How to Play Pony Canasta

The game is played with 3 decks of playing cards including Jokers.

The value of the cards is as follows:

4-7 5 points

8-King 10 points

Aces and Deuces 20 points

Jokers 50 points

Red 3’s 100 points however, four Red 3’s is 1000 points
Black 3’s -100 points

A Canastas is a run of seven cards.

The cards must be all the same number or face card; however, you can use wild cards (Jokers and 2’s) to
help make the run

Canastas with wild cards count as 300 points
Canastas with no wild cards are 500 points
Canasta of 7’s with no wild cards are 1000 points

3’s are not used to make a Canasta

Information about Red 3’s

When you draw ared 3, itis immediately placed on the table and is replaced by another draw from the deck
If you have a red 3 in your initial hand you may put it down on your turn and draw another card.

Red 3’s in your pony can be put down but are not replaced by a draw from the deck

If you fail to make an initial meld and your opponent goes out the red 3’s each count as points against you.

Information about Black 3’s

Play

Black 3’s count as 100 points against you and should be discarded ASAP

There are 13 cards dealt to each player at the beginning of each hand, and the person to the left of the
dealer deals the 11 card Pony hand which is placed face down in front of each player, by the deck.

Dealer plays first. After drawing two cards from the deck, she discards one. Play continues to the left.

At the start of the game, the initial meld is 50 points and may be put down as soon as you can so that you or
your partner can add to it.

When you make your first Canasta, you pick up your Pony hand and add the 11 cards to your hand and to
the table as you are able. (Don’t forget as you will not be reminded to pick up your Pony)

Only one of the partners needs to make the initial meld, but you must each get a Canasta to get your own
Pony.

A player can decide to go out when they can place all their cards down on the table and make a discard.
The timing is a strategic choice after conferring with their partner. Partner must have picked up their Pony
and have few cards left in their hand.



Cards can only be put down as long as there are more natural cards than wild cards in the runs.

The Discard Pile

If a player wishes to take the discard pile, they must have two naturals of the top card of the pile.

If neither she or her partner has melded yet, she must do so now and count the value of the top card
towards the amount she needs.

Once a player has melded, it counts for both the player and her partner and the partner can now take the
pile without melding if they wish, adding the cards to their combined runs.

Scoring

Once a player has gone out, the other players must add up the points for all the cards left in their hand and
Pony and subtract them from the total points for cards laid down on the table for their team.

The team that goes out receives an extra 100 points.
The score for the hand for each team is determined and then added to the running score from the previous

hands.

Points needed to Make an Initial Meld

The number of points needed to make an initial meld for that hand is based on the team running score as follows:

0-2499 the meld countis 50 points
2500-3499 the meld count is 90 points
3500-4999 the meld countis 120 points
5000-7499 the meld count is 150 points
7500 plus the meld count is 180 points

Play continues until one team reaches 10,000 points. If both teams go over 10,000 points, the highest score wins.



