
Pay-out 
The dealer pays out and collects wagers as follows: 

1) If the dealer has a pontoon, he wins all the money 
wagered even if other players also have pontoons. 

2) If the dealer does not have a pontoon 

a. Players who have a pontoon keep their wagers 
and receive double the amount from the dealer 

b. Players with a score higher than the dealer’s 
keep their wagers and receive an equal amount 
from the dealer. 

c. Players with a score equal to the dealer’s keep 
their wagers but don’t receive anything from 
him. 

d. Players with a score lower than the dealer’s 
lose their wager to him. 

3) If the dealer goes bust 

a. Players with a score of 16 to 21 retain their 
wager and receive an equal amount from the 
dealer. Players with a pontoon receive double. 

b. The dealer retains the wagers of players who 
went bust. 

 
The dealer collects all the cards just played and puts 
them at the bottom of the deck. He then deals a second 
round without shuffling. 
 
Traditionally, the dealer is replaced after he has dealt as 
many rounds as there are players, and the game ends 
when each player has had a turn as dealer. 

Vingt-un 
(or vingt-et-un) 

  
 

“Yes; these four evenings have 
enabled them to ascertain that they 
both like Vingt-un better than 
Commerce; but with respect to any 
other leading characteristic, I do not 
imagine that much has been 
unfolded."   

—Elizabeth Bennet, speaking to 
Charlotte Lucas of Jane and Mr. 
Bingley, Pride and Prejudice 

 

aking its name from the French word for “twenty-
one,” vingt-un (pronounced “vont-UN”) is the 

forerunner of modern blackjack. Players compete against 
the dealer to build the highest-scoring hand without 
going over 21. 

 

Number of players: 2-7 

Complexity:  Simple 

Equipment:  Standard 52-card deck 

Coins (play money) or counters 

  

T



Object 
To achieve a score higher than the dealer but no more 
than 21. 
 

Preliminaries 
At the start of a new game, each player should be 
equipped with an equal number of coins or counters. 
 
Choose one player to be the dealer and banker. He will 
not only deal the cards, but also pay out and collect 
wagers. He remains dealer until the deck is reshuffled, 
whereupon the player on his left becomes the new dealer. 
 
Players agree on the maximum amount individual 
players may bet for each wager. (A player may bet less if 
she chooses.) For new players, we suggest 5 coins.  

 
Cards 
Aces can be worth 11 or 1, depending upon the rest of the 
hand. Face cards count as 10; all others, their number of 
pips.  
 
 Example: A hand of the Ace of hearts and the 7 of 

clubs can be worth 18 or 8, as the player chooses. 

 A pontoon is two cards that add up to 21. (i.e., an 
Ace and either a face card or a 10).  

 

Deal 
The dealer shuffles the cards and deals one card face-
down to each player and to himself. All players except 
the dealer look at their cards and place the amount they 

wish to wager on the table in front of them. The dealer 
then deals each player a second card face-up.  

 
Play 
Beginning with the player on his left, the dealer asks 
whether she wants more cards. The player has three 
choices: 

1) Stick: Player takes no additional cards. (The 
minimum score at which one may stick is 16.) 

2) Buy: Player adds to the amount she already wagered 
and receives one more card face-down. The amount 
paid for the card must be at least as much as the 
original wager, but no more than the agreed-upon 
maximum wager. 

3) Twist: Player is dealt one card face-up free of charge. 
Once a player twists, she may not buy another card, 
though she can twist again. 

The dealer gives one card at a time until the player 
sticks. If the player’s score exceeds 21, she “busts.” Her 
cards are forfeited to the dealer, who places them at the 
bottom of the deck. 

The dealer repeats the process with each player, 
proceeding clockwise. 
 
When all players have stuck or bust, the dealer turns 
over his own card. He then deals himself more cards as 
he sees fit, until he sticks or busts. 
  
When he has finished, the players reveal their cards and 
announce their score (determined by adding the face 
values of all the cards; see “Cards,” page 2). 


