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(PLAY Continued)
8.   Card Values: Each number card is worth its face value, Jacks 

are 11 points, Queens are 12, Kings are 13, Jokers are 50 and 
the current wild cards are 20 points. 

9.    The player to the dealer’s left shuffles all of the cards and 
deals the next round. 

   Remember to increase the number of cards dealt by one 
card and keep track of rotating wild cards! 

  Play continues until the 11th round when each player is dealt 
13 cards and the Kings go wild. 

10. At the end of the game the player with the lowest score wins! 

HINTS:
1.   Keep your options open. You can come from behind even in the 

last round; hence the slogan,  
 The game isn’t over ‘til the Kings go wild!®

2.   Whenever you are uncertain which card is wild, count the 
number of cards you were dealt, that number is wild for  
that round.  

3.  The rare occasions: 
 •  If you have a wild card in your hand that you can’t use - you are 

allowed to discard it. This will save you points but may help the 
next player. 

 •  If all the cards in the draw pile are used, shuffle the discard pile 
to replenish the draw pile. 

 •  If there’s a tie for the lowest score: have multiple winners OR 
deal a 6-card tie-breaking round for only the tied players to play. 

4.   Having a party? Combine two games and play with up to  
14 people!
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GOAL: 
  To be the player with the lowest score at the end of the 11th 

round by making your entire hand into books and/or runs.  

CARDS: 
  The game consists of two 58-card decks.  

Each deck has three Jokers and five suits: 

 Each suit has eleven cards:  
 3 through 10, Jack, Queen and King.

WILD CARDS: 
  Jokers are always wild cards. There are also rotating wild 

cards that change every round. The rotating wild cards are 
based on the number of cards dealt that round. So, when 3 
cards are dealt, the 3s are wild, when 4 cards are dealt, the 
4s are wild and so on until the last round when the Kings 
go wild.

INSTRUCTIONS

BOOKS: 
  A book consists of three or more cards of the same value 

regardless of suit. For example:
                8 ♣  8 HH  8 ♠    OR    K ♠  K ♦  K ♥  K ♥
  Any card in a book can be replaced by a wild card. For 

example, if 8s are wild, a book could be:
               8♠  Q♠  Q HH     OR    8 HH   9 ♦  9 ♦  9 ♥
  You can have as many wild cards in a book as you wish and 

they can be adjacent to each other.

RUNS: 
  A run consists of a sequence of three or more consecutive 

cards of the same suit. For example:
             5 ♣  6 ♣  7 ♣    OR    9 HH  10 HH  J HH  Q HH
  Any card in a run can be replaced by a wild card. For example, 

if 7s are wild, a run could be:
   9 ♦  7 ♣  J ♦    OR    6 ♦  7 HH  7 ♠  9 ♦
  You can have as many wild cards in a run as you wish and 

they can be adjacent to each other.

DEAL:
  1.  Shuffle both decks of cards together.
  2.  In the first round deal 3 cards, one at a time, in a clockwise  

 rotation, to each player.
     Each round, the number of cards dealt increases by one. 

In the second round deal 4 cards, in the third round deal 
5 cards and so on until the last round when each player is 
dealt 11 cards.

 3.   Place the remaining cards in the centre of the table to 
make the draw pile and flip over the top card to start the 
discard pile.

PLAY:
 1.   The player to the dealer’s left goes first and play 

continues clockwise.
 2.   Start your turn by drawing a card from the draw pile OR 

picking up the top card from the discard pile. You can 
only take the top card. 

 3.   Keep all of your books and/or runs in your hand until you 
are able to go out. 

 4.  Complete your turn by discarding one card. 
 5.   Going Out: Start your turn as normal, then lay down your 

entire hand in books and/or runs on the table in front of 
you before discarding your last card. 

    You can only use the number of cards you were dealt to 
make your books and/or runs. You must have one card 
left to discard. Your discard can be a playable card. 

 6.   Once a player has gone out, all other players have one 
more turn. Start your last turn as normal, but lay down 
any books and/or runs you can before discarding. All 
unused cards will count toward your score. 

     You are not allowed to play on another player’s books 
and/or runs.     

 7.   The cards used in books and/or runs are not scored. 
Players add up only their unused cards. The scorekeeper 
records and tallies the scores.

Stars Hearts Clubs Spades Diamonds

HH ♦♥ ♣ ♠

Instructions Continued


