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Third Rail

EQUIPMENT:
- 1 standard deck of (52) playing cards.  (For five or six 

players, 2 standard decks.)
- 1 pad of paper and a pencil.
- 1 set of instructions.

INTRODUCTION:
Third Rail is a card game for three to six players.  The object of 
the game is to take every third trick in a hand.  The winner is the 
first player to take 12 tricks.

SET-UP:
Seat the players around the table, and place the cards at the 
center of the table.  Write the players' names across the top of a 
sheet of paper to record the scores.

With five or six players, remove the 2s, 3s, and 4s from two 
decks of cards, and set those 24 cards aside.

The players can each shuffle the cards.  Then each of the players 
in turn cuts the cards, and the player with the high card is the 
dealer.  (Ace is low, King is high.)  If two or more players hold 
the same high card, those players cut the cards again until one 
player has the high card.

DEAL:
The dealer shuffles the cards, and then deals them one at a time, 
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face-down, clockwise around the table, beginning with the 
player to left of the dealer.  The deal continues until each player 
has an equal number of cards, and there are not enough cards 
left to go around the circle.

The players then start to play a series of tricks.  The player to the 
left of the dealer leads to the first trick.

PLAY:
The lead player lays a card face-up on the table.  Then each 
player in turn moving clockwise around the table lays down a 
card.

You must lay down a card matching the suit of the card that was 
lead if possible.  Otherwise, you can lay down any card.

The trick is won by the player who laid down the highest card in 
the suit that was lead.  (Ace is low, King is high.)  If five players 
are playing and both lay down the same high card, then the first 
player to lay down that card wins the trick.

If the trick is the 3rd, 6th, 9th, 12th, or 15th trick, the player who 
won the trick gathers the cards in the trick and lays them face-
down in a trick pile near her or his place at the table.  Otherwise, 
the cards in the trick are laid aside.  Then the player who won 
the trick leads to the next trick.

SCORING:
After all of the cards in a hand have been played, each player 
counts his or her third tricks, adding that count to any previous 
score on the score sheet.
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If none of the players has scored 12 points, the game continues. 
The player to the left of the dealer becomes the new dealer. 
That player picks up the cards, shuffles them, and starts the next 
deal.

WINNING:
The first player to score 12 points wins the game.

VARIATIONS:
1. The dealer can flip one extra card face-up after the cards have 
been dealt to be the trump suit.  Then the trick is won by the 
player who laid down the highest card in the trump suit.  If 
nobody has played a trump card, then the trick is won by the 
player who laid down the highest card in the suit that was lead.

2. The scoring tricks can start with the second trick.  Then the 
2nd, 5th, 8th, 11th, 14th, and 17th trick each scores a point.

3. Non-scoring tricks are placed in a separate trick pile near the 
player who won the trick.  The player who takes the most non-
scoring tricks scores two points.
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