FOUR CARD GOLF
Extreme instructions
2–6 players  •  52 cards, no jokers  •  Lowest total after 9 holes wins
1. Set up; then draw, swap or knock
Deal four face-down cards each in a 2 × 2 grid. Privately peek once at your two nearest cards, then hide them in place. Do not rearrange. Use the rest as the stock; turn one card up as the discard. Start left of the dealer and play clockwise.
Draw from the stock and either replace a hidden card or discard the draw. A top-discard pickup must replace a card. Choose without peeking; put the new card face down and the removed card face up on the discard. If the stock empties, reshuffle older discards, keeping the top one out.
2. Use a power only after discarding a stock draw
	Discarded stock draw
	Power

	7 or 8 · See your fate
	Peek at one of your own hidden cards.

	9 or 10 · See a friend
	Spy on one opponent’s hidden card.

	J or Q · Switch between
	Blindly swap one of your cards with one opponent card.


Powers are optional. A discarded replacement, a burn or a discard-pile pickup never activates one. Kings have no power. Cards return face down after a private peek; switches reveal neither card.
3. Burn or steal: once on your turn, before drawing
Match the current top discard’s exact rank, not its suit or points. J matches J, not Q. Choose one hidden card you believe matches.
Burn your own match: discard it. Steal an opponent’s match: discard it, then give them one of your cards face down. Either success leaves you with one fewer card; leave gaps in place.
Wrong guess: the chosen card stays and you gain an extra hidden stock card. Its actual value counts later. After one attempt, draw normally or knock. Empty your whole layout and your turn ends; others get one final turn (or an existing final round continues). No matching on other players’ turns.
4. End the hole and score
	Ace
	2–10
	Jack / Queen
	King

	1 point
	Face value
	10 points
	0 points


Instead of drawing, knock to end your turn. Every opponent takes one final turn; then reveal all remaining cards, including penalty cards, and add their values. Empty spaces score 0. A knocker above the lowest card total adds 10; a tie for lowest adds nothing. Nobody else gets a losing penalty.
5. Add up nine holes
A + 4 + Q + K scores 15; a failed knock makes it 25. Record every hole and add them together. Rotate the dealer and redeal. Lowest total after nine holes wins; ties share the win. No pair cancellation, negative kings or jokers. These are the FourCardGolf.com rules.
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