AlphaRummy 500

2to4Players

TheDedl
1) Ded eaech player 7 cards.
2) Placetherest of the deck face down in the center asthe stock.
3) Thetop card of the stock is placed face up next to the ock to Sart thediscard  pile. Ascardsare added to the
discard pilekeep it oread so Al the cards can be read.

Basc Play
1)Pick up acard at the beginning of your turn. You may pick up one card from thetop of the stock, or as many
cardsfrom thediscard pile asyou need to get to the letter you want. However, there are 3 rulesto picking up from
the discard pile. You must A) pick up dl the cards on top of the card that you want, B) lay down aword (meld) in
that turn, and C) use the bottom card picked from the pilein that word (the letter you wanted).

2)Play amed. After you pick up acard, you may lay downamed. A meld can be 1 or morewords (4 |etters or
more) or |etters can be added onto any player’ sexisting word to form anew word.

3) Keeping Score. After you lay down ameld, the points on the cards are added up and then depending onthesize
of theword, are multiplied. Scores are recorded as Soon asyou lay down ameld.

A)Pick up bonuscards. When you lay down amed, you are avarded bonus cards. You take the bonus cardsfrom
the stock pile. The number of bonus cards awarded depends onthesize of theword(s) made. You should tekethe
bonus card(s) before you discard, unlessyou are going to go out.

5)Discard or Go Out. You must ether discard one card onto the discard pile or go out to end your turn.
6)Next player’sturn. Thenext player plays his hand and play continues until the end of the game.

Rules
Add-ons: Add-onsareletters used to make adifferent word out of aword that has aready been played. EXAMPLE:
Fiend+ r = friend or friend + s=friends. A player can add-onto any other player’ sword, or one of hisown. The
player only scoreson the letters used in the add-on, but getsthe bonus cards and the score multiplier for the full word.

Bonus Cards. Bonus cards are avarded when aplayer makesamed. Bonus cards are taken from the sock pile and
added to aplayer’ shand. Players should take the bonus card(s) before they discard, unlessthey are going to go out.
The number of bonus cards awarded depends on the size of the word. (See scoring section.) If aplayer hasonly one
card left in hishand after melding, he may go out instead of picking up bonus cards.

Going Out: A player goesout when lays down amed and has no cards left in hishand. Hemay aso go out if he
has one card | eft to discard after making ameld. Players can not receive bonus cards when they go out. Insteed they
receive 7 new cards from the stock.

Med: In order for aword to qualify, it must be in a current dictionary and be 4 or more lettersin length.
Words may not be abbreviated, proper nouns, or aforeign language. Slang words may be used, aslong
asitisfound in the dictionary. Players may also lay down more than one word in aturn. Players don't have
to meld every turn.

End Of TheRound: Once the stock is depleted, play continues as long as each player can draw off the
discard pile and make ameld. All rules for drawing off the discard pile still apply. Once the round has
ended the next player to deal collects the cards and deal s the next round.

Scoring: Tota the point on the cards and multiply according to the Sze of theword
Szeof Word ScoreMultiplier #of BonusCards

4 |etters Scorex 1 1BonusCad
5letters Scorex 2 2 BonusCards
6 letters Scorex 3 3BonusCards
7 or more Scorex 4 4BonusCads

Challenge: If aword is challenged and found not to be legal, then there are no points scored for that word
and that player losestheir turn. Theillegal word isremoved and the |etters are placed back into the player’s
hand. If the player took cards from the discard pile then those cards are placed back into the discard pile.

If aword isfound to be legal then the player that made the challenge loses their next turn

Winning the Game: Thefirg player to score 500 points or morewins.
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