
printable rules for hand knee and foot card
game
printable rules for hand knee and foot card game are essential for players who want to enjoy
this popular and engaging card game with clarity and ease. Whether you're a beginner learning the
basics or an experienced player refining your strategy, having a clear, printable version of the rules
ensures everyone is on the same page. This comprehensive guide provides detailed instructions,
strategies, and tips for mastering the Hand Knee and Foot card game, along with printable rules you
can easily download and share. By understanding the game’s structure, scoring system, and
variations, players can enhance their gameplay experience and enjoy countless hours of fun.

---

Introduction to Hand Knee and Foot Card Game

What Is Hand Knee and Foot?
Hand Knee and Foot, often simply called "Knee and Foot," is a popular Rummy-style card game
typically played with 2 to 8 players. It is a variant of the traditional Canasta game, with unique rules
that make it accessible and exciting for players of all skill levels. The game involves forming melds,
completing sequences, and managing multiple sets of cards across different stages of play.

Objective of the Game
The primary goal in Hand Knee and Foot is to score the highest number of points by forming various
melds and completing specific sequences. Players aim to play all their cards by the end of the game,
which involves progressing through different stages, each with its own set of rules and requirements.

---

Preparing to Play: Setup and Card Distribution

Number of Players
- 2 to 8 players can enjoy Hand Knee and Foot.
- The game is most engaging with 4-6 players.

Decks Used
- Typically, 2 standard decks of 52 cards each are used, plus 4 jokers, totaling 108 cards.
- Jokers and 2s are usually wild cards.



Initial Setup
1. Remove any unwanted cards or jokers if playing a simplified version.
2. Shuffle the decks thoroughly.
3. Deal cards based on the number of players:
- Each player receives:
- Hand: 11 cards
- Knee: 11 cards
- Foot: 11 cards
4. Players organize their cards into three stacks:
- Hand: The cards they hold in their hand.
- Knee: The next set of 11 cards to be played after finishing the hand.
- Foot: The final set of 11 cards, played last.

---

Understanding the Stages of Play

Stage 1: Playing the Hand
- Players aim to meld sets of cards (called melds) to meet the minimum point requirements.
- The goal is to "go out" by playing all cards from the hand, then progressing to Knee and Foot.

Stage 2: Playing the Knee
- Once a player has finished their hand, they move to the Knee.
- The same meld requirements apply, but the stakes are higher.

Stage 3: Playing the Foot
- The final stage, where players try to finish their cards.
- Successful completion requires meeting all meld and point requirements.

---

Rules for Melds and Card Values

Melds
- Melds are sets of three or more cards of the same rank.
- Melds can include wild cards (jokers and 2s).
- The melds must meet minimum point thresholds based on the stage.



Card Values
- Number cards: face value (2-10).
- Face cards (J, Q, K): 10 points each.
- Aces: 15 points.
- Wild cards (Jokers and 2s): 20 points each.

Minimum Meld Requirements
| Stage | Minimum Points for Initial Meld |
|---------|----------------------------------|
| Hand | 50 points (for 2 players) or 90 (for more) |
| Knee | Increased points, usually 90 or more |
| Foot | Same as Knee, higher if specified |

Note: These requirements can vary based on house rules.

---

Gameplay Flow

Starting the Game
- Decide who goes first (by youngest player, dealer, or random).
- Each player reveals their initial hand, Knee, and Foot stacks.

Playing Turns
- Players take turns in clockwise order.
- On your turn, you may:
1. Draw a card from the stock pile or discard pile.
2. Lay down melds if requirements are met.
3. Add cards to existing melds on the table.
4. Discard one card to end your turn.

Drawing Cards
- You can choose to draw:
- The top card from the stock pile, or
- The top card from the discard pile (if it can be melded immediately).

Playing Melds
- To meld, lay down the required cards face-up on the table.
- Melds must meet the minimum point threshold for the current stage.



Adding to Melds
- Players can add cards to existing melds on the table, including their own or other players'.

Ending Your Turn
- Discard one card to conclude your turn.
- The round continues with the next player.

---

Special Rules and Strategies

Going Out
- To end the round, a player must:
- Have played all their cards,
- Meet the meld requirements,
- Discard their last card.

Closing the Round
- The round ends when a player goes out.
- Other players tally points based on remaining cards.

Scoring Points
- Points are scored for melded sets and bonuses.
- Penalties are applied for unmelded or leftover cards.

Winning the Game
- The game continues for a pre-determined number of rounds or until a player reaches a target score
(e.g., 500 points).
- The player with the highest score wins.

---

Printable Rules for Hand Knee and Foot Card Game:
Download & Usage Tips



Why Print the Rules?
- Clear reference during gameplay.
- Easy sharing among players.
- Ensures consistency in rules interpretation.

How to Use the Printable Rules
- Print a copy for each player or a shared reference sheet.
- Keep the rules handy during game sessions.
- Use the printable rules to settle disputes or clarify rules for beginners.

Designing Your Printable Rules
- Use clear fonts and headings.
- Include diagrams or example melds.
- Highlight key points and scoring guidelines.
- Save as PDF for easy printing and sharing.

Where to Find Printable Rules
- Many websites offer free downloadable PDFs.
- Create your own customized version tailored to your house rules.
- Use templates to organize rules for quick reference.

---

Variations and House Rules

Common Variations
- Adjusting the number of cards dealt.
- Changing minimum meld point requirements.
- Using different wild card rules.
- Incorporating special bonus rounds.

Creating Your House Rules
- Discuss and agree on rules before starting.
- Document variations in your printable rules.
- Ensure all players understand and agree on modifications.

---



Tips for Mastering Hand Knee and Foot

Practice recognizing melds quickly.1.

Manage your wild cards strategically.2.

Plan your moves to meet stage requirements efficiently.3.

Keep track of discarded cards that could help opponents.4.

Stay flexible and adapt to changing game situations.5.

---

Conclusion
Having printable rules for Hand Knee and Foot card game is invaluable for ensuring smooth
gameplay, especially for new players or casual gatherings. The clarity provided by a well-designed
rule sheet helps prevent disputes and keeps everyone engaged. Whether you're hosting a family
game night, a friendly competition, or just learning the game for the first time, having accessible,
printable rules makes the experience more enjoyable. Download, print, and share these
comprehensive rules to elevate your Hand Knee and Foot gaming sessions and enjoy hours of
strategic fun.

---

Additional Resources
- Links to downloadable PDF rule sheets.
- Video tutorials demonstrating gameplay.
- Strategy guides for advanced players.
- Online communities and forums for tips and house rules.

---

Remember: Consistent practice and clear rules are key to mastering Hand Knee and Foot. Happy
gaming!

Frequently Asked Questions



What are the basic rules for playing the Hand, Knee, and Foot
card game?
The game involves players forming sets and runs with their cards, aiming to be the first to go out.
Players start with a set number of cards in their hand, and they can draw and discard cards on their
turn to complete melds like sets of three or more and sequences. The game continues until a player
finishes all their cards, following specific rules for 'hand,' 'knee,' and 'foot' stages.

How do I set up the printable rules for Hand, Knee, and Foot?
To create printable rules, organize the game instructions into clear sections: setup, objective,
gameplay, melds, special rules, and winning conditions. Use simple language and include diagrams or
examples where helpful. Save the document as a PDF for easy printing and sharing.

Are there specific rules for the 'hand,' 'knee,' and 'foot' stages
in the game?
Yes. In the 'hand' stage, players aim to form initial melds. The 'knee' stage involves progressing to
more complex melds with more cards, and in the 'foot' stage, players try to go out by playing all their
remaining cards. Each stage has specific requirements and may vary slightly depending on house
rules, but generally, players advance through these stages as they meet certain criteria.

Can I include special rules or variations in my printable guide
for Hand, Knee, and Foot?
Absolutely. You can add optional house rules, such as wild card usage, penalties, or scoring variations.
Clearly specify these in a separate section to help players understand different ways to customize the
game for more fun or complexity.

What are common scoring rules to include in the printable
rules for this game?
Common scoring involves assigning point values to different melds—e.g., sets of three or more cards,
sequences, and wild cards. Players earn points for melds made, and the player with the highest score
or who reaches a set point total first wins. Include examples of scoring calculations to clarify.

Are there printable cheat sheets or quick reference guides for
Hand, Knee, and Foot?
Yes. You can create concise cheat sheets summarizing the rules, meld types, and turn structure.
These are helpful for new players and can be included as part of your printable rules packet or as
separate quick-reference PDFs.

How do I explain the card distribution and dealing process in



my printable rules?
Specify the number of players, how many cards each player receives during the 'hand,' 'knee,' and
'foot' stages, and the dealing order. Include instructions for how to set aside the 'foot' cards if
applicable, and clarify any special dealing rules to ensure smooth gameplay.

Where can I find templates or examples to create
professional-looking printable rules for Hand, Knee, and Foot?
You can find templates on platforms like Canva, Adobe Express, or Microsoft Word. Many websites
offer free printable rule card templates that you can customize with your game details. Additionally,
look for existing rule PDFs for reference and inspiration to design your own clear and attractive
instructions.

Additional Resources
Printable Rules for Hand Knee and Foot Card Game: A Comprehensive Guide for Enthusiasts

In the world of card games, few are as engaging and social as Hand Knee and Foot. This popular
game, often played among friends and family, combines elements of strategy, luck, and camaraderie.
Whether you're a seasoned player or new to the game, having clear, printable rules can significantly
enhance your gameplay experience. This article aims to provide a detailed, easy-to-understand
overview of the rules for Hand Knee and Foot, complete with printable guidelines to help you master
the game and enjoy countless hours of fun.

---

What Is Hand Knee and Foot?

Before diving into the rules, it's essential to understand what Hand Knee and Foot is all about.
Originating in the United States, this game is a variation of Canasta, a classic card game that involves
forming melds and managing multiple hands. Hand Knee and Foot is typically played with 4 to 8
players, divided into teams or playing individually, depending on the variation. The game gets its
name from the unique way players handle their cards—by holding “hands,” placing cards on their
“knees,” and then managing “foot” piles—making it both a physical and mental challenge.

---

Setting Up the Game

Equipment Needed
- Standard two-deck set of playing cards (including jokers)
- Score sheets and pens (for tracking points)
- Printable rule sheets (for reference)

Number of Players
- 4-8 players are ideal
- Usually played in teams of two, but can be played solo



Objective
The primary goal is to form melds—combinations of matching cards—and be the first to reach a
predetermined point total, often 5,000 points.

Initial Setup
- Shuffle the two decks thoroughly
- Deal 11 cards to each player for the initial hand
- Each player then sets aside two stacks:
- Hand: The cards held in the hand
- Knee pile: Cards placed on the knees (or in front of the player)
- Foot: The final pile of cards to be played after exhausting the hand and knee pile

---

Basic Rules and Gameplay Structure

Turn Overview
Each player's turn involves several steps:
1. Drawing cards
2. Playing melds
3. Discarding a card

Starting the Play
- Decide who goes first (usually the youngest player or by random selection)
- Players draw from the stock pile or the discard pile at the start of their turn

---

Detailed Rules for Playing

1. Drawing Cards
- At the start of a turn, players draw:
- Either the top card from the stock pile
- Or the entire discard pile (if they meet the meld requirements)

2. Playing Melds
- Players can lay down melds on the table, which are sets or runs of cards:
- Set: Three or more cards of the same rank (e.g., three 7s)
- Run: Three or more consecutive cards of the same suit (e.g., 4-5-6 of hearts)

- Minimum initial meld requirement:
- For players with less than 50 points in melds, a minimum point value must be met before laying
down melds (e.g., 50 points)
- For teams or players with 50+ points, they can meld freely

3. Managing the Piles
- After melding, players can add cards to existing melds on the table
- Players may also play onto their knee or foot piles under specific rules, which we'll discuss below

4. Discarding
- To end their turn, players discard one card onto the discard pile



- Discarding is mandatory unless the player is going out (ending the round)

---

Special Components of the Game

The Hand, Knee, and Foot
- Hand: The initial 11 cards dealt to each player
- Knee pile: A pile of cards placed on the knees; players draw from here once the hand is played out
- Foot: The final pile of cards that players draw from after their knee pile is exhausted

Moving from Hand to Knee
- Once a player discards all cards from their hand, they pick up their knee pile and continue playing
from it
- This process continues until the knee pile is exhausted

Moving from Knee to Foot
- After the knee pile is depleted, players proceed to play from their foot pile
- The foot is kept hidden until the player is ready to go out or finish the game

---

Special Rules and Strategies

Jokers and Wild Cards
- Jokers and twos are wild cards, capable of substituting for any card in melds
- Multiple wild cards can be used in a meld, but there are limits:
- Typically, wild cards cannot comprise more than half of the meld

Going Out
- To end the round, a player must:
- Have played or discarded all cards from their foot pile
- Have met the minimum meld requirements
- Discard their last card

Going Out Rules
- The player announces “out” once they are ready
- Other players get one last turn to play or discard

Scoring
- At the end of each round, points are tallied based on:
- Melds on the table
- Bonuses for going out
- Penalties for unmelded cards remaining in players’ hands or foot piles

---

Scoring System and Winning the Game

Point Values
| Card Type | Points |



|-------------|---------|
| 3-10 | 5 points each |
| J, Q, K | 10 points each |
| Aces | 15 points each |
| Wild cards (2s and Jokers) | 20 points each |

Bonus Points
- Going out: +100 points
- Melds of seven or more cards: additional points
- Canasta (meld of seven or more cards): bonus points

Ending the Game
- The game concludes when a player or team reaches the predetermined point total, often 5,000
- The player or team with the highest score wins

---

Printable Rules and Reference Sheets

To facilitate easy gameplay, printable rule sheets are highly recommended. These sheets should
include:
- A summary of turn-by-turn actions
- The point values for cards and bonuses
- Special rules for wild cards and melds
- Step-by-step instructions for moving from hand to knee to foot
- Scoring overview

Having a clear, laminated copy of these rules ensures that players can quickly reference them during
game nights, reducing disputes and speeding up gameplay.

---

Tips for New Players

- Start slow: Focus on understanding melds and the flow of the game.
- Manage wild cards carefully: Using wild cards strategically can help complete melds.
- Watch your opponents: Pay attention to discarded cards to gauge their melds and strategies.
- Plan your move from hand to knee to foot: Managing this progression is key to winning.

---

Final Thoughts

Printable rules for Hand Knee and Foot card game serve as an invaluable resource for players seeking
consistency and clarity. By understanding the core mechanics, managing piles effectively, and
applying strategic play, enthusiasts can enjoy a dynamic and rewarding gaming experience. Whether
you're hosting a casual game night or participating in competitive play, having accessible, well-
structured rules ensures everyone is on the same page and ready to dive into the fun.

For best results, print multiple copies of the rules to distribute among players, or keep a laminated
reference sheet handy. With the right knowledge, patience, and a bit of luck, Hand Knee and Foot can



become a cherished tradition in your gaming repertoire.
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