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For 2 to 6 players
Ages 7 and up

Hints:

It is important to pay attention to what is needed for the
next round, as you may not win the current round and you |l
want to set up your hand for the next one.

Play the Reverse & New Hand card on a player you suspect is
trying to build a hand for future rounds, especially if you think
they are building for Round 8 (same numbers) without a
Joker for the automatic win.
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We appreciate your comments on Rummikub& 8 Round Rummy. Please send
your correspondence to:

Pressman Toy Corporation

Dept: 8 Round Rummy

121 New England Ave.

Piscataway, NJ 08854-4126

Our customer service department can be reached Monday through Friday
(except during holidays) from 10:00 AM EST to 4:00 PM EST
at | 800 800-0298.

Pressman®
'2010 Pressman Toy Corporation, New York, NY 1001 I. Made in China.

Rummikub@ is a registered trademark of the Original Tiles game by
Hertzano, Isreal

Visit the official Rummikub® site:
rummikub.com

VISIT QUR-WEBSITE AT:
WWW.PRESSMANTOY.COM

part # 3814-0710

Object of the Game:
The player with the most points at the end of round 8 wins.

Contents:
108 cards

Set up:

Separate the 8 Round cards from the deck and place them,
face up, in a circle in the middle of the play area. Shuffle the
rest of the cards and deal 7 cards, face down, to each player
Place the deck face down next to the round cards. Draw the
top card from the Draw Pile and place it face up next to the
Draw Pile to form a Discard Pile.

Playing:

8 Round Rummy is played in 8 rounds. Play begins with
Round | and ends with Round 8.

The objective for each round is written on the Round card.
In round |, each player is trying to get all seven cards in their
hand to be the same color (either red or blue).

Starting clockwise from the dealer, players choose to pick
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either the top card on the Discard Pile (face up), or draw the
top card from the Draw Pile and put it in their hand. Now
they must discard one card and place it (face up) on the
Discard Pile. If the draw pile runs out of cards, keep the top
discard in place, shuffle the remaining discard pile and place
it face down to start an new Draw Pile.

Play continues with each player taking turns drawing and
discarding until one player has all of one color in their hand.
The first player to achieve that (after discarding) lays their
hand down on the table and announces to the group they
won the round. The winner of the round places their
winning hand on the discard pile and draws a new hand of 7
cards. All other players keep their existing hands. Play
continues with the next player, with all players attempting to
achieve the requirements of Round 2.

Scoring:

The player who wins a round takes the corresponding Round
Card. The card is worth what round it represents. In other
words, round | is worth | point, round 2 is worth 2 points
and so on.

The objective of each round is written on each card
as follows:

Round I: Same Color- All 7 cards in your hand must be the
same color (Red or Blue)

Round 2: Same Shape- All 7 cards in your hand must be the
same shape (Triangles, Circles or Squares)

Round 3: Same Shape & Color- All 7 cards must be the same
shape and color (Red Triangles, Blue Circles etc.)

Round 4: Straight- All 7 cards must be sequential, but can be
any shape or color (1-2-3-4-5-6-7)

——

Round 5: Straight Same Color- All 7 cards must be sequential
in the same color only (Red or Blue)

Round 6: Straight Same Shape- All 7 cards must be sequential
in the same shape only (Squares, Triangles, Circles)

Round 7: Straight Same Color & Shape- All 7 cards must be
sequential in the same color and shape. (IRed
Circle, 2 Red Circle, 3 Red Circle ..7 Red Circle)

Round 8: Same Numbers- All 7 cards must be the same
number. They can be any color or shape.

The Rummikub Joker:

The Rummikub Joker can be used to represent any number,
color or shape.

Reverse & New Hand:

When this card is played, the direction of play immediately
reverses (clockwise to counterclockwise and vice versa) and
the next player must turn in their hand to the discard pile
and draw a new hand (as well as lose their turn). Play
proceeds to the next player in the new direction. When this
card is played into the discard pile it cannot be picked up by
the next player.

Winning:

At the end of Round 8 players add up the points on the
Round cards they ve collected. The player with the most
points wins.

Automatic Win Rule:

If a player wins Round 8 without using any jokers they win
the game automatically! This is not easy to do.

Shorter Game:

For a shorter game (30 min to 45 min), play just the even
numbered rounds (2,4,6 & 8).
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