Con ine: , Jucitori: 2-4
Autocolante pentru 106 piese Varsta: 7+
[ 2 piese jokeri

2x13 piese albastre numerotate de la 1-13

2x13 piese negre numerotate de la 1-13

2x13 piese ro ii numerotate de la 1-13

2x13 piese galbene numerotate de la 1-13

4 table de joc

Instruc iuni

JOC REMI
GENERALIT |

Remi este un joc incitant datorit combina iilor nenum rate pe care juc torii le pot face. Contrar altor jocuri tradi ionale aceste piese
au numere i nu simboluri.

Obiectul jocului:

S fi i primul juc tor care pune toate piesele de pe tabla de joc pe mas . Juc torii trebuie s creeze combina ii cu piesele: pentru a
forma o linie din numere consecutive cresc toare, s fac o linie cu trei patru piese cu acela i num r sau s adauge piese la
combina iile create. Dup cateva runde, juc torul ce acumuleaz cele mai multe puncte este ca tig tor.

SETAREA JOCULUI
Fiecare juc tor alege o tabl de joc. Pune piesele cu fa ain jos pe tabl i amesteca i-le. Fiecare juc tor alege 14 piese la intam-
plare. Piesele r mase pe mas sunt gr mada. Imediat ce juc torii decid cine incepe primul jocul continu in sensul acelor de ceas.

CUM SE JOACA
Fiecare juc tor pe rand trebuie s pun seturi (dac poate sau dore te) sau s ridice o pies din gr mad . Juc torii au la dispozi ie 2
minute pentru a completa mutarea.

PRIMA COMBINATIE

Prima mutare, juc torii trebuie s pun seturi, fiecare in total are valoarea de 30 de puncte. n timpul jocului fiecare juc tor incearc

s colecteze 30 de puncte, de fiecare dat cand vine randul lui el trebuie s aleag o pies din gr mad . Dac nu se hot r sc, trebuie
s p streze piesa pe care nu au combinat-o. Aceast mi care incheie randul lui. Cand juc torul este gata s expun combina ia lui de
30 de puncte, el trebuie s a tepte randul.

COMBINATII
U Combina ii de 3 sau 4 piese cu acelai numr.
Este alc tuit din 3 sau 4 piese cu acela i num r dar de culoare diferit .
O linie de piese cu numere in ordine cresc toare
Este alc tuit din cel pu in 3 piese de aceea i culoare, dar in ordine cresc toare.
De exemplu:rou 4,rou 5, rou 6.

Jokerul:

Jokerul poate inlocui orice num r de orice culoare. Jokerul poate lua valoarea unei piese dintr-o combina ie (dar la finalul jocului,
acumuleaz doar 25 de puncte). Jokerul folosit in combina ie, poate fi schimbat in orice moment de juc tor cu o pies

corespunz toare, in urm toarele cazuri:

a. Juc torul trebuie s pun combina ia.

b. Trebuie s fie randul juc torului.

Combina iile puse pe mas nu apar in nici unui juc tor. Deci orice juc tor ce a pus combina ii de 30 de puncte in total, el poate
folosi combina ia deja existent pe mas in randul urm tor.

EXTINDEREA COMBINATIILOR

Cand este randul lui, un juc tor extinde orice combina ie (3 piese de aceea i culoare sau piese cu num r cresc tor), folosind orice
num r ce se potrive te la combina ia existent . Combina ia poate fi extins doar dac juc torii au expus combina ii de 30 de puncte
in total.

MANIPULAREA

Combina iile puse pe mas pot fi manipulate de orice juc tor, pentru a crea o combina ie nou . Piesa ce va fi ad ugat la

combina ia precedent , trebuie s fie apropiat i continu .

Cand vine randul juc torului, poate lua toate piesele din combina ia existent sau o parte (dar in final, trebuie s fie 3 piese la baza
combina iei). Toate piesele desenate, trebuie schimbate pentru a crea o combina ie nou . Jokerul nu poate fi utilizat intr-o pozi ie
diferit — decat dac este schimbat cu o pies cu num rul corect.

EXEMPLE

1. Pute i extinde o combina ie existent de numere cresc toare consecutive, 6,7,8 ro u prin ad ugarea 5 ro u sau 9
ro u. Pute i extinde i o combina ie existent de 3 numere identice 8 ro u, 8 galben i 8 negru, ad ugand o pies 8
albastr .

2. De asemenea pute is ad ugai o pies la o combina ie existent m rind num rul iapois scoate i o pies

pentru a crea o combina ie nou . De exemplu dac exist o combina ie pe mas de 2,3,4,5 negre i pe tabla de

joc juc torul are 6 negru i 2 galben i 2 albastru, pute i extinde combina ia cu 6 negru i crea o combinaie nou de 3

piese cu acela i num r, folosind 2 negru i ad ugand 2 galben i 2 albastru.

3. Puteis despriicombinaii. De exemplu, dac este prezent o combina ie de numere cresc toare consecutive
2,3,4,5 i 6 albastru, atunci pute i crea 2 combina ii noi ad ugand inc un 4 albastru, irezult 2,3,4, i4,5,6 albastru.

SFARSITUL JOCULUI




Dup ce juc torul a expus toate piesele lui pe mas , atunci runda este finalizat i acel juc tor ca tig . Ceilal i juc tori trebuie s
adauge valoarea r mas a pieselor lor de pe tabla de joc. Jokerul are intotdeauna valoarea 25 de puncte. Valoarea total numeric
a pieselor r mase pe mas este considerat minus (negativ ), precum scopul jocului este ca fiecare juc tor s r man cu cat mai

pu ine piese. Ca tig torul rundei colecteaz totalul negativ al valorilor juc torilor ca valoare pozitiv total . Valoarea pozitiv total este
marcat cu + iceanegativ cu -.

Fiecare joc const din cateva runde. La inceputul jocului, juc torii decid cate runde vor juca. La sfar itul rundei, juc torii noteaz
scorul acumulat negativ sau pozitiv. La sfar itul jocului, toate valorile negative i pozitive sunt adunate pentru fiecare juc tor in
parte, valorile negative sunt deduse din cele pozitive. Juc torul cu valoarea cea mai mare pozitiv este considerat ca tig tor.

Remi cu o mutare

Dac juctorulreu ete s pun toate piesele dintr-o mi care este numit Remi cu o mutare n acest caz juc torul nu trebuie s
colecteze 30 de puncte pentru a expune prima combina ie. Dac exist remi cu o mi care valoarea negativ a celuilalt juc tor se
dubleaz .

CbObPXXAHUE:
106 nnoukm Wrpaun: 2-4
° 2 XoKep MnoyKn Bb3pact: 7+
2 X 13 nnoyku cbe cruHn yncna ot 1 go 13
2 x 13 nnoukn c yepHun yncna ot 1 go 13
2 x 13 nnoyku c yepseHun ymcna ot 1 go 13
2 X 13 nnouku ¢ xbntm uncna ot 1 go 13
4 NOCTaBKM 3a MAOYKN
NHcTpyKumn

RUMMY
OIMUCAHWE

BbnHyBalla HacTofHa Urpa, B KOATO UrpaymTe MoraT Aa HanpaBaT 6e36pol KoMbuHaummn. 3a pasnvka oT gpyrute
TPaAMLMNOHHM HAaCTONHN UFPY MIIOYKKTE CbAbpPKaT HOMepPa, a He CUMBOJIN.

LIEJT HA UTPATA

Bceku vrpau TpsibBa Aa ce OTbpBe OT BCUYKUTE CU MIIOYKU. MrpaunTte ce onnTeaT Aa chopmMmMpaT C MAOUYKUTE KOMOMHaUWK OT
yrca: ToecT Aa obpasyBaT pefuua OT MIoYKKM C NOC/IefoBaTeNIHU HapacTBaLLM YnCa, fa NOCTaBAT B peauua 3 unu 4
MAOYKM CbC CbLIOTO YACIO UK Aa A06ABAT MIOUKM KbM KOMBVHaLMK, KOUTO Beve ca cb3ganu. Cnea HAKONMKO Kpbra
UrpaybT, Cbbpan Han-MHOro TOUKK, Nevenn urparal

MNMOArOTOBKA

MrpaunTe B3emaT No efHa nocTaBKa. MnouknTe ce NocTaBAT 06paTHO 0OO6BPHATK Ha MacaTa U ce pa3bbpkeaT. Bcekun urpau
n36upa nporssonHo 14 naouku U rM NOCTaBA Ha NOCTaBKaTa npen cebe cu. MNnoukmTe, KOMTO OCTaBaT Ha MacaTa, ce
nogpexgaTr obpaTHO 06bpHaTU B KynumHa. Mrpaumte peluaBat Ko Lie 3arnoyHe NpbB, a OCTaHanuTe yyaCTHULM ce BKNYBaT
B MUrpaTa no rnocoka Ha YaCoBHMKOBaTa CTpesiKa.

HAYUH HA UTPA

Bcekun urpay B cBos pef Ha urpa TpA6Ba Aa Hanpasy KOMOUHALMA (aKo MOXe WM aKko Xenae) nnv Aa B3eMe njaoyka ot
KyrnurHaTa C MIoYKM, OCTaHaN Ha MacaTa. Mirpaunte nmat 2 M1HYTW Ha pa3nonoXKeHre, 3a Aa 3aBbpLuaT cBoA xof. AKO He
MoraT Aia peLuat, TpA6Ba Aa 3aAbpXKaT NIOYKUTE, KOMTO He Ca ycnenu Aa KoMOUHMpar.

MbPBATA KOMBUHALA

3a fa 3anoyHaT Ja NpaBAT KOMOMHaUWK, LWe TpabBa CTOMHOCTTA HA MbPBUTE KOMOMHALMUTE, KOUTO UrpayYnTe Bb3HaMepsBaT
na cpopmmpart, aa 6bae Har-manko 30 Touku. [Jokato cbbepe nbpsuTe 30 TOUKM, UTPAYDBT B CBOSI PER Ha UTPa B3ema BCEKU
MbT MO €[jHa MI0YKa OT KynuurHaTta. AKO B3eTaTa rnjiouka My ocurypsasa c6op ot 30 Touku, nrpausT Tpsibsa Aa n3vaka
cnepBalma cv pef Ha Urpa, 3a 4a A M3nonsea.

KOMBUHAL N
° KomburHaums ot 3 nnm 4 nioykmM CbC CbLIOTO YMCI0, HO B Pa3fIMUHU LiBETOBE.

° KombuHaLmsa oT Tpy 1am NoBeYe MIOYKM B CbLMA UBAT 1 C NOC/Tef0BaTeIHO HAapacTBaLLM Yncia.
Hanpwumep: uepseHa 4, yuepseHa 5, uepseHa 6.

PKOKEP /104K

*KokepuTe moraT fja 3aMeHAT BCEKM HOMep BbB BCEKM LBAT. »KOKepbT B3eMa CTOMHOCTTa Ha MyioyKaTa, KOATO 3aMeHs B efiHa
KOMb6rHauua (HO B KpasA Ha urpata BrHaru ce 6pou 3a 25 Toukn). }KokepbT, 13M0N3BaH B KOMOMHALMA, MOXe MO BCAKO
Bpeme fa 6bje 3aMeHeH OT BCEKM Urpay CbC CbOTBETHATA NJIoYKa B CIeAHMTE ABa ClyYas:

° Wrpaubt TpabBa Beue fa e obpa3yBan KomOMHaUuA.
° Tpsab6Ba fa 6bAe HeroBUAT peq Ha urpa.

KombuHaLmmute, KOUTO Ca NOCTAaBEHM Ha MacaTa, BeUe He NMPUHAZ/eXaT Ha HUTO efViH Urpay — Taka ye BCeKM Urpad,
NnocTaBu KOMOUHaLUMsA ¢ obwa ctoiHocT 30 TouKu, B CieBalLMTe KPbroBe MOXe Aa M3Mof3Ba NioUYK1Te Ha KoMOrHauumTe,
KOWUTO Beye ca Ha MacarTa.

YOBJIXXABAHE HA KOMBUHALINWA




lNo Bpeme Ha pefa Cvi Ha Urpa BCeKM Mrpay MoXe fa YA b/KM BCAKA efHa KOMOVHaUWsA (3 NIOYKM OT CbLyUA LUBAT UK peanla ot
NAOYKM C NOCNeA0BaTENHO HApaCTBALLM YMCSIA), U3MON3BaKM KOETO 1 Aa 6110 YMCOo, MOAX0XAAL0 Ha KOMOVHALMUTE, KOUTO
BeYe e Cb3all. YOb/KaBaHETO Ha KOMOVHaLMMTe MOXe [a Ce U3BbPLUV CAMO NP YCIIOBUE, Ye UrpaubT e obpasyBsar
KOMOVHALMM Ha MJIOYKK € 061 CTOMHOCT OT 30 TOUKM.

M3MEHEHWA

Komb6rHaumuTe, KOUTO Beye ca NocTaBeHn Ha MacaTa, MoraT Aia 6bAaT 1U3Mnosi3BaHm OT BCEKM UrpadY, 3a Aa 06pa3yBa HOBa
KoM6uHauwsA. MnoykaTa, KosTo Le ce Ao6aBy B NpeaunliHa KOMOVHaLWA, 3aAb/KUTENHO TPA6GBa Aa NoaxoXaa 1 aa
npopab/Kaea peauvuara.

Bceku urpau no Bpeme Ha pefa Cvi Ha Urpa Moke ia B3eMe BCUUKUN U HAKOW NIOYKK OT NpeAnLLHa KoMOrHaums (Ho Tpsabea
[ia OCTaHaT NoHe 3 NIOYKN B OCHOBHATA KOMOMHALMA). BCMUKIM OTCTpaHEHN NOYKM Le TpA6Ba Aa ce 3aMeHsT, 3a [1a ce Cb3faje
HOBa KOMOMHaLMs. YKOKEPBT He MOXKe Aia Ce 13MOos3Ba B Apyra NO3MLUKA - OCBEH aKO Ce 3aMeHN C NJIoYKa C NPaBUIHOTO YMCIO.

MPUMEPIU

1. MoeTe fa yob/krTe BeUe CblieCcTByBalla KOMOVHaLMsA OT NOC/Ie[0BATENHO HAPACTBALLM YMCA, Hanpmep 6,7, 8 B
yepBeHO, fobaBANKY YepBeHa 5 nnm yepeeHa 9. MoxeTe CbLLO TaKa Aa YA b/PKUTE Beye CbliecTByBalla KOMOMHaLMs OT 3
MSIOYKU CbC CbLIOTO YMCII0, HanNpuMep YepBeHa 8, »kbnTa 8, uepHa 8, 406aBANKN 8 B CUHbBO.

2. MoxeTe fa fob6aBuUTe eflHa MI0YKa B CbLIECTBYBaLLa KOMOMHaLMA OT MIOYKM C NOCeJOBaTENIHO HapacTBalLM Yicna 1
[la OTCTpaHMTE MJI0YKa, 3a a Cb3fafeTe HoBa KoMbrHaumA. Hanprmep: AKo Ha MacaTta MMa KOMOUHaLMsA, CbCTosALa ce OT
yepHu 2,3, 4,5 1 BbB BallaTa NOCTaBKa MMaTe YepHa 6, )KbJiTa 2 U CUHA 2, MOXeTe Aa YAbIKUTE MbpBaTa KOMOMHALMA C YepHa
6 1 fa Cb3aaaeTe HOBAa KOMOMHALMA OT 3 MIOUKU CbC CbLIOTO YMCII0, M3MON3BalKM YepHa 2 1 106aBANKM 2 B XKbAT U CUH LIBAT.
3. MoxeTe CbLLO TaKa Aa pasfenuTe KombrHaummTe. Hanprmep, ako nma KoMO1HaUMsa B NocnefoBaTesIHO HapacTBaLLM
uncna 2, 3,4, 5 1 6 B CMH LBAT, TOraBa MOXeTe [ja Cb3fafeTe 2 HOBM HapacTBaLLy KOMOMHaUMW, 0ob6aBsaiiky cCMHA 4, Taka ye Aa
nonyuyute 2, 3,4 B CUHbO N 4, 5, 6 B CMHbO.

KPAIA HA UTPATA

KpbrbT NpuKIouBa, KOraTo efiviH OT MrpaynTe NOCTaBU BCUYKUTE CM MIIOYKM Ha MacaTa. To3u nrpad e nobeguten. OctaHanute
Urpauym cbbmpart yrcaTta Ha NiIoYKMTe, OCTaHaNM B TeXHKTE NocTaBKU. CTOMHOCTTA Ha »KoKepa e BUHary 25 Toukun. CTomHocTTa
Ha OCTaHanmMTe B NoCTaBKaTa MJIoYKM, Ce cumTa 3a,0TpuLiaTeNeH pe3ynTaT’, Tbil KaTo LieTa Ha urpaTta e UrpaysT Aa uma B

MocTaBKaTa CM MJIOYKYM C Bb3MOXHO Hali-MaJika CTOMHOCT. [obeauTenaT B Kpbra nojyyasa,MosIoKUTENIeH pe3ynTaT’ paBeH Ha
cbopa Ha ,oTpuLaTenHMA pesynTaT” Ha BCeKu urpauy. MonoxnTtenHute pesyntaTty ce otbenssgart ¢ (+), a otpuuatenHuTe c (-).

BcAka urpa ce cbCToM OT HAKONKO Kpbra. MirpaunTte peLuaBaT B HaYanoTo KOJSIKO Kpbra Lie UrpanT. B Kpas Ha Kpbra Bceku urpau
oT6enA3Ba NONOXNUTENHUA UK OTPULLATENHNA CU pe3ynTaT. B Kpaa Ha urpata 3a BCeky Urpad nooTAENTHO Ce U3UNCIABAT BCUYKM
MONOXKNTESTHU U OTPULIATENTHM Pe3ynTaTy (OTpULATENHUTE PE3YNTaTV Ce U3BAXKAAT OT NMONOXKUTENTHUTE). IrpaubT C Hali-BUCOK
MONOXMTENIEH Pe3yNTaT Neyenu urparta.

BEPCS: RUMMY C EAVH XOf,

,,Rummy cegvH XO,D," - KOraTto euH OoT nrpaynTe ycnee aa noCtaBm €HOBPEMEHHO BCUYKK MNOYKM OT CBOATa NOCTaBKa. B 1031
cnyqa|7| He e HEO6XOJJ,I/IMO NrpavsT Aa Cb6epe Haln-manko 30 TOYKW, 3a Ala HanpaBu NbpBaTa CA KOM6I/IHaLI,I/IF|. B Tasu BepcnAa
oTpuUaTeSIHUTE PE3YNTATU Ha OCTaHAJIUTE Urpayvn Cce yaBoABaT.

CONTENTS:

106 tiles

° 2 Joker tiles
2 x 13 tiles in blue color, numbered from 1 to 13 Players: 2-4
2 x 13 tiles in black color, numbered from 1 to 13 Age: 7+
2 x 13 tiles in Red color, numbered from 1to 13
2 x 13 tiles in Yellow color, numbered from 1 to 13
4 tile racks

Instructions RUMMY

BASICS
Rummy is an exciting game due to the countless combinations players can make. As opposed to other traditional board
games, the tiles have numbers and not symbols.

OBJECT OF THE GAME

Every player must get rid of all his tiles. Players try to create number combinations with the tiles: to form a line of tiles by
consecutive increasing numbers, to place in line three or four tiles with the same number or add tiles to combinations they
have already created. After several rounds, the players who collected most points, wins the game.

GAME SET-UP

Every players picks up a rack. Place the tiles face down on the table, and mix them well. Every player picks up randomly
14 tiles and places them on the rack in front of them. The remaining tiles on the table, are the pool. As soon as players
decide who will play first, the game continues in a clockwise direction.

HOW TO PLAY
Every player in his turn, must place sets (if he can or if he wishes to) or pick up a tile from the pool. The players have 2




minutes to complete their move. If they cannot decide, they must keep the tiles they could not combine.

THE FIRST COMBINATION

In the first move, players must place sets, the total of which has value at least 30 points. During the process a player is
trying to collect 30 points, each time in his turn, he must pick up a tile from the pool. This move concludes his turn. When
the player is ready to place down combinations of 30 points total value, he must wait for his next turn.

COMBINATIONS

L Combination of 3 or 4 tiles with the same number

This is formed with 3 or 4 tiles with the same number but different color.

° A line of tiles by consecutive increasing number

This is formed with at least 3 tiles of numbers of the same color, but in consecutive, increasing numbers.
For example: red 4, red 5, red 6.

JOKER

Jokers can replace any number of any color. Jokers can take the value of the tile they replace in a combination (but at the
end of the game, they always count for 25 points). The joker used in a combination, can be replaced any time and by any
player with a respective tile, in the following 2 cases:

a. The player must have already placed combination
b. Must be player’s turn to play.

The combinations placed on the table do not belong to any player. Therefore, any player who has placed combinations of
total value 30 points, he can use the tiles of the combinations already existing on the table, in the next rounds.

EXTENSION OF COMBINATIONS

In his turn, a player may expand any combination (3 tiles with the same color or tiles by consecutive increasing number),
using any number that fits in the existing combinations. The extension of the combination can be made only if players has
already placed combinations of total value of 30 points.

MANIPULATION
The combinations already placed on the table, may be manipulated by any player, in order to make a new combination.
The tile that will be added in the previous combination, must definitely be appropriate to fit and continue the sequence.

In his turn, a player can take all the tiles from an existing combination or, a part of tiles (but at the end, there must be 3 tiles
left at the basic combination). All the tiles drawn, must be replaced to create a new combination. The joker cannot be used
in a different position — unless it is replaced with the respective tile with the correct number.

EXAMPLES

1. You can expand an existing combination of a consecutive increasing number, for instance, 6,7,8 red by adding 5
red or 9 red. You can also expand an existing combination of 3 tiles with the same number consisting of 8 red, 8 yellow
and 8 black, by adding an 8 blue.

2. You can also add a tile in an existing combination of tiles in consecutive increasing number and then deduct a
tile, in order to create a new combination. For instance, if there is a combination on the table consisting of 2,3,4,5 black
and on your rack you have black 6 and yellow2 and blue 2, you can expand the first combination with black 6 and create
a new combination of 3 tiles with the same number, using black 2 and adding yellow 2 and blue 2.

3. You can also split combinations. For instance, if there is a combination in a consecutive increasing number with
2,3,4,5 and 6 blue, then you can create 2 new combinations by consecutive increasing number, adding one more 4 blue,
that | is, 2,3,4 blue and 4,5,6 blue.

END OF THE GAME

Once a player has placed all his tiles on the table, then the round is over and this player is the winner. The rest players
must add the value of the tiles left on their rack. The value of the joker is always 25 points. The total value of the number
tiles left on the rack, is considered as “minus” (negative), as the aim of the game is for every player to have the least
number of tiles, with the least total value. The winner of the round collects the total of the “negative” total values of all
players as “positive” total value. The positive total values are marked with (+) and the negative with (-)

Every game consists of several rounds. At the beginning of the game, players decide how many rounds they will play. At
the end of the round, players note down the positive and negative score they collected. At the end of the game, all positive
and negative scores are calculated separately for every player and finally, the negative values are deducted from the
positive ones. The player with the highest positive score is the winner.

VARIATION: RUMMY WITH ONE MOVE

If a player succeeds to place at the same time all his tiles in his rack, this is called “Rummy with one Move”.

In this case, this player does not have to collect at least 30 points in order to place his first combination. When there is a
“Rummy with one Move”, the negative total values of the other players are doubled.




