
In
ge

ni
ou

s
R

og
er

’s
 R

ul
es

: F
ire

dr
ak

e/
B

G
G

La
st

 e
di

te
d 

20
24

-0
7-

31

G
oa

l
H

av
e 

th
e 

hi
gh

es
t s

co
re

 a
t e

nd
 o

f 
ga

m
e.

Se
tu

p
G

iv
e 

ea
ch

 p
la

ye
r a

 ti
le

 ra
ck

, 
sc

or
eb

oa
rd

, a
nd

 6
 sc

or
in

g 
m

ar
ke

rs
, w

hi
ch

 a
ll 

st
ar

t a
t 

co
lu

m
n 

0.

Each player draw
s 6 tiles and 

places them
 in their tile rack.

A
t 

 ignore the outer ring of 
③

the m
ain board; at 

 ignore the 
②

outer 2 rings.
Play turns in rotation.

Turn
If there are not tw

o adjacent 
open spaces, the gam

e ends at 
once. O

therw
ise:

Play one tile from
 your rack to 

the gam
e board. O

n your first 
turn: only next to a printed 
sym

bol (though it need not 
m

atch).

If either sym
bol is next to at 

least one m
atching sym

bol, you 
have scored. For each lobe of 
the tile, for each of the five 
directions that leave the tile, 
count the num

ber of adjacent 
m

atching sym
bols in a straight 

line and score that m
any points 

in that colour.
If your score in a colour reaches 
18, call “G

enial” and 
im

m
ediately take another turn. 

(This can happen m
ore than 

once in the sam
e turn.)

If you reach 18 on all six tracks, 
you im

m
ediately w

in.
O

therw
ise either:

(a) D
raw

 tiles from
 the bag until 

you have 6; or
(b) if you do not have any tiles 
w

ith the sym
bol low

est or equal 
low

est on your scoreboard, you 
m
ay instead draw

 6 new
 tiles 

and turn in all the old ones.

G
am

e end
Each player’s score is the low

est 
of their 6 colour scores. H

ighest 
score w

ins. In case of tie, next 
higher-scoring colour, etc.


