X PSR W
Watch and learn to play in 3 minutes at:
(=) www.packogame.com/rum

THE OBJECT: RUM is a set-coliecting game of "Press-your-kuck” in which
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1. Choose a Dealer to perform these SETUP steps.

2 Place the 7 Captain Cards and Castenway Clock in a row in the playing
area so that the *1° (and Pamot on the Castaway Clock) is orented at the
top edge of the cands across the row, (See EXAMPLE SETUP balow)

3. Sel aside the Pamrot Card, then mix the 21 Rum Cards together in a
flat pile (face down] 1o create the “Shipwreck”™. (See “Shipwreck” Dalow]

4, Flip 3 Rum Cands face up 1o cneate the “Beach” now near the Shipawneck.
Rotate all 3 so the single botile sides ane all criented at the top of the
cards. This will be done to any face up cands that are added 1o the
Beach during in the game. (See “Beach” balow)

5. Al players deay 1 card from the Shipwreck 10 create thoir starting hand,

. Add the Pamol Card (face down) to the Shipwreck and mix them up.
Note: Whanever cands are placed back info the Shipwreck, mix (shuffie)
the cands together bafons the nest player takoes his turm,

7 Captain Cards

1 Castaway Clock 1 Pamot
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7. The playver to the left of the Dealer is the Stan Player. Harﬂfﬂ
EXAMPLE SETUP Ga.prmnc.ards
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The Panod has boan mibod in wilh
the Rurm Cards in the Shipwrack
PLAYING THE GAME: RUM i5 a quick-playing gam in which you'll play sets
of botthes in order to gain control of Captain Cands worth points (f controled at
the end of the game.) Captsin Cands mary change controllers if an opponent
plays a larger set. The Parmot wil force players to discard Rum Canrds back to
the Shigemeck. Players parform 1 Action par tum in dockwise direction. The
game ends when a player reaches a set amount of points (e GAME END)
OR the Castawary Ciock 15 rotated 1o the Firate Ship [th position).

GAME TURMN:

On your turn, you must perfonm ona of the following Actions:

1. Dranw A Card in cither ong of two wirys:

A, Draw a Rum Card from the Beach (which may be face up or down)
and add it to your hand. Then, replace the empty Beach slot with a
face down card from the Shipwrack.

B. Draw a Rum Card from the Shipwneck and add it 1o your hamnd.

2 Play A Set

Play at least 1 Rum Card from your hand to form a set of bottles and
gain control of at least 1 Captain Card.

PLAYING A SET: Captan Cands and Rurmn Cards hanve different values based
on how the cand is oriented. VWhen playing a set, Rum Cands may be played
in sither onentation. Oy the top side of the cam fwhich could ba rotated to
show either 2 bottles or 1 botthe) will count towand the total of a set.
Captan Cards begin with a value of '1". When controllied |H "

Player C

by a payer; the cument value should be-at the top edge, as
viewedd by the player. To play a set, you MUST be able 10
gain at keast 1 Captain Card by piaying & set that is
praater than the cument value of the matching Captain
Card. Piace the Captan Cand in front of you, with the
nismiber of botties in the set just plryed at the top edge, as gg,.w..,mmg,.g
wiewed by you. You may play multipls sets to gain and ancugh fo stoa' the
increase several Captain Cands on one tum. You ans notl Castaen Cad af *1',
necyuingdd 1o plny all cands fom your hand when playing a  Now it /s sef fo 27
sel. Botthes that cannot beused in aset ane ignomd. Cands

e frice your hand ans mibed Back: into this Shipwmch,

THE BEACH: An additional aspect 10 the Beach, other than a row o drany
froam, s that the single bottles on the Beach Cards are communal and
considered 1o be in all players’ hands. A player may inchude any of the single
botties on the Beach Cands {opposing the 2 botties on each cand's opposie
siche), whin plndng a set 1o gan a Captan Cand, When a pliyer wants 10
inciude single botthes: from the Beach as pant of hiss set, he simply indicates 1o
his opponents which are needad when playing a set. Any Beach Cards used
for communal snghe botthes are left as they wene, face up.
A RUM TRIO SET: ARum T’ 5 a set of the 3 single botites of a speciic
color, which can be played for greater effect. A player may play the set of 3
singhe bottles of a specfic color to steal the matching ooloned Captain Card,
mgarciiss of #5 cument value, Then, the value on the Captain Cord s
increased by 2 A Rum Trio may include Beach Cards and mary be played
along sicke other separate sets on a single tum. NOTE: Thare are ondy 3 single
bottias of each color in e garmea,
A plaer may increase a Captan Cand already’ in his possesson (playing a
natural set or @ Rum Ticl A Caplain Card may be siclen whie at ‘8+" by
playing a set of O or mone botties for a Rum Tric), but the value does not inoease.
EXAMPLE: BEFRORE: The “GamaMon-player™ contnois the
BLLIE Captain Cand at “1° andd Playr B controls
the Green Captain Cand at 'S, Player A plays 3
sats which alows him to steal the BLUE and
GREEM Caprtain Cards, and increase this YELLOW
{aleady in his possession)

GamayMon-player

§% 4 &nﬂr' Wid

L Careis (Sals) played by Player A

AFTER: Player A has 13 points after his tum —W
The YELLOW Captain Camd was increasedio | 2 -k
‘4", Thia BLUE Captain Cand wes stokan from
the "GamaeMNon-plos” and inoneased o2
The GREEN Captan Card was stoken and
increased by 2, to 7. Al new values are at the
o0 edge of the Captain Cands, facing Plyer A &
PARROT AND CASTAWAY CLOCK: if the Active Player draws the Pamot from
the Shipwrack or Baach (face down, he revess it to all players. Then, he discands
from his hand (1o the Shipwneck) the amount of cards (not including the Pamot)
shown in the center of the Castaway Clock (sither 2 cants .n'am'ds.l.
Finally, the Parot & descanded back: to the Shipwnack and the Castaeany Clock
s incresased [rotated to signily the ned highest value). ALSO: As soon as the
st card is taken from the Shipwreck, drrn or used bo refil the Beach fwiich
iy e the: Pamod), the player(s) with the most Rum Cands in their hand,
discand all their cands back to the Shipwreck. The Parmot is not included when
counting total cards held and the Parot's effect & ignorsd in this descarding
acton. Finally, the Castawany Clock i increased and play continues,
THE TIDE: Immackatedy after th tum in which ALL 3 cards on the Baach are
FACE DOWN, “the ticke washes in new botties.” Immediately, all 3 cands on
the Beach are fipped over. If the Pamot i revealed, ALL PLAYERS decand
the amount shown on the Castaway Clock. Then, the Castaway Clock i
incraased by 1. After descarding, thi Parmot i mibeed back into th Shiprneckc
Then the empty Beach slot s replaced with a cand (face up) from the Shipameck
i the Parmot is revealed, repeat the previously desaribed action). f a Rum Trio
appears on the Beach, it is wiped awey by the Tick immecietehy. A3 cands are
miond] back into the Shipwneck, then 3 new cards refil the Baach, In ether case
of a Tide, f a Pamot i reveabed on the Baach, the Castaway Clock takes effect,
GAME END: The game ends in 1 of 2 ways:
1. A player's score is at or above the winaing
points goal. according 1o the chart tothe Aght. | 2 players: 21 Poants
2 The Parrot is reveabed whike the Castaway 2 Pl =
Clock is at =7~
Thur plivyi with this Most points is the winnes!
In the case of a tie, the winner i the player with the most Captain Cards,
H st ted, the winner i5 the planer with the highest value on a Captain Card,
GAME DESIGN AND GRAPHIC DESIGN: Chris Handy
THANKS TO: Jenn Handy, Ryan Cowler, The Sartains, The Widmans,
The Paradises, Andrew Postrma, John McoCloud, and Paul Butler
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4 Players: 15 Ponts



