


TURN STRUCTURE
①  D R A W  F R O M  D E C K

Draw 1 or 2 cards from the Draw
Pile

Create new Sets or Runs from
hand

Extend existing melds on the table

Must discard 1 to end turn —
unless your hand is emptied by
melding

②  T A K E  D I S C A R D  P I L E

Top card must immediately
form or extend a meld on your side

Cannot use pile cards to qualify
the top card — can use cards from
hand

Take the entire pile after the top
card is used

Then meld normally, discard

③  S T E A L

Play 1 non-Joker card onto
opponent's Open Meld (3–6 cards)

Set steal: add one card or more
of the same ranking

Run steal: add one card or more,
according to the rules of the runs

Wrap-around extensions are legal

Stolen meld → your side. Turn
ends, no discard

1 steal per turn. Cannot steal a
Vault (7+)

A Steal cannot be done if the
player Goes Out in the same turn

A Joker can never be the card
immediately touching the
existing meld — it may only extend
further out, once a real card has
bridged the gap

M E L D  &  E X T E N D  —  A F T E R  D R A W  O R  T A K E ,  O P T I O N A L ,  I F  N O T  S T E A L

Lay down any new valid melds from your hand and add cards to any existing meld on your side. No limit on melds per turn.

J O K E R  O N  Y O U R  O W N  C L E A N  V A U L T

You may add a Joker to your own Clean Vault — it becomes a Dirty Vault (+100 instead of +200). A Joker can never be
added to an opponent's Clean Vault.

C O M P L E M E N T I N G  O P P O N E N T S  —  O P T I O N A L ,  I F  N O T  S T E A L

Add cards to any opponent's meld — it stays theirs

Reduces your hand-card penalty at round end

If you complement, cannot Empty hand or Go Out that same turn

Cannot use a Joker to complement a clean vault
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VAULTS /  RELOAD /  GOING OUT
V A U L T S  —  L O C K I N G  A  M E L D

Any meld reaching 7+ cards becomes a Vault —
permanently locked. Vaults cannot be stolen. A team
needs at least 1 Vault to Go Out.

CARDS STATUS STEALABLE? BONUS

3–6 Open Meld ✓ YES —

7+, no Joker Clean Vault ✗ NO +200 pts

7+, 1 Joker Dirty Vault ✗ NO +100 pts

R E L O A D

Empty your hand for the first time — by melding or
discarding → receive 11 new cards (the Reload)

Only 1 Reload per partnership per round

After Reload: empty your hand again to Go Out (if all
conditions met)

Reload-by-discard, round ends early: if a player
completes their Reload and the round ends — because
another team Goes Out — before they get another turn,
that player is penalised −100 pts only (not the standard
per-card/per-Joker hand penalties)

This flat −100 only protects that one moment. As soon as
the reloaded player takes their next turn — even without
melding anything — the protection ends. If the round
finishes later with cards still in hand, the standard per-
card/per-Joker penalty applies instead, no matter how
many turns have passed since the Reload

!  N O - R E L O A D  P E N A L T Y

Team that does not Reload before round end loses 100
pts.

G O I N G  O U T  —  E N D I N G  T H E  R O U N D

Your team must satisfy ALL THREE to Go Out:
✓ Has already used Reload

✓ Has at least 1 Vault (7+ cards) on the table

✓ One partner empties their hand completely — by
melding or discarding

D R A W  P I L E  R U N S  O U T

If the Draw Pile is exhausted before any team Goes
Out, the round ends immediately instead — whether the
deck runs out mid-draw, or a team's hand empties and
there aren't enough cards left for a full 11-card Reload.
No Go-Out bonus is awarded that round (nobody
actually satisfied all three conditions above). Everything
already on the table still scores normally — meld points,
Vault bonuses, the No-Reload penalty, and hand-card
penalties all apply as usual — and a new round begins
right after.
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