
How- to Play CANASTA 
}f 

The Exciting New Game from SOUTH AMERICA 

l 

The game of CAN AST A originated many years ago in South America. Enthusiastic Americans 
carried the game to the United States and on to Great Britain. Now the game has become firmly 
established in Australia. . . . . As in all games that are widely played throughout the world 
there are many variations in the Rules. The following Rules have been carefully compiled by 

experts, and cover all the essential features of the game. 

The Fundamentals of 
CANASTA 

1. Canasta may be played by any 
number of Players from two to six. 

2. With two or three Players each 
plays for himself. With four or 
more Players two partnerships are 
formed, but only four Players (two 
from each partnership) take vart in 
any one hand. 

Partners sit opposite one another 
across the table, except in the case 
of six handed games, when the op­
ponents sit alternatively around the 
table. 

The CANASTA Pack of Cards 

3. Two Packs each of 52 Cards, 
plus four Jokers, are used. It is 
best to have two Packs of identical 
back design. The whole 108 Cards 
are all shuffled together. 

All Jokers and Twospots are wild. 
Wild varcfs may be given any rank 

at the ovtion of the owner. 

COMMENCEMENT 

PROCEDURE 
4. Partnerships may be arranged 

mutually or by drawing cards. 
Joke1·s are void in the draw. 

Suits rank in the order Spades, 
Hearts, Diamonds, Clubs. 

Cards rank in the suits Ace high, 
King, Queen, etc. 

The Players who have drawn the 
two or three highest Cards form a 
partnershit> against those drawing 
tbe lower Cards. 

5. The Player drawing the highest 
Card has the right to vlay first. 
Therefore the Player on his right be­
comes the first dealer. Thereafter 
the deal rotates to the left (clock­
wise). 

The Cards may be shuffled by· any 
Player who wishes to do so. 

The Player on the right of the 
Denier cuts the Pack. The Dealer 
deals the correct number of Cards 
(one each round) to each Player, 
commencing with the Player on his 
left and finishing with himself. 

Players may not look at their 
Cards until the deal ia comvlete. 

Each Player receives:-
2 handed Games 15 Cards 
8 banded Games 13 Cards 

4, 5 and 6 handed Games 11 Cards 
6. The remainder of the Pack, 

after dealing all hands, is vlaced 
face downwards in the centre of 
the table, and becomes the Stock 
Pile. 

The tov Card of the stock is then 
turned face uvwards and vlaced 
alongside the atock. 

This Card is called the Upcard. 
If the first Player does not take 

it up, subsequent Discards are placed 
face uv on the Upcard, so that only 
the top Card of the Discard Pile 
may be eeen. 

7. If the U pcard is a Red Three­
spot or a Wild Card it must be 
covered immediately by another Card 
from the top of the Stock; repeat 
the procesR if further Red Three­
spots or Jokers are turned uv. 

The Discard Pile is now considered 
Frozen. ( See Para. 88). 

The Play 

8. As sequences do not count in 
Canasta, the Cards in hand should 
be nt'ranged by the Player in pairs 
or three or more of a kind. 

Wild Cards should be placed to­
gether. 

9. The Player on the left of the 
Dealer has the first turn to play. 

First the Player is entitled to draw 
the top Card of the Stock or alterna­
tively ( subject to vari_oue restrictions, 
see Para. 33) the top Card of the 
Discard Pile if he can use it to 
make a Meld. If the Player take• 
the top Discard he must also take 
the balance of the Di2icard Pile a111.l 
add it to his hand or his Melds. 

Second. The Player at his option 
makes one or more Melds. Thie is 
the principal object of the vlay. 

Third. The Player must alway• 
discard from his hand unless he is 
going out. 

A discard can never be made from 
a tabled Meld. 

The act of discarding complete• 
the Player's turn. 

RED 'PHREESPOTS 

Hl. Each Red 'rhree.t111<1t b.M a 
Bonus value at the end of the HaIUI 
of 100 voints. 

If all four Red Threespots are held 
by the same side, the values are 
doubled, e.g., 200 voints each. 

At the finish of the Hand a aide 
that has made at least one Meld 
scores the Bonus as a Plus. 

A side that has not made a Meld 
ecoree the value as Minus. 

The Bonus value of, any Red 
Threespots cannot be taken to ac­
count when valuing a Hand for an 
!nitial Meld. 

. ,. The Red Threespots must not 
be retained in any Player's Hand. 

A Player to whom a Red Three­
spot is dealt must withdraw the 
Card from his hand at his First turn 
and vlace it face u:vwarde before 
bim. 

He then draws a replacement Card 
from the tov of the Stock before 
preceding to make the three varte 
of his ordinary turn. 

A Player drawing a Red Three­
spot from the Stock must face it 
on the table immediately and then 
draw a replacement Card from the 
tov of Stock. 

A Player taking a Red Threespot 
in the Discard Pile must immediately 
face it, but a replacement Card is 
not taken. 

MELDS 

11. A Meld comprises three or 
more Cards of the same rank, e.g., 
9-9-9. 

12. A Meld must contain at least 
two natural Cards of the same rank 
and Not More than three Wild Cards 
(Jokers and Twosvots). Thue Joker• 
and Twospots cannot be Melded 
sevarately from natural Cards. 

13. Black Threespots may not be 
Melded unless the Player is Goin&' 
Oat in the same turn. 

14. The first Meld made by a 
side is called the Initial Meld. 

The Initial Meld must have a 
m1n1mum count depending on the 
progress total score of the side at 
the time. (See Para. 16). 

The Initial Meld may comvrise 
several different Melds vroviding they 
are made in the same turn by the 
same Hand. 

The count value of the Cards com­
prising the Meld is obtained from 
the table. (See Para. 16). 

A Player may consult the vrogress 
score at any time, but if either part• 
ner asks or informs the other re• 
garding the minimum count required 
that side is penalised 100 Points. 
(Para. 67). 

15. Minimum count required for 
first Meld. 

ProC?ress Total Score Minimum Count 
Minus Score Nil 

0-1496 60 
1500-2995 90 
3000 & over 120 

16. Count Value of 
All Jokers .. 
Aces & Twospots 
Kings to Eight-

spots . . . . 
Sevensvots to 

Fourepots .. 

Cards. 
60 Points 
20 Points 

10 Points 

6 Points 

each 
each 

each 

each 
Black Threespots 6 Points each 

17. Only Melds which have been 
faced on the table in the Player's 
proper turn count as Plus Score. 

18. When Play ends any Cards 
remaining in the hands, even though 
they may form Melds, are counted 
as Minus Score. 
19. All the Melds of a vartnership 
are placed before one partner . 

20. Once the partnershiI> has made 
its Initial Meld either partner in 
bis turn may make additional Melds 
or add to the vartnershiv Melds, 
Cards of a similar rank or Wild 
Cards. 

21. No Player may add a Card 
to the Meld of another side. 

CANASTAS 

22. A Canasta is a Meld com­
prising seven or more Cards. 

The Cards comvrising a comvleted 
Canasta are faced on the table in 
one pile. 

Leave a Red Card on tov if it is 
a natural Canasta or a Black Card 
if it is a mixed Canasta. 

23. A Canasta must contain at 
least four natural Cards and Not 
more than three Wild Cards. 

24. A Natural Canasta comvrise• 
seven Natural Carda. 

25. A Mixed Canasta comprises at 
least four Natural Cards and from 
one to three Wild Cards. 

26. A Canasta carries a epeciaJ 
Bonus ( See Para. 67) and No side 
may Go Out unlesg it bas at least 
one Canasta. 

In two handed play only, a side 
reQuires two Canastas.. 

27. Additional Cards added to a 
Canasta increase the point value of 
the Canasta by the count value of 
the Cards concerned, but do not in­
crease the Bonus value. 

28. A Wild Card added to a 
Natural Canasta reduces it to a 
Mixed Canasta. 

29. Although no Meld may contain 
more than three Wild Cards any 
number of Wild Cards may be added 
to a completed Canasta. 

30. No Card once Melded may be 
withdrawn from the Meld of which 
it forms a part. 

Taking from the 

DISCARD PILE 

31. Whenever the Top Discard i• 
taken the balance of the Discard 
PH1! must also be t&ke:u. 

32. All Cards which are to be 
Melded with the Tov Discard must 
be faced on the table before the 
Player touches the Discard Pile. 

33. While the Discard Pile is 
Frozen No Player may take the 
Discard Pile unless he can Meld the 
Top Discard with two Natural Cards. 

34. The Discard Pile is Frozen 
against a side until that side hae 
made its Initial Meld. 

For an Initial Meld the Top Dis­
card may be taken provided it is 
Melded with two Natural Cards of 
the same denomination in the 
Player's hand. 

Any Card below the Top Discard 
does not count towards the Initial 
Meld. 

35. After the Initial Meld by a 
side, either Partner may take the 
Discard Pile when:-

1. The Top Discard will Meld 
with two Cards in his hand, 
either two Naturals or one 
Natural and a Wild Card. 

2. When the Top Discard 
matches Cards the Partner­
shiv has already Melded. 

36. If a Black Threesvot is dis­
c.arded, then the Next Player Only 
may not take the Discard Pile. 

37. If a Wild Card ia discarded 
the Discard Pile is Frozen and re­
mains so until a Player cap take 
uv the Top Discard to Meld with 
two Natural Cards in band. 

38. It will be seen that a Wild 
Card or Red or Black Threespot may 
never be taken from the tov of the 
Discard Pile. 

39. If the Player bas only one 
Card left in his hand and there is 
only one Card in the Discard Pile, 
he may not take it and Go Out un­
less the Stock Pile is comvletely 
exhausted and the Player'• aide has 
made or can make a Canasta. 

40. If the last Card in the Stock 
is a Red Threespot, then the Player 
drawing it must face it on the table 
and make whatever Melds he wishes. 

He may not discard and Play Then 
Enda. 
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