
The Expansion of Cribbage 
 
The popular game of cribbage has been given several variations in recent times. Below 
are described a few new ones. Not variations in minor rules but in two bigger areas: the 
size of the deck and the number base used. 
 
The arithmetic system used almost universally is base ten (decimal). The games 
described below are in that base but also in the dozenal base, where single digits are 0, 
1, 2, 3, 4, 5, 6, 7, 8, 9, ® (ten), and † (eleven); 10 means a dozen, 100 means a dozen 
dozen, and so on. Because of its advantages, chiefly in factorization, the dozenal base 
has a long history of use aside the decimal base. 
 
In the discussion below, a subscript d signifies decimal, and a subscript z dozenal. 
 
The main impetus for the development of cribbage beyond the usual deck of 52d cards 
was the creation of expanded decks by Jean-Louis Cazaux, in both decimal and dozenal. 
The maximal deck size in either is about 200d cards, although fewer may be used. 
 
The basic dozenal deck size for cribbage is 60d/50z, because the ® and † cards are added 
to each suit. 
 
 
 
 
 
 
 

 
The above cards have the same rank: 10 (ten) in decimal, ten (®) in dozenal. 

 
The option exists to add one more face card, bringing the total number of cards to 
64d/54z. In the original game with 52d, the 3 face cards form about 23d% of each suit. In 
the 60d/50z deck, the 3 face cards form 20d% of a suit, and in the 64d/54z deck, adding 
the 4th face card brings them to 25d% of a suit. So the dozenal game may be played with 
slightly lower or slightly higher representation of face cards, compared to the standard 
game. 
 
The chart below presents details of cribbage in each deck configuration. The expanded 
Cazaux decks include a 0 card, which is used only in the game with the largest deck, 
decimal or dozenal, and a wild card in each suit likewise. Their use is described further 
on in this introduction. 
 
In the lower, dozenal part of the chart, all numbers are dozenal unless subscripted with 
d or followed by [d]. 
 



 
 
The game with 100d cards is deliberately made more decimal than the others. It has 5 
suits instead of 4 or 6, the top cards have a value of 15d, and the 2-point count is 25d. 
 
Jean-Louis Cazaux intends the 1 card to rank below 2, and the ace above the king. In 
most of the cribbage games described here, either the ace or the 1 may be used, ranking 
below 2. In the largest games, the ace takes on the value of a face card, to keep a good 
balance between face cards and the rest of the deck, leaving the 1 card in the ace’s usual 
cribbage position. 
 
The last two columns of the chart show how many different hands may be dealt using 
the various sizes of deck. The two largest decks have more than 5 quintillion possibilities. 
 
The total points in a game are estimates based on both calculations and experience. 
They are subject to change, depending on others’ playing experience. 
 
With the largest decks, it is possible to have a multiple of 8 cards of the same rank 
without the starter, if a hand has 2 wild cards plus 6 of one rank, or 3 wild cards plus 5 
of one rank, etc. The chance of that happening is very close to zero. 
 
Nonetheless, with the two largest decks, hands may score notably more points than with 
the other decks. 
 
Scoring of points 
 
The points awarded in these games are the same as in the standard game, with simple 
expansion. For example, a run or flush of 6 cards gains 6 points, and the unlikely 
multiple of 6 gains 30d/26z points, because it consists of 15d/13z pairs at 2 points each. In 
the games other than with the smallest decks, a flush of 5 or more in the crib may count 
for points without the starter. 
 
For the two-person game with any deck size, the number of cards dealt and number 
discarded into the crib avoid having the deal contribute to the crib. That may become 
necessary, however, when there are more players, as shown in the following chart. 
 



 
 
For the lowest numbers of cards in the deck, the 5- and 6-player games require rotation 
of the player or players who do not discard to the crib. That rotation may occur 
automatically with the rotation of the dealer. 
 
If desired, the above principle may be applied to other configurations, in order to avoid 
dealing into the crib. For example, in the 5-player game with the highest numbers of 
cards in the deck, 4 players may be dealt 10d/® cards, discarding 2 each to the crib while 
one non-dealer is dealt 8 cards and does not discard to the crib. 
 
The 204d- and 198d/146z-card games 
 
The 0 and wild card, appearing in each suit, are used as follows. 
 
The 0 card 
 
Like the others, the 0 card may be used to form flushes, runs, and multiples. It may also 
be used to duplicate the 2-point number or the maximal go number. In the 204d-card 
game, if the card play reaches exactly 40d, gaining the latest player 2 points, the next 
player’s 0 card may be played to gain that player 2 points. The same is true for reaching 
81d exactly. 
 
In the show, a 0 also counts the 2-point number again. For example, a pair of 20ds gains 
its holder 2 for the pair and 2 for making 40d. Holding a 0 in addition to the 20ds gains 2 
more points for using it to make 40d from 20d + 20d + 0. 
 
 
 
 
 
 
 
 

6 points: 2 for the pair, 2 for 40 with the two 20 cards, 2 for 40 with those 
and the 0 card 



The same possibilities arise for scoring the hands and crib with a starter of 0 as for any 
other value. 
 
The wild card 
 
The 6 wild cards are in a lower proportion to the whole deck than 2 are in the standard 
deck. Usually the rank and suit of a wild card in a hand are determined by a player for 
show purposes, and that card is played with those characteristics in the pegging. Despite 
each bearing a suit, a wild card may assume any suit as well as rank. 
 
A wild card as starter may be declared to have different characteristics by each player. 
The dealer may use one rank and suit for the hand but different ones for the crib. 
During pegging, if a player passes (says “go”) while holding a wild card, that player 
cannot subsequently use the wild card for a value that could have been played earlier. 
For example, if the count is 77d on the way to 81d and a player passes while holding a 
wild card, that card cannot later become a 0, 1, 2, 3, or 4 in that player’s hand. 
 
Additional points 
 
It remains to determine whether some point counts should be changed. For example, 
with the largest decks, reaching the 2-point number (40d or 30z) exactly might grant more 
points than 2. The goal is to allow the pegging to achieve a reasonable number of points 
in comparison to those of the average show of a hand or crib. 
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