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1. Game Overview & Objective

Objective: Be the first player to clear all tiles from your hand by forming valid
groups (same number, different colours) or sequences (consecutive numbers,
same colour. Each set must have at least 3 or more tiles). Win the round and
score the lowest penalty points to claim overall victory!

Ideal for: 2-4 players | Ages 6+ | Playtime: 30-60 minutes

2. Contents

Components Quantity

Numbers 1-13 in 4 colours (red, blue, green, orange), 2 full sets per

Number Tiles 106 tiles colour plus 2 jokers (optional wild tiles)

Tile Racks 4 units Tile racks to hold your tiles upright for easy viewing

Dice 2 units Optional accessory for customised gameplay

3. Game Setup
Shuffle all tiles face down and place them in the centre to form the tile pool.

Each player draws 14 tiles and arranges them on their own rack. Keep your
tiles hidden from other players. Play proceeds in clockwise order.

4, Basic Rules & Valid Combinations
All playable combinations must contain 3 or more tiles.

- Set: Three or four tiles with the same number but different colours. Example:
7 (Green) + 7 (Blue) + 7 (Red).

« Run: Three or more consecutive number tiles with the same colour. Example:
6 + 7 + 8 (Orange).
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« First Move Rule (30-Point Minimum): A player’s first play in each round
must reach a total value of 30 points or above. These points must come
from the tiles on your rack (not from the table).

- Joker Rule: Jokers act as wild tiles and can substitute any number or colour
to complete sets or runs. Jokers are flexible and powerful, but they can be

replaced and taken by opponents during play.
Jokers cannot be used to represent a number outside the 1-13 range.

Joker tile

5. Drawing Tiles Rules

- Cannot Make a Move: If you have no valid play on your turn, you must draw
one tile from the pool, and your turn ends immediately.

- Empty Pool Rule: If the tile pool runs out and you cannot make any valid
move, your turn will be skipped.

6. Special Rules & Strategy Play

After you have completed your valid first move, you are allowed to add, extend,
split, and rearrange all existing sets and runs on the table to form new legal
combinations.

Example: If there is a blue run of 7-8-9, you may place your blue 6 to extend it
into a complete valid run of 6-7-8-9.

Ylou)may split existing sets only if each resulting group is still valid (minimum 3
tiles).

7. Gameplay Example

- Player 1: Plays a valid set with three 7s in green, blue and red to complete
the first move requirement.

- Player 2: May create new sets (e.g. three 5s in orange, green and red) or new
same-colour runs. If no valid play is available, Player 2 draws one tile and ends
the turn.

- Player 3: Can build on existing table combinations or create brand-new sets
and runs. The first player who clears all rack tiles wins the game.

8. Winning the Game & Scoring Rules

- Game End: The game ends instantly when a player places their final tile and
empties their rack.
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- Scoring Standard: The winning player gains points equal to the total value of
all remaining tiles on opponents’racks.
Each tile number is worth its printed value (e.g. a 10 tile = 10 points). Unused
Joker tiles are worth 25 points each. Add up the value of all tiles left in each
opponent's hand to calculate the winner's score for that round.

9. Game Information & Strategy Tips

- Game Length: Each round lasts 30 to 60 minutes, depending on player count
and tactical plays.

- Strategy Tips

1. Pri?ritise completing your 30-point first move to unlock flexible board plays
early.

2. Observe all tiles on the table to seize opportunities for extending and
rearranging existing combinations.

3. Use jokers strategically to finish incomplete sets or runs, and avoid leaving jokers
exposed for opponents to take.

10. Key Rules Summary

- Objective: Be the first to play all rack tiles via valid sets and runs.

- First Move: Must reach a minimum total of 30 points.

» Valid Sets: Same number, different colours.

« Valid Runs: Consecutive numbers, same colour.

« Jokers: Universal wild tiles, replaceable by opponents.

- Drawing Rule: Draw one tile and end turn if no moves are possible.

+ Win & Score: Empty your rack first; score based on opponents remaining tile
values.

/\ WARNING:

CHOKING HAZARD - SMALL PARTS.
NOT FOR CHILDREN UNDER 3 YEARS.

PRODUCT MAY VARY FROM IMAGE SHOWN.
PLEASE KEEP THE PACKAGING AND INSTRUCTIONS FOR FUTURE REFERENCE.
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