respectively. The origins of the nicknames of each player are unclear, but it became tradition to refer to them when Barbu was played, rather than the players’ real names. When Dave Brown retired in 2000, the group broke up, although there have been occasional reunions.
Barbu developed from a relatively straightforward game into a ‘way of life’. The game has undergone a number of transformations since that time, but with the same original rules. However, it still combines skill with element of chance, and this potent combination can produce highs and lows which reflect the whole gamut of human emotions. Whether you are in the realms of ecstasy or in the depths of despair, you know that, when the last card has been played, ‘it’s only a game’!

This revised version of the rules has been dedicated to the memory of Dave Brown (The Fringe) who sadly died in a fishing accident on 30th June 2006. He was a ‘canny’ player and a good friend.





Scott Geissler (author of this version of Barbu)
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Introductory Rules

1. This version of the game of Barbu is played with a pack of playing cards, with numbers 2-6, Jokers and Bridge card removed, leaving 32 cards in all. The unused cards come into play at different stages of the game (see later).
2. The object of the game is to win positive (+) points and avoid negative (-) points.
3. The game is played by four players.
4. The winner is the player with the highest number of positive points at the end of the agreed playing period.

5. The game consists of as many Sets as can be played in the playing period.

6. A Set consists of 5 Rounds.

7. A Round consists of 7 Calls (or combinations of those 7) made by either a designated player or decided on the cut of cards. Each player in turn decides on the Calls in each of the first four Rounds (hereafter referred to as ‘Player Rounds’). Calls in the 5th round (hereafter referred to as the ‘Silly Round’) are decided on by a cut of cards from a pack made up the remaining unused cards.
8. In each Round, there are 5 Negative Calls and 2 Positive Calls. 
     In the 5 Negative Calls, players should avoid taking:

Total

Aces (4), each worth 20 negative points



  80
The King of Hearts (Barbu), worth 100 points


100

Queens (4), each worth 15 points




  60

Hearts (8) each worth 10 points (Jack – 30 points)

100

Tricks (8), each worth 10 points




  80





                Total negative points     420
In the 2 Positive Calls, players play Patience for
1st place, worth 120 positive points

2nd place, worth 60 positive points

3rd place, worth 30 positive points

4th place, no points awarded

The total number of positive points available is 2 x 210 = 420

Introductory Rules (continued)
9. In Player Rounds the designated player (hereafter referred to as the ‘Caller’) may choose Calls in any order, to maximise the number of positive points and minimise the number of negative points gained. However, the 7 Calls must include at least 2 pairs of Calls (hereafter referred to as a ‘Double’) or 3 Calls together (hereafter referred to as a ‘Treble’). A ‘Double’ can be a pair of Negative Calls or both Positive Calls (i.e.  Double Patience). Other combinations are possible, but not necessary, e.g. four Negative Calls together (hereafter referred to as a ‘Quadruple’) or all 5 Negative Calls together (hereafter referred to as ‘The Lot’).

10. In ‘Silly Rounds’ Calls are decided on the cut of a separate pack of cards. This pack shall consist of the remaining unused cards from the original pack, i.e. cards 2-6 in all four suits, plus 2 Jokers and a Bridge rules card – 23 cards in all. Each player has the opportunity to ‘Pass on’ 3 cards to another player up to a maximum of 3 times. The number of passes will also be decided on the cut of the same pack of unused cards (hereafter referred to as the ‘Unused Pack’).
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The King of Hearts (El Kingko)



    worth 100 points – avoid at all costs!
Starting the Game

At the start of the playing period, any player (The Dealer) may deal out a card to each person from the Unused Pack (2-6, etc). The player with the highest card dealt becomes the first Caller in the first Player Round. (N.B. The bridge card is the highest, followed by the joker, then 6 down to 2).

This procedure is also used to decide who the first dealer is in the Silly Round.

The Dealer deals 8 cards (one card at a time) to each player. Thereafter, decisions should be made about Calls, according to the rules previously explained. The game may then proceed.
Playing the Negative Calls

· The rules of ‘whist’ apply. 
· Players must ‘follow suit’ at all times. 
· Players may ‘discard’ if there are no cards of the suit asked for left in their hand
· Points for counting cards in any ‘trick’ won are debited against that player’s name on the scoresheet (see later).

Playing the Positive Calls

· To start a Patience, the first card played must be a ‘Jack’ of any suit. Thereafter, players may play above (Q, K, A) or below (10, 9, 8, 7) that card, or play another ‘Jack’. 
· If a player cannot play, he/she must ‘chap’ and the next player carries on. In the Player Rounds, cards must be played singly, except when a player has a sequence of 2 or more cards as his/her final cards. In this case, the sequence may be played to gain a place.

· For example, if a player has the 9, 8 and 7 of Hearts left and the 10 of Hearts has been played, all three cards may be played at once to end that player’s participation in the Patience. A player may also ‘go out’ on 2 or more cards of the same denomination, e.g. two 7s or 3 Aces.
· In the Silly Round, cards may be played singly or in sequences or in pairs (or more) of cards of the same denomination at any time.
· 1st, 2nd and 3rd place points are credited to players on the scoresheet (see later).

You can ‘go out’ on these cards in a Patience.
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Playing the Silly Round

The Silly Round was added to the basic game of four player rounds in order to create a greater element of chance in the game. In practice, play is dictated by the cut of cards rather than by player choice.

Dealing the cards

At the start of the Silly Round, one person deals a card from the Unused Pack to each player. The player with the highest card deals first in the round. (N.B. the Bridge card is the highest, followed by the Jokers, and then 6 down to 23). All subsequent deals take place in a clockwise direction until the silly round is complete.

Cutting and calling

The player to the left of the Dealer (hereafter referred to as the ‘Cutter’) cuts the Unused Pack to determine

· which Call (or combination of Calls) is played on that deal

· whether or not any Pass-ons should take place.
First Call rules

To determine which Call or Calls are played, the cards in the Unused Pack are designated as follows:

2 = Aces



6 = Tricks 
3 = King of Hearts 


Joker = all 5 negative calls together

4 = Queens 



Bridge card = Double Patience

5 = Hearts 
On the First Call, the Cutter must cut the cards at least twice (and more, if necessary), if a numerical sequence can be maintained. For example, if the first cut produces a ‘2’ and the second a ‘4’, only ‘Aces’ will be played, and no further cuts will be necessary on this call.
However, if the ‘2’ is followed by a ‘3’, then a third cut will be necessary to determine if the numerical sequence can be continued. A ‘4’ would continue the sequence; a ‘5’ would stop it; a ‘6’ would continue it as the sequence is considered to be contiguous. A ‘Joker’ cut at any stage would require all (or all remaining) negative calls to be played. The ‘Bridge’ card would stop the sequence in this example.

If the ‘2’ were followed by another ‘2’, then a Single Patience Call would be played. (N.B. This rule applies on the First Call only.) If the first cut is the ‘Bridge’ card, a Double Patience Call would be played.
Playing the Silly Round (continued)

Rules for second and subsequent Calls

On second and subsequent Calls, the Cutter must cut the cards until an ‘unused’ card (or cards) determines the Call.

If the Cutter first cuts a number which has been already played, a Single Patience Call will be played. If both Patiences have already been played, the Cutter must continue until an ‘unused’ number is cut.

Sequential contiguity must be maintained on second and subsequent Calls. For example, if a ‘2’ and ‘4’ were the only numbered Calls left, only one of them could be played. However, if, in this case, a ‘2’ was cut, followed by a Joker, this would bring the ‘4’ into play, as the latter is the only remaining negative Call. If a ‘2’ and a ‘6’ were the only numbered Calls left, and both were cut (in any order), both Calls would be played.
Pass-on rules

These rules allow players to Pass on or get rid of unwanted cards to other players up to three times.

When the Call or Calls have been decided, the Cutter must then cut the pack to determine if any Pass-ons should take place. A ‘black’ card (Spade or Club) will initiate a Pass-on. A ‘red’ card (Heart or Diamond) indicates no Pass-on (or further Pass-on) will take place. If a Joker or Bridge card is cut, a further cut must take place until a red or black card is cut.

Players can pass 3 cards only, according to the following rules:

· On the 1st and 4th deals, each player passes on 3 cards to the player on their left, and receives 3 cards from the player on their right.

· On the 2nd and 5th deals, each player passes on 3 cards to the player on their right, and receives 3 cards from the player on their left.

· On the 3rd and 6th deals, players directly opposite each other exchange 3 cards.

· On the final deal – and only if it is known to be the final deal – players must retain the original cards held.
N.B   3rd deal – A second Pass-on should go to the player on the left; a third (and final) Pass-

                         on should go back to the player opposite.

         6th deal – A second Pass-on should go to the player on the right; a third (and final) 

                         Pass-on should go back to the player opposite.

On the 1st, 2nd and 3rd deals, the Call or Calls are decided before any Pass-ons.

On the 4th, 5th and 6th deals, the Calls or Calls are decided after any Pass-ons.

The Silly Round – An Example
The following example may help to illustrate how these rules operate in practice.

[image: image9.jpg]



Deal 1

Player 1 is the Dealer



Player 4 is the Cutter



After the deal, the Cutter cuts a ‘3’ and ‘4’,

                      then a ‘6’.







     1 (Dealer)
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King of Hearts (3) and Queens (4) Calls



to be played.









Cutter cuts a black card.
                                             4


2


Each player passes 3 cards to their left.                 (Cutter)                     (Leads)



Cutter cuts another black card.



Each player again passes 3 cards to their left.


     3


Cutter cuts a red card. No more Pass-ons.



Player 2 leads the first card.
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Deal 2

Player 2 is the Dealer.


Player 1 is the Cutter.



Cutter cuts a ‘3’ (already played in Deal 1)                                    1 (Cutter)
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No further Call cuts.



Single Patience to be played.











 4


2


Cutter cuts a black card.






      (Dealer)



Each player passes 3 cards to their right.



Cutter cuts a red card. No more Pass-ons.


      3 (Leads)




Player 3 (or the first player in turn to have one)



leads the first Jack.
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Deal 3

Player 3 is the Dealer.



Player 2 is the Cutter.



Cutter cuts the Bridge card.




     1


No further Call cuts.


Double Patience cannot be played,



so remaining Single Patience is played.


4


2









    (Leads)

       (Cutter)



Cutter cuts a black card.



Each player passes 3 cards opposite.



     3


Cutter cuts another black card.




(Dealer)

           Each player passes 3 cards to their left.






Cutter cuts a red card. No more Pass-ons.



Player 4 (or the first player in turn to have one) leads a Jack.

The Silly Round – An Example (continued)

Deal 4

Player 4 is the Dealer.


Player 3 is the Cutter.





      1 (Leads)




Cutter cuts a red card. No more Pass-ons.                       



Cutter cuts a ‘6’ then a ‘3’ (already played).

4


2



Tricks (6) to be played.



    (Dealer)

   
      


Player 1 leads the first card.












      3 (Cutter)













Deal 5

Player 1 is the Dealer.



Player 4 is the Cutter.



Cutter cuts a black card.



Each player passes 3 cards to their right.


     1 (Dealer)



Cutter cuts a red card. No more Pass-ons.



Cutter cuts a Joker.



All remaining negative calls to be played


4


2



i.e. Aces and Hearts.



   (Cutter)

       (Leads)


Player 2 leads the first card.












     3

Silly Round complete



NOTES
1. Although Deal 5 turned out to be the final deal in the Round, that fact was not known until after a Pass-on had taken place, i.e. when the Joker was cut. When it is known that a deal is the final one, the rule about retaining your original cards applies.

2. A maximum of 7 deals and a minimum of 2 deals may take place in the Silly Round. 7 deals would represent each of the 7 possible Calls played singly. 2 deals would represent ‘all the Negative Calls’ and a ‘Double Patience Call’ played in whatever order.
Tactics

Tactics depend very much on which stage of the game you are playing. Here are some helpful hints.

1. If you are the Caller in a Player Round, you must maximise the potential of your hand. Thus a clear Patience hand might be worth a ‘Double’ Call if you have no terminals (i.e. cards at either end – Aces or 7s), and you have a good spread of suits. 

On the other hand, where a Negative Call is the best option, but you have a lot of high-ranking cards, a Queens Call might be appropriate as the least damaging.

Remember that although as Caller you are in the best position to avoid getting negative points, you must be realistic and expect to get some points. What you must try to avoid is taking the risk of getting the negative cards you called, especially the King of Hearts, which by tradition, yields the greatest embarrassment!

You must also try to avoid leaving yourself a final Call which could have potentially embarrassing results, e.g. any Combination Call or a Double Patience. Luck plays a greater part than skill. Success in a ‘forced’ Call normally results in a tirade of insults from the other players, e.g. You jammy B*****d! Failure will elicit no sympathy whatsoever.

2. As a Non-Caller in a Player Round, your greatest advantage is leading the first card on each Call. At least you may have a certain degree of control in the early stages of the Call. For example, you may be able to ‘draw out’ a potentially damaging card by your lead, or you may lead out your only card in a suit (a Singleton), so that when the next card is led in that suit, you can ditch an unwanted negative card.

3. In the Silly Round, choosing the best Pass-on can determine how well you progress. There is a considerable amount of luck in this round, and the best-laid plans on the first pass-on can be ruined by the next one. It is not unusual for a player to amass what appears to be an unassailable lead in the four Player Rounds, only to ‘blow it’ in the Silly Round.

If the Call is Negative or a Combination Negative, you might not necessarily wish to pass on ‘bad’ cards if they are well protected by lower ones in the same suit. Try to void yourself in a suit (although you risk having the void filled in by another Pass-on). If the Call is a  Patience, you would be aiming to get rid of terminals, unless you have a powerful sequence (e.g. AKQJ).
4. Some reasons for choosing particular Calls:

· Aces – None in hand; two of each suit; single Ace, well protected by lower cards. Too risky if more than one Ace in hand.

· Queens – Soft option if hand is poor for both Negative and Positive Calls. Avoid if you have higher unprotected cards. Easier to control if you have Queens in your hand and they are protected.

Tactics (continued)

· Hearts – More cards to avoid. Worth calling if you have none and are safe in other suits, or if you have a string of Hearts, e.g. Q,J, 9, 7. 
· Tricks – Difficult to avoid getting points, unless all cards are Jacks and lower. Such a hand would be worth calling as a Combination Call.
· King of Hearts – Avoid if you have 2 or more unprotected high-ranking cards in any one suit. Choose if you have a number of Hearts and other suits are safe. Having a well-protected King gives you more control over the Call.

· Patience – Choose if cards are grouped round Jacks. Avoid if you have unconnected terminals (Aces and 7s). Consider a Double if you have no terminals and most cards are between Kings and 9s.

5. In general, it is important to remember which cards have been played during a Call. Failure to pay attention can have embarrassing consequences! It is particularly important to remember what you pass on in the Silly Round. Knowing or anticipating where key cards are can be a distinct advantage.

6. Finally, expect the unexpected! Even the safest looking hands can turn into disasters – an ‘8’ can quite easily take the King of Hearts! And the most potentially damaging hands can often turn out to be not as bad as another player’s – a bare King of Hearts could be taken by a bare Ace of Hearts!

Accepted Conventions

1. It is accepted convention that during a Patience Call a player who reneges (although never deliberately!) becomes subject to catcalls and insults, and thereby relinquishes a chance of a place and finishes last (however good the hand!). The exception to this would be the ‘late’ playing of a terminal card (i.e. Ace or 7), and, even then, a penalty would be at the discretion of the other three players.

2. It is also accepted convention that when a hand is played, and the cards collected, the latter are placed face down on the playing surface. Thereafter, they may not be turned face up by any player until the end of the Call. Any breach of this will be accompanied by a customary chorus of insults. Similarly any attempt by a player to find out what cards have been played during a Call will be denounced by the others.

3. If, during a deal, the dealer misdeals a card (e.g. deals it face up), the recipient has the option to

a) keep the card, knowing that the other three players have seen it;

b) ask for it to be put back in what remains of the pack – in this case the dealer will shuffle the rest of the pack and re-deal to that player;

c) ask for all the cards to be collected in, re-shuffled and re-dealt.

4. Finally, during any call, once a player physically lets go of a card (provided it is a legitimate one), it is deemed to be played and may not be exchanged for another.

The Language of Barbu
As the game has evolved over the years, it has developed its own language, which reflects the successes and (often spectacular) failures of players. The glossary below outlines the main terms, phrases and illustrations used in both the playing and scoring of the game.
1. Eggs

If a Non-Caller collects all the possible cards worth negative points
                           for any one call, e.g. all four Aces, all four Queens, etc., that person is
                           deemed to have scored an ‘Egg’. The points recorded will be written
                           inside an oval shape.



   -80     (for all the Aces)
This would not apply to the King of Hearts Call, as there is only one card
 to collect.  
     2. Spiders          If a Caller collects all the possible cards worth negative points for
                                any one call, e.g. all 4 Queens, that person is deemed to have scored a
                                ‘Spider’. This is recorded on the scoresheet as the number of 

points in an oval (the Egg) and a representation of a Spider on top of the 

Egg.  This can also be referred to as a Spidery Egg.

  -60     (for all the Queens) 




It is generally accepted that a King of Hearts Spider is the

ultimate humiliation for a Caller.


3. Dangly Spiders  If a Caller collects a Jack of Hearts (30 points) on a

 Hearts Call, that person is deemed to have scored a 

‘Dangly Spider’, recorded by drawing a thin line from the

top of the scoresheet to the letter ‘H’ (to the side of the 

points collected for Hearts) and then adding a small Spider       
above the ‘H’ (which stands for ‘Wee Harry’ - see later).                  H









  -50
4. Rumping Ripple  If a player collects a large number of negative points from a

Combination Call, that person is deemed to have scored a ‘Rumping Ripple’. This would be represented on the scoresheet by connecting the recorded points with lines above or below the numbers, depending on what space is available. This would only apply if the player collects at least half or more of the available negative points in at least three negative calls.
-40

-100

-30

-50

-60


The Language of Barbu (continued)
     5. First/Second/Third Choice    If a Caller collects half or more of the negative points



available on a 1st, 2nd or 3rd Call, the letters FC, SC or TC should be

written beside or above the points recorded.





    FC





  -60

    6. Piranhas
If a player wins a Trick with an ‘8’ of any suit, and collects the King of 
                                Hearts, that person is deemed to have scored a ‘Piranha’.  The 100

points scored are recorded on the scoresheet with a representation of  a

‘toothy fish’. This can be left up to the imagination and artistic talents of

the scorer. An example is shown below.


                

-100

Again, the ultimate humiliation would be for a Caller who called the King 

of Hearts and won it on an ‘8’ lead. This would result in both a Spider 

and Piranha being attached to the 100 points.

     7. Constipatience  This term is used to desribe a Patience



Call (Single or Double) which is forced on




a Caller, because all other calls have been 




used up. Success in this would inevitably 

produce a tirade of insults from the other

                                players!
     8. Bananas
If, in a Player Round, the Caller calls a Single Patience (when a

Double Patience is also an option) and wins it, that person is deemed to

have scored a ‘Banana’. This indicates a missed chance ( or ‘slip’up’) to

score double points. The points are recorded accompanied by a 

representation of a Banana, and coloured in Yellow.





+ 120
     9. Tomatoes
If, in a Player Round, the Caller calls a Patience and fails to gain a 
Place (i.e. comes 4th), that person is deemed to have scored a ‘Tomato’. 
The player will have the representation of a tomato recorded in the

empty space on the scoresheet, and coloured in red with

black patches (to indicate a rotten tomato!).




Note also that if a Caller loses a Patience, when other 

calls were available, that person will score a ‘Beef 
Tomato’, and a large tomato should be recorded in the empty space.

The Language of Barbu (continued)

       9. Tomatoes (continued)
If the Caller loses a Constipatience, that person will score a ‘Cherry 

Tomato’, and a small tomato should be recorded.
    10. Fruit Bowl
If a Caller scores a Banana and a Tomato in the same Round, that 

person is deemed to have scored a ‘Fruit Bowl’.
    11. Virgin Round   This is achieved if a Player avoids scoring any negative points and 

manages to come first in both Patiences. It takes a lot of skill and luck

for this to happen.

    12. Full Participation This is achieved when a Player scores points in all 5 Negative Calls 



and both Patience Calls.

    

   13. Wee Harry
An affectionate nickname for the Jack of Hearts.


   14. El Kingko
An affectionate nickname for the King of Hearts.

Appendix  – A Typical Set Scoresheet
	Player
	Aces
	KHearts
	Queens
	Hearts
	Tricks
	Pat. 1
	Pat. 2
	TOTAL

	P.Round 1
	
	
	
	
	
	
	
	

	Hero (
	-20
	
	
	-50
	-10
	+120
	
	+40

	Buoy
	
	-100
	-15
	-10
	-10
	
	+60
	-75

	Lief
	
	
	-30
	-40
	-10
	+30
	+30
	-20

	Fringe
	-60
	
	-15
	
	-50
	+60
	+120
	+55

	P. Round 2
	

	Hero
	
	
	-15
	
	-10
	+120
	+120
	+215

	Buoy (
	-20
	
	-15
	SC-80 H
	-10
	+60
	+60
	-5

	Lief
	-60
	
	-30
	-10
	-60
	+30
	+30
	-100

	Fringe
	
	-100
	
	-10
	
	
	
	-110

	P. Round 3
	
	Running Total
	H +255
	B -80
	L -120
	F -55

	Hero
	
	
	-15
	  -60 H
	-20
	+30
	+120
	+55

	Buoy
	
	-100
	-30
	-40
	-40
	
	+30
	-180

	Lief (
	FC -40
	
	
	
	
	+60
	+60
	+80

	Fringe
	-40
	
	-15
	
	-20
	+120
	
	+45

	P. Round 4
	
	Running Total
	H +310
	B -260
	L -40
	F -10

	Hero
	-40
	
	-15
	
	
	+30
	+30
	+5

	Buoy
	
	
	
	-100
	-50
	+60
	+60
	-30

	Lief
	-40
	
	
	
	-30
	
	
	-70

	Fringe (
	
	-100
	TC -45
	
	
	+120
	+120
	+95

	S. Round
	
	Running Total
	H +315
	B -290
	L -110
	F +85

	Hero
	-60
	-100
	-60
	-70
	-70
	
	+30
	-330

	Buoy
	-20
	
	
	-30
	-10
	+120
	+120
	+180

	Lief
	
	
	
	
	
	+60
	
	+60

	Fringe
	
	
	
	
	
	+30
	+60
	+90

	
	Set Total
	H -15
	B -110
	L -50
	F +175

	
	 Set Position
	2nd
	4th
	3rd
	1st

	
	Overall Running Scores
	+465
	-6800
	+1305
	+5030

	
	
	Hero
	Buoy
	Lief
	Fringe


NOTES
1. Apologies for my feeble attempts to insert pictures in the table above. In practice, these would be drawn by the scorer with a little more imagination.

2. In order not to clutter the table, I did not include a Rumping Ripple for the Hero in the Silly Round.
3. Notice how fortunes can change in the Silly Round. The Hero was well in the lead after Player Round 4 with +315 points, but ended up losing 330 points in the Silly Round!

PAGE  
16

