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Triominos

JUNIOR
GAME RULES

Age 4+

CONTENTS
36 Triominos including 1 joker, 60 reward counters, 4 coloured racks.

1st level of play - From 4 years
Getting familiar with the numbers and the game

OBJECT OF THE GAME
Be the first to correctly place all your Triominos.

SET UP

Give each player a coloured rack and then place all the Triominos face
down on the table and shuffle them. The reward counters and joker are not
used. Each player draws 5 Triominos and places them on their rack. Draw
one more Triomino which will be used as the starting point and lay it face
up on the table (fig. A).

PLAYING THE GAME

A The oldest player goes first.

A During each turn a player must place a Triomino with at least 1 side
matching a Triomino already on the table. i.e. the 2 tips must match (fig.
B).

A Positions shown on figures C & D are not allowed!

A Each number also corresponds to a colour. As the tips must always
match, children can use colour recognition to form patterns too, teaching
them to match both numbers and colours to lay their Triomino correctly

(fig. E).

2-4 Players

A |f a player manages to place a Triomino, play continues clockwise to
the next player.

A If a player cannot place a Triomino, they must draw a new tile and
place it on their rack. It is then the next player’s turn.

END OF THE GAME

The game ends when a player places their last Triomino, this player is the
winner. The game also ends if the last Triomino is drawn from the pile.
When this happens, play stops. The player with the least Triominos on
their rack is the winner.

2nd level of play - From 5 years
Use the coins to learn how to count

OBJECT OF THE GAME
Collect the most reward coins by correctly placing Triominos

SET UP

Same as in 1st level, but in addition all players also take 4 reward coins
from the bank. Now also the joker is used in the game and mixed with
the other Triominos. If the joker is drawn when you want to start the
game, put it back and draw another one.

PLAYING THE GAME

A The oldest player goes first. Triominos much match as explained
before.

A |f a player manages to place a Triomino they win a reward coin.

A Play then continues clockwise to the next player.

A [f a player cannot place a Triomino, they must draw a new tile and
place it on their rack. They must also pay one of their coins to the
bank. It is then the next player's turn.

USING THE JOKER

A Do not use the Joker in the first game level. Allow children to get used to
the game before adding it in. The Joker can replace any number/colour.

A The Joker is the only Triomino that can be taken back from the table and
placed on a player’s rack. To do this, a player must replace the Joker with
one of their Triominoes that fits the Joker's space (fig. F)

A The Joker will be playable from the player’s next turn.

END OF THE GAME

The game ends when a player places their last Triomino. The rest of the
players complete that round and count their reward coins to decide the
winner. The game also ends if the last Triomino is drawn from the pile.
When this happens, play stops and players count their reward coins to
decide the winner.

3rd level of play - From 6 years
Count the points of each Triomino

In this version you do not use the coins. The game is played in the
same way except for the counting of points, which is done as
follows:

A If you place a Triomino, you win the total number of points
shown on the Triomino played. In example E, the player scores 9
points=2+3+4

A The joker does not earn points

A If you can't play a Triomino, draw a new one and place it on your
rack. Then play moves to the next player.

A The game ends when one player places their last Triomino.
Finish the round and all players count their points to decide the
winner (most points wins).

A The game also ends if the last Triomino is drawn and no one
can play anymore. Each player then counts their points to
decide the winner (most points wins).




