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Summary of published rules for SIX players / QUAD packs

as played by U3A Canasta Groups within the UK and called BOLIVIA PLUS
[A]      THE    FUNDAMENTALS

Number of Players for these rules = 6 
[Devised to be played as two opposing partnerships of three players per partnership team]
Number of Card Packs = 4
[Each Pack = 4 suits - 13 cards per suit - 54 cards including 2 jokers]
Total number of Cards (including the 8 jokers) = 216
Number of Cards dealt to each player, each hand (iii) = 15

Number of Cards initially in the stock pack [1 is turned over] = 125 (i)
[With each player picking up two cards per turn then approx 10 max pick ups ]
Number of hands per game (ii)  ??

[NOTE: For ‘lay down’ expediency sometimes use German decks with THREE jokers = 12 in total = 220 cards in total and generally mutually decide to play up 25,000 points]

(i)  To avoid lengthy repetition (i) {a}, {b}, {c} and (ii) & (iii) from TREY PACK rules apply.
[B]   CARD   SCORE   VALUES  [Points]

Jokers (called wild cards) = 50

Two's  (are also called wild cards) = 20

Ace's  (called nothing special) = 20

K, Q, J, Ten, Nine, Eight  = 10

Seven, Six, Five, Four    = 05

Trey's  = 100

[Viz section [F] later as their value is according to colour and ‘how used’ 
but in any event do NOT count towards a lay down].

[C]   TERMINOLOGY / GLOSSARY / JARGON
A pure or natural Canasta - 7 cards of like rank, Fours to Kings plus Ace.

An impure or mixed Canasta - 5 or 6 cards of like number, Fours to Kings plus Aces  with 1 or 2 wild cards to a maximum of 7.

A wild  Canasta - 7 Deuces or 7 Jokers or mixture totaling 7.

A sequence Canasta (usually just called 'a sequence') - 7 cards ranked sequentially upwards from Four to Ten or Five to J or Six to Q or Seven to K. 

[All sequences must have within them the core cards seven, eight, nine & ten]
Wild Card(s) - a 'Two' or a Joker.  [Total of 24 per the 4 packs]. [28 if using German decks]
Run - the start of a sequence with a minimum of 3 cards. (no wild cards allowed)

A Meld - 3 or more cards all of the same rank or 2 or more ranked cards with one wild card or 3 or more ranked cards with two (max) wild cards.

Frozen Pack - The discard pack when it contains a wild card (or could be a RED trey)..

Stock Pile - The balance of the cards after the deal (less 1).

Deuce - another name for any 'Two'.

Discard - the card thrown away (to the Discard Pack.)

<   Note:  Italics are used to convey the 'jargon'.  Words within [???] are advisory, optional, annotational clarifications etc and not part of The Rules; Words within (???) are part of the Rules Summary.  > 
[D]     CANASTA    POINTS   [The basic ]
WILD  (All wild cards by definition)    =  2500

SEQUENCE   (No wild cards by definition)     =   1500

 (Must have 1 sequence & 1 natural ‘to go out ‘ plus 1 more any type canasta – a ‘wild’ canasta is NOT a ‘natural’ unless comprises only 7 – Jokers or 7 - Deuces).
NATURAL  (No wild cards)      =  500

MIXED  (Max of two wild cards)       =  300

The partnership going out receives  400
[E]    CANASTA    POINTS    [The count ]
Each card on the table counts points per previous Section [B] less the points value of the cards left in your hand [if you have gone out you will have none but your partners will].

[F]    THE   TREYS  [including usage of RED  bonus  cards]
i) RED -  {a} - At end of the hand each RED declared (exposed on the table) counts 100 points but if your partnership has 4 counts 600, 5 counts 800, 6 counts 1000, 7 counts 1200 and all 8 counts 1400 points – [For convenience usually counted in the basic score]
          {b} - If at the end of a hand a player has a RED concealed then counts 100 points each negative.
{c} – It is an option that either a dealt RED or picked up RED is immediately disclosed and a further card taken in lieu from the stock pile.  A RED could be held in a player’s hand until later and then used either as if a wild card, placed on the discard pile (and acts as if discard pack is frozen), or is disclosed later but then NO extra stock pile card allowed.  The option of an extra card in exchange for disclosed RED can only be taken when a RED is either dealt or picked up and immediately disclosed.  (It follows, that should a RED be initially turned over it acts as if discard pack is frozen).
(ii) BLACK – {a} - If one or more in your hand when your opponents or partner goes out, each counts 100 points against you (maximum of 800) together with the other cards you still hold and maybe recorded within a hand count.
           {b}- If you go out using these cards then needs to be either a singleton last act as a throw away (discard) card or if have  3, 4, 5, 6, 7 or 8 of them can be the last act without any discard and counts as per the REDs in (a)  ( i )  above.  If such a going out hand includes a RED then can be disclosed  without the obligation of picking up a further card from the stock pile.  [If the latter occurs then usual to record as part of the basic  score, along with any RED treys]   
[The black's also have special operational uses - viz the text below for picking up the pack - that's why some people call this game "The Red & Black Treys" because their use is so varied and judiciously used can readily effect the outcome of a hand and hence the game]

[G]     GOING       DOWN

This means as a minimum;  by one person;  during his / her turn only, after which the partnership is able, or maybe able, to pick up the (discard) pack.

SCORE (at that particular stage of the game)

LAY-DOWN CARDS(Points)

      < 0000     





             15

  0000 to < 4000  (By definition,  first hand  =  50)


   50

> 3995 to < 8000                 





   90

> 7995 to < 12000         






 120

> 11995           







 150

(i) There is an option  that if any player can lay-down a complete seven card sequence (a canasta) that although the individual card points value may not total the required minimum amount it counts as the required lay-down. 
(ii)  On rare occasions a player attempts to go down but ‘half way’ through the disclosure discovers unable to achieve the lay down.  The penalty is that the cards inadvertently disclosed  are turned over, boxed and placed on table in front of the ‘sinning’ player.  These cards can only be picked up and re-placed back into the (sinful) player’s hand after that player has next discarded.
[H]   DISCARD       PACK [Pick up the pack ]
(i) If a BLACK TREY placed on top then discard pack cannot be picked up by next player only.
(ii) If a Deuce or Joker (that is a wild card) or a RED  trey is placed on top (called freezing the pack) then next player cannot touch the pack;  and for all subsequent turns each player needs to have 2 of the like rank card to that on the top actually in their hand.  (NOT a like ranked card and a wild  card)

(iii) In all other instances the discard pack can be picked up if the previous player's discard can be added to any of the cards your partnership has exposed on the table;  or to help make up the start of a canasta (a meld but not run) from your hand, without any wild card, which must then be placed on the table.  The other cards in the discard pack go into your hand or can be added immediately or later to melds, runs, etc as appropriate.

[J]    GOING        OUT
(i) A partnership must have a minimum of 3 canastas one of which must be a sequence & one  a ‘natural ‘ canasta (viz section ’d’) or the ability to secure same in the process of going out.  The third canasta maybe of any type.

(ii) A player wishing to go out must ask permission of his / her L to R  partners first.  Asking can only take place after pick up and before any disclosure.  Either partner can say “no” 

(iii) Assuming the partners says 'yes' (always without any discussion) then the player needs to put down all his / her cards less one which is the last act discard.
(iv) If any partner had said 'no' that would be the end of the matter (no discussion) until that player’s next turn.

(v) This area of play has the greatest possibility of player error and as such this mistake needs to be penalized:  If one asks to go out and told OK (by both partners)  but then finds cannot do so, then before even disclosing a card there is a penalty of minus 400 points.  If one commences to go out  and THEN finds unable to do so, all the cards disclosed up to that moment in time, are turned over / boxed and are un-usable again until that player has had two further turns.  In the interim any player can go out in which case the boxed cards’ points do NOT count either positive or negative but there is still the penalty of 400 points. [If playing to the option described in Section [K] (iii) such boxed cards can be shuffled and placed at the bottom of the stock pile.]
(vi)   If neither partnership goes out then the scores on the table less any left in the hands count. (Neither partnership gets the 400 for going out.)
(vii) A partnership going out with a score totaling less than the minimum to win the game 'lives to fight another day' (hand) even though their opponents score may exceed the 'minimum to win'.

[K]     WINNING

(i) The winning partnership is when one of the partnership goes out and their resulting score reaches or exceeds 20,000 points.  This interpretation applies even if their opponents have a higher score.

(ii) Should neither partnership have gone out when the stockpile is exhausted and a score (or both scores) exceeds 19,995 points then the partnership with the highest score is the moral winner.

(iii))  Further to (ii) above, since the true & ideal game of 'Trey Canasta' always incorporates and rewards going out some players agree before commencement that should the (ii) situation occur then the discard pile can in this instance only (when both partnerships have the potential to exceeded 19,995) be turned over and continue until a partnership complies with (i) above or there is no discard pile left to be turned over!

(iv) Further to (ii) above about a 'moral' winner, the proper course of action is to play further hand(s) until one partnership goes out as per (i) above and an ‘absolute’ winner can be declared.
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