Kings One- Page RUIQS 2-6 players | 13 hands | lowest score wins

GOAL ON YOUR TURN USE THE APP

Go out first to score 0. Everyone else Draw 1, play cards if you can, then discard Kings keeps score, tracks the wild rank,
counts cards left in hand. Lowest total 1. If your last card is played, the hand and saves game history. The cards are still
after hand 13 wins. ends. played at the table.

1. SETUP

® Use one standard deck plus two jokers. The three visuals to remember

® Deal 7 cards to each player. The dealer gets 8 cards and takes Set with a wild

the first turn. E Y F - = Two real 3s plus a wild 8. The
® The dealer does not draw first. The dealer discards 1 card to Y »’C‘ wild is sideways so everyone can
start the discard pile. v|2°¢e see it is not a real 3.
red outline = wild
2. MAKE MELDS Run with a wild
1 4 s N R ) . )
. . B ¢ ¢ The wild stands upright in the
® Set: 3 or 4 cards with the same rank. Suits do not matter. A set L ’0‘ : : missing spot. Here it acts as the
cannot have more than 4 cards total. ve, ‘0“ & O 5 of spades.
® Run: 3 or more cards in order, all the same suit. Aces are low, 2 no side-by-side wilds
so A-2-3 works; Q-K-A does not. .
N , % Cards left score points
You can lay down your own meld, then add to any player's meld v A=1, 2-10=face value,
on that same turn. ) JIQ/K=10, wilds and jokers=20.

3. WILD CARDS
® Jokers are always wild. WILD RANK BY HAND

® The wild rank changes by hand: hand 1 Aces, hand 2 Twos, and Hand number tells you what rank is wild.

so on through hand 13 Kings.
1 2 3 4 5 6 7 8 9 10 1 12 13
3

® |n a set, the meld must have more real cards than wilds. Lay A2 4 5 6 7 8 9 10 J Q K
the wild sideways across the bottom.
® |n arun, place the wild upright where the missing card belongs.

Wilds cannot sit next to each other. TABLE REMINDERS

® Keep your hand private around the table.
4. OPENING, ADDING, GOING OUT e Keep food and drinks away from the draw pile, discard pile,

® Before adding to another player's meld, lay down your own set i) m,elds’
or run first. This is called opening. ® Learning game: keep the help page open for examples.

® Short game: stop after an agreed hand and lowest score

® |f you have the real card a wild represents in a run, you may wins

replace it and take the wild, or cover it and leave the wild
underneath.

® |f you can go out, you must go out. You do not need a final
discard.

5. SCORING

® Aces count 1. Cards 2-10 count their number. Jacks, Queens,
and Kings count 10.

® Jokers and the current wild rank count 20 if left in your hand.

® QOptional table rules are fine. Agree on them before hand 1
starts.

Download Kings: apps.apple.com/us/app/kings-card-game-scoring/id6791298125 Print one copy for the table. Use the app for
Full help: cosagent76-hub.github.io/kings-support/play/ scoring and the help page for deeper examples.


https://apps.apple.com/us/app/kings-card-game-scoring/id6791298125
https://cosagent76-hub.github.io/kings-support/play/

