Sequence Sequence

Understanding the Basics of Rumm

Rummy is a classic card game enjoyed by players worldwide, especially in
India. The game is typically played by 2 to 6 players using two decks of 52
cards each, along with two printed jokers. Each player is dealt 13 cards,
which they must arrange into valid sequences and sets. The objective is to
be the first player to declare a valid hand by forming these combinations.

How Rummy Works

e Players and Cards: The game is played with 2 to 6 players. Two decks
of 52 cards and two jokers are used, with each player being dealt 13
cards.

e Decks and Piles: The cards are divided into two piles:

o Closed Deck: Cards that remain face down, and players cannot
see them.

o Open Deck: Cards that are discarded by players and placed
face-up, forming the discard pile.

Objective of the Rummy Game

The primary goal of Rummy is to arrange your 13 cards into valid
combinations, either sequences or sets. A valid declaration must contain at
least two sequences, with one pure sequence being a requirement. The
remaining cards can form sets or impure sequences. The first player to
declare correctly wins the game.



Key Rules of Rumm

1. Game Setup:

o The game is played with 2-6 players.

o A standard deck of 52 cards plus two printed jokers is used for
a two-player game. For more than two players, two decks plus
two jokers are required.

2. Card Arrangement:

o Each player receives 13 cards.

o Arandom card is drawn as a wild card, and all cards of that
rank become jokers for the game.

o The closed deck is placed face down, and the top card is
revealed to start the open deck.

3. Gameplay:

o Players take turns to draw a card from either the open or
closed deck and discard one card.

o The goal is to form valid sets and sequences. You can use wild
cards or printed jokers to help create impure sequences or
sets.

o A player wins by forming valid sequences and sets and making
a declaration.

e Pure Sequence: A sequence of three or more consecutive cards of
the same suit, with no jokers or wild cards used. For example,
Aa-24-34 Or 6¥-79-89.

e Impure Sequence: A sequence that includes one or more jokers or
wild cards to complete the set. For example, 44-54-joker or
3a-4a-jOKer.

How to Form Sets in Rumm

A set consists of three or more cards of the same rank but from different
suits. A valid set can include jokers or wild cards.

e Valid Set: Cards of the same rank but different suits, such as 74, 7+,

7.
e Invalid Set: A set that includes repeated cards from the same suit or

incorrect combinations.

ypes of Jokers in Rumm



1.

2.

Wild Joker: A card randomly selected at the beginning of the game.
All cards of that rank are considered wild cards and can be used to
replace other cards.

Printed Joker: A specific card in the deck that can also be used as a

joker, replacing any card in a set or sequence.

How to Make a Valid Declaration

To declare a valid hand, a player must meet the following conditions:

One Pure Sequence: At least one sequence must be pure,
containing three or more consecutive cards of the same suit.
Second Sequence: The player must have at least two sequences in
total. The second sequence can be either pure or impure.

Sets or Sequences: The remaining cards should be arranged into
valid sets or sequences. Once a player arranges all their cards in valid
combinations, they can declare and win the game.

Common Rummy Terms,

Draw Pile: The face-down pile from which players draw cards.
Discard Pile: The face-up pile where players discard cards after their
turn.

Knocking: Declaring and ending the round with minimal unmelded
points.

Deadwood: The total point value of unmelded cards in a player's
hand.

Round: A complete cycle of play where one player declares.

Face Cards (Jack, Queen, King): Each worth 10 points.

Ace: Worth 10 points.

Number Cards (2-10): Worth their face value. For example, a 7 is
worth 7 points.

alid and Invalid Declarations

A declaration is valid if all cards are arranged into sequences and sets as
per the rules of Rummy. If a declaration is invalid, the player loses by the
highest penalty, which could be up to 80 points.



Key Terms in Rumm

There are several important terms commonly used in Rummy. Here's a list
of key terms you should know:

Draw Pile: The stack of face-down cards from which players draw
one card at a time during their turn.

Discard Pile: The pile of face-up cards placed next to the draw pile,
where players discard unwanted cards at the end of their turn.
Sets: Groups of three or more cards of the same rank, but of different
suits (e.g., 7 of Hearts, 7 of Diamonds, 7 of Clubs).

Sequences: Groups of three or more consecutive cards of the same
suit (e.g., 4, 5, 6 of Spades).

Pure Sequence: A sequence formed without using Jokers or wild
cards.

Impure Sequence: A sequence that includes Jokers or wild cards to
replace missing cards.

Joker: A card that can be used as a substitute for any other card in
sets or sequences, usually a wild card.

Declaration: When a player announces they have successfully
formed valid sets and sequences, thereby ending the round.

Drop: Voluntarily leaving the game, usually at the start, without
making any moves.

Deadwood: The total point value of unmelded cards left in a player's
hand.

Knocking: Declaring the end of a round with the aim of having the
fewest unmelded points.

Round: A single game of Rummy, typically played until a player
declares.

Score: The total points held by a player at the end of the game.

How Points Are Calculated As Per the Rummy Rules|



Card Type Points Value

Ace

2-10




