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OFFICIAL RULES

of the Association of
American Playing Card Manufacturers

for

CANASTA

Incorporating the latest changes made for 1950.

Canasta 1s a new game—it comes from Argentina, and the word
“canasta” is Spanish, meaning “basket”’——that bids fair to rival
bridge as a popular partnership game for four players. It’s fast,
exciting and dramatic; a single play, according to experts, can make
a difference of 5,000 points. Canasta is also good for any number
of players from two to six.

The rules aren’t simple, but complex rules didn’t keep Bridge
from becoming popular; and since Canasta is a member of Lﬁe
Rummy family, it will not be difficult for those who already play
Rummy-—as neatly everyone does.

Use two decks plus four jokers (that’s easy, because every single
deck includes a joker and an extra joker). Decks having either con-
trasting or similar back designs may be used. The principal differ-
ences that the Rummy player should remember are these:

Sequences don’t count,.

All jokers and deuces are wild.

Each meld must include at least two matural cards and not more
than three wild cards. Seven of a kind are a CANASTA. It earns
a large bonus, and without one you can’t go out.

When you take the top discard, you take the rest of the discard
pile too (called “‘taking the pack.”)

The top discard may not be taken when it is a black three or
any wild card.



Red threes are not melded—when you get one, you face it im
your turn and draw from the stock to replace it. Red threes count
for you if you've melded, against you if you haven’t.

Black threes may be melded, but only in the turn in which you
go out.

You may add one or more cards to the melds of your own side,
none to the opponents’ melds.

Each card has a Pnint value, which counts for you if you meld
it, against you if you're caught with it. Joker counts 50, deuce or
ace 20, king to eight 10, seven to black three 5.

The first meld of a side must be worth 50; but 90 when the
side’s score reaches 1,500, and 120 when it reaches 3,000 ("is
vulnerable’). Game is 5,000.

Until a side has melded, or whenever the discard pile con-
tains a wild card or a red three, the top discard may be taken only
with a matching natural pair. (In such cases the discard pile is
called “‘frozen.””) In other cases, the top discard may be taken
whenever it can be melded or added to a meld,

The rules for scoring are numbers 13, 25, 42, 43 and 50.
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LAWS OF CANASTA

Players

1, Canasta may be played by two, three, four, five, or six players.
It is best for two or four.

2. With two or three players, each plays for himself. With four
or more players, there are two partnerships. With four, partners
sit opposite each other at the table. With five, two partners are op-
posed by three, but only two of the three play at a time, rotating so
that a different one of the three is idle each deal. With six players,
three on each side, partners sit alternately around the tagle; or
three-pack Canasta, described on a later page, may be played.

Cards

3. The game is played with two regular decks of 52 cards, plus
four jokers, all 108 cards being shuﬂ’l:cfutugether.

4. The jokers and deuces (twospots) are wild. A wild card may
be designated to be of any rank, at the pleasure of the owner.



Preliminaries

5. Partnerships may be determined by drawing cards from the deck,
Ttead face down on the table. The two or three highest cards drawn
show the partners playing against the other two or three. Highest card
has choice of seats. For purposes of the draw only, the suits rank:
Spades (high), Hearts, Diamonds, Clubs; and the cards of each
suit rank: Ace (high), king, queen, jack, etc. to deuce (low).
Jokers are void, in drawing.

6. The player drawing the highest card plays first; therefore, the
f!ayer at his right deals first. Thereafter the deal rotates to the
eft, clockwise.

7. The player at right of the dealer cuts the deck, after any player
who wishes to shuffle has done so. In cutting, each packet must
comprise at least four cards.

8. The dealer gives eleven cards to each player one at a time
clockwise, beginning with the opponent at his left and ending with
himself. (When there are three players, each receives thirteen cards:
with two players, each receives fifteen.)

9. The undealt remainder of the deck is placed face down in the
center of the table to form the STOCK. The top card of the stock
is turned face up beside it; this is the UPCARD. All subsequent
discards are laid face up in one pile, on the upcard, if the first
player does not take it. Only the top discard may be seen.

Red Treys

10. If the upcard is a red trey or a wild card it must immediately
be covered by another card from the top of the stock, and the
discard pile is then FROZEN (see rule 31),

11. The red treys (threespots) are bonus cards, counting for or
against the side to which they fall, but never forming a part of the
eleven-card hand. At his first turn to play, each player must with-
draw from his hand each red trey dealt to him, Eut it face up on the
table, then draw a card from the top of the stock to restore Eia hand
tnl ellla;en cards. After this, he may draw and play as provided in
rule 15.

12, On drawing a red trey from the stock, a player must immediately
face the trey on the table and draw a replacement from the stock to
keep in his hand. A red trey taken in the discard pile is similarly
faced, but is not replaced from the stock.



13. BEach red trey has the point value of 100, except that if all four
treys are owned by one side each counts 200, or 800 points in all.
After the play is finished, a side that has made any meld scores all
its red treys as plus bonuses; a side that has made no meld has the
value of its treys deducted from its score.

Order of Play

14. The opponent at left of the dealer plays first; thereafter the
turn passes to the left, clockwise. Each turn comprises: a draw, a
meld (optional), and a discard.

15. The player in turn is always entitled to draw the top card of
the stock; subject to restrictions given in the following sections, he
may instead take the top card of the discard pile, if he can use it
in a meld. Having so taken the last discard, he must take the entire
pile and add it to his hand or his melds.

16. A discard must always be made from the hand, never from a
meld. The act of discarding ends a player’s turn, even though he
should have failed to draw a card. (See paragraph 53.)

Melds

17. The principal object of play is to form MELDS, combinations
of three or more cards of the same rank, with or without the help
of wild cards. (Sequences are not valid melds in Canasta.)

18. A meld is valid if it contains at least two NATURAL (not
wild) cards of the same rank, and not more than three wild cards.
But black treys may not be melded unless the player GOES OUT
in the same turn. Jokers and deuces may never be melded separ-
ately from natural cards.

19. To count plus, a meld must be laid face up on the table, in
some proper turn of the owner. Cards left in the hand when play
ends, even though they might form melds, count minus. All the
melds of both partners are placed before one of them.

20. A player may add one or more cards of the same rank or wild
cards to a meld greviuusly faced by himself or his partner. Wild
cards in any number may be added to a completed canasta, but no
other meld may contain more than three wild cards.

21. A player may make as many melds as he can in his turn,
including the addition of cards to melds previously made by his
side. A player may not add a card to a meld from the other side.



























