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1. INTRODUCTION TO RuMmMIKUB

Rummikub is a tile-based game combining elements of rummy and mahjong. It is designed for 2 to 4
players aged 8 and up. The objective is to be the first player to empty their rack by forming valid sets and
runs on the table.

The game encourages strategic thinking, sequencing, pattern recognition, and planning skills.

2. COMPONENTS

The Rummikub game set includes the following:

« 106 Plastic Tiles: Consisting of 2 sets of tiles numbered 1-13 in four colors (black, red, blue, orange),
plus 2 Joker tiles.

o 4 Tile-Holder Racks: For players to hold their tiles.

o Instructions: This manual provides detailed rules.
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For 2-4 Players | Ages8 and Up
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Image: The Rummikub game box, displaying the game logo, example tiles, and the included tile racks.

3. SETUP

1. Mix Tiles: Place all 106 tiles face down on a flat surface and mix them thoroughly. This forms the
"pool" or "supply".

2. Draw Tiles: Each player draws 14 tiles and places them on their tile-holder rack, keeping them
hidden from other players.

3. Determine First Player: Each player draws one additional tile. The player with the highest number
goes first. Joker tiles count as zero for this purpose. Return these tiles to the pool and mix again.



Image: A family engaged in a game of Rummikub, with tiles arranged on individual racks and melds forming on the table.

4. OPeRATING (How TO PLAY)

4.1 Game Objective

The goal is to be the first player to clear their rack of all tiles onto the table by forming valid sets and runs.

4.2 Valid Tile Combinations (Melds)

¢ Runs: Three or more consecutive numbers of the same color (e.g., Blue 3, Blue 4, Blue 5).

o Sets (Groups): Three or four tiles of the same number but in different colors (e.g., Red 7, Blue 7,
Black 7). All colors in a set must be unique.

A meld must contain at least three tiles. Joker tiles can be used to represent any tile (number and color) to
complete a run or set.

4.3 First Meld (Initial Play)

To make your initial play, you must lay down one or more melds from your rack that total at least 30 points.
The point value of a tile is its face value (e.g., a 5 is worth 5 points). Joker tiles used in the initial play take
on the value of the tile they represent.

If you cannot make an initial play of 30 points, you must draw one tile from the pool and your turn ends.
You cannot play any tiles until you can make the initial 30-point meld.

4.4 Subsequent Turns
After your initial play, you can play tiles from your rack in one of three ways:

1. Adding to Existing Melds: Add one or more tiles from your rack to existing melds on the table. For
example, if a run of Red 3, 4, 5 is on the table, you can add a Red 2 or Red 6. If a set of Red 7, Blue
7, Black 7 is on the table, you can add an Orange 7.

2. Creating New Melds: Lay down new runs or sets from your rack.

3. Manipulating Existing Melds: This is where strategy comes in. You can rearrange tiles already on
the table to create new melds or incorporate tiles from your rack. All tiles on the table must always



remain in valid melds at the end of your turn.

If you cannot make a valid play during your turn, you must draw one tile from the pool, and your turn ends.

4.5 Joker Tiles

o A Joker can be used in place of any tile to complete a meld.

« Once a Joker is played, it can be replaced by the actual tile it represents by any player on a
subsequent turn. The player who replaces the Joker takes it onto their rack and must use it
immediately in a new or existing meld on the same turn.

o A Joker cannot be picked up from the table and held for a future turn.
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Image: An illustrative diagram demonstrating various ways to manipulate existing tiles on the table to create new melds or integrate tiles from a
player's hand, including using Joker tiles.

Your browser does not support the video tag.
Video: A demonstration of Rummikub gameplay, including setting up tiles and explaining basic rules for forming sets and runs.

5. WINNING THE GAME

The first player to clear their rack of all tiles wins the round. Points are then tallied based on the tiles
remaining on other players' racks. The winning player receives positive points equal to the sum of all tiles
remaining on other players' racks. Other players receive negative points for the tiles remaining on their
racks.

A game can be played over multiple rounds, with the player having the highest score after a predetermined
number of rounds or when a score limit is reached being the overall winner.

6. STRATEGY AND TIPS

+ Keep Options Open: Avoid playing all your tiles too quickly if it leaves you with limited options for
future turns.

« Watch Opponents: Pay attention to the tiles your opponents need or are collecting.

« Manipulate Wisely: Look for opportunities to break up existing melds on the table to create new ones



that allow you to play more tiles.

+ Joker Management: Use Jokers strategically. While they are versatile, holding onto them too long
can result in high penalty points if you don't play them.

7. SPECIFICATIONS

Feature Detail

Product Dimensions 10.5x 2.25 x 10.5 inches
Item Weight 1.11 pounds

Item Model Number 0400

Manufacturer Recommended Age 8 years and up

Number of Players 2-4

Material Plastic tiles and racks

8. MAINTENANCE

« Cleaning: Wipe tiles and racks with a soft, damp cloth if they become dirty. Avoid harsh chemicals.

o Storage: Store all game components in their original box or a suitable container to prevent loss or
damage. Keep away from extreme temperatures and direct sunlight.

« Handling: Handle tiles and racks with care to prevent chipping or breakage.

9. TROUBLESHOOTING

Missing Tiles: If tiles are missing, contact Pressman customer support for assistance.

Difficulty Understanding Rules: Re-read the instructions carefully. Online tutorials and gameplay
videos can also provide visual guidance.

Game Imbalance: Ensure all players understand and follow the rules, especially regarding the initial
30-point meld and Joker usage.

10. WARRANTY AND SUPPORT

For warranty information, replacement parts, or further support, please visit the official Pressman website
or contact their customer service department. Keep your proof of purchase for any warranty claims.
Manufacturer: Pressman

Website: Visit the Pressman Store on Amazon


https://www.amazon.com/stores/Pressman/page/3C884732-C1BC-414E-A631-0139EA368DB7
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