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52 cards Difficulty: Medium Duration: Medium

SETUP

« Use a standard 52-card deck (no Jokers).
« Deal all cards evenly among 4 players (13 each).
« 2is the highest rank; 3 is the lowest.

SCORING

« First to empty hand wins the round.

« Remaining cards in hand are penalty points (face cards: 10,
2s: 2, others: face value).

. Lowest penalty score after multiple rounds wins.

Big Two is a popular card game originating from East Asia,
known for its fast-paced and strategic gameplay. It is typically
played with four players, although variations exist for three or
five players. The game revolves around players' ability to
strategically play combinations of cards to beat their
opponents and become the first to empty their hand.

Objective

The objective of Big Two is to be the first player to empty their
hand of cards. Players achieve this by playing valid card
combinations and strategically managing their hand to
outmaneuver opponents.

Setup

1. Players: Big Two is ideally played with four players, but
variations allow for two to five players.

2. Deck: Use a standard 52-card deck with jokers removed.
In some variations, multiple decks may be combined to
accommodate more players or increase the number of
cards in play.

3. Dealing: The dealer shuffles the deck thoroughly and
deals the entire deck evenly among the players, starting
with the player to their left and proceeding clockwise.

Be the first player to empty your hand of all 13 cards.

ON YOUR TURN

« Player with 3 of Diamonds starts the game.

« Play singles, pairs, or 5-card combos (straight, flush, full
house, etc.).

« Each play must beat the previous one in the same combo
type.

« Pass if you cannot or choose not to play; last player standing
leads next.

Tip: Save your 2s to regain control of the lead when opponents are close to going out.

Card Rankings

o Cards are ranked from highest to lowest: 2 (highest), A, K,
Q,J,10,9,8,7,6,5, 4, 3 (lowest).

o Suits are ranked from highest to lowest: Spades, Hearts,
Clubs, Diamonds. Suit ranking is used to break ties
between cards of the same rank.

Turn Sequence

e The player holding the 3 of Diamonds (the lowest card)
typically starts the game, although some regional variants
use the 3 of Clubs instead.

e The starting card must be played singly or as part of a
combination to start the game.

o Players take turns clockwise, with each turn involving the
player playing a valid combination of cards or passing.
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Valid Card Combinations

¢ Single Card: One card of any rank.

e Pair: Two cards of the same rank.

o Straight: Five consecutive cards (e.g., 3-4-5-6-7). Must
be exactly 5 cards.

¢ Flush: Five cards of the same suit. Must be exactly 5
cards.

e Full House: Three of a kind plus a pair (e.g., 3-3-3-7-7).
Must be exactly 5 cards.

e Four of a Kind + 1: Four cards of the same rank plus one
additional card. Must be exactly 5 cards.

o Straight Flush: A straight with all cards of the same suit
(highest five-card combination). Must be exactly 5 cards.

Game Progression

e Players must play a higher-ranking combination than the
previous player or pass their turn if they cannot do so.

e Passing consecutively may result in a player being unable
to play for the rest of the round, depending on the
variation.

Endgame

e The game continues until one player successfully empties
their hand of cards.

e The first player to do so wins the game, while the other
players' remaining cards are tallied for scoring purposes.

Scoring for Multiple Rounds

One way of keeping count of the scores in Big Two is
assigning points based on the rank of the cards remaining in
a player's hand. The higher the rank of the cards, the more
points they are worth. The player with the lowest score after a
pre-defined amount of rounds is the winner.

e Aces: 1 point each

e 2s (Big Twos): 2 points each

e Other numbered cards: Face value (e.g., a 3 is worth 3

points, a 7 is worth 7 points)
o Face cards (Jack, Queen, King): 10 points each

Special Rules and Variations

o Bombs: Certain combinations, such as four of a kind or
straight flushes, may be designated as 'bombs' and can
beat any other combination. In standard Big Two, bombs
follow normal turn order. Some regional variants allow
playing bombs out of turn.

o Multiple Decks: To accommodate more players or
increase the intensity of the game, multiple decks of cards
may be used.

o Variations in Starting Cards: While the 3 of Clubs is
commonly used as the starting card, variations exist
where other specific cards or combinations initiate the
game.

o Three-Player and Five-Player Variants: In three-player
and five-player variants, the deck may be adjusted
accordingly to maintain balance and fairness.

Round Example

1. Dealing: The dealer shuffles the deck and deals 13 cards
to each player.

2. Starting Card: The player holding the 3 of Clubs starts
the round by playing it, singly or as part of a combination.

3. Game Progression: Players take turns clockwise, each
playing a higher-ranking combination or passing.

4. End of Round: The round continues until one player
successfully empties their hand. The winning player leads
the next round, starting with any valid combination.

Tips for Success

o Strategic Card Management: Plan your card plays
carefully, saving high-ranking combinations for crucial
moments while ensuring you have playable cards in hand.

« Observation: Pay close attention to the cards played by
opponents to anticipate their strategies and adjust your
own accordingly.

o Timing: Timing is crucial in Big Two, knowing when to
play aggressively to assert dominance and when to hold
back to avoid exposing vulnerabilities.

Tips & Strategy

Effective strategic planning, careful observation, and
timing are crucial for success in Big Two. Familiarize
yourself with valid combinations and anticipate your
opponents' moves to gain an advantage.

Strategic decision-making is key in Big Two. Analyze the
cards in your hand, anticipate your opponents' moves,
and use timing to your advantage to outmaneuver your
opponents and emerge victorious.
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