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Numenko® board game Instructions 
 
Numenko® is a board game using numbers and operators, (+, –, x, ÷ or =) (Multichoice), to create sums in a crossword 
fashion. 
It is a game that can be played by 2, 3 or 4 players. The objective of the game is to score more than your opponent/s. 
Numenko® is unique from other numbers games because of the introduction of the Multichoice™ and the Freechoice™. 
 

 

Contents  Total Description  A number tile is always a number and cannot be 
changed. 
A Multichoice tile can be changed by subsequent 
players to suit their requirements, but must always 
remain a Multichoice. 
A Freechoice tile can be used as a Multichoice or any 
single number, and once in play can be changed by 
any subsequent player. 

Number  tiles 100 0 to 9 (10 of each) 

Multichoice  tiles 40 
 (* used in examples) 

Freechoice  tiles 2  

 
Rules of play 
1. One player keeps score. 

2. If a player is unable to play, or simply wishes to change tiles, they can exchange any or all of their tiles. They should place 
the tiles to be exchanged to one side, take the same number of tiles from the bag and then place discarded tiles into the bag. 
Play passes to the next player. A player may also pass without playing or exchanging tiles. 

3. Once a sum has been played any challenge has to be made before the player has replenished their hand. If the sum is 
proved to be wrong, the player must take back their tiles and lose their turn. A calculator can be used to settle a dispute. 

4. Any sum declared must run continuously. See Additional playing information. 

5. When ÷ is used, the first number is always divided by the number after the ÷. 

6. If any tile touches another tile it only matters if you are declaring that tile in your sum. In effect tiles on the board do not exist 
until you declare them in play. 

7. The exception to the above rule 6 is as follows. A Multichoice cannot be played next to another Multichoice.   Reason? A 
number and a Multichoice next to each other could be used in a future move. Two Multichoices next to each other are 
impossible to re-use and stop the flow of the game. This applies horizontally and vertically. 

8. If one player has used all their tiles and the bag is empty then the game is over. 

9. If all players pass twice in succession, without exchanging tiles or playing their tiles because the bag is empty and they are 
unable to play the tiles in their hand, then the game is over. 

10. The winner is the player with the highest score at the end of a game. 
 
Setting –up.                             Scoring.      
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Example 1.                      Examples of play using * as a Multichoice                     Example 2. 

 

           D                   D   

         D     D              D     D  

 S                   5 * 2 * 1 0        

            D                   D  

                                 

      D                   D        
 
Section of board showing S square and some D squares.                            Player 1 uses 6 tiles to make a sum, plays them 

across the board.   Places 5 on the S square. 
                                                                                                        Player 1 declares 5 x 2 = 10. Score is 10. 
 

After playing, Player 1 replenishes their tiles with the  
same number of tiles they played i.e. 6 tiles. 

To decide who plays first, place all tiles in the bag. 
Each player then takes a single tile. A Multichoice is worth 1, 
Numbers are at face value and a Freechoice tile is worth 10. 
The highest scoring tile plays first 
Replace all tiles, then each player takes 8 tiles from bag 
Each player takes a tile holder 
Nominate a Scorekeeper 
Play moves clockwise 
Pen and paper required to record scores 

 

A players score is the answer to the sum played. 
Example: 5 x 2 = 10. 
Answer to sum is 10, then score to player is 10 
If ANY part of an answer lands on a D square then the entire 
answer is doubled. Example: If the 0 lands on the D square, 
then the score doubles to 20 
If in a subsequent move a player creates a sum which adds to 
an answer already on a D square then the double scoring rule 
applies.   Example: 7 is added to the 10 to make 107, score 
doubles to 214. 

 



©2009 TSL Enterprises Ltd 

 

 

                               
                                                                                                    
Depending on what tiles Player 2 is holding the following are some examples that could be played horizontally and vertically. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
After each play, the player replenishes their hand and play passes clockwise to the next player. 
 
Assuming Player 2 had played Example 6 above, Player 3 could play the following: 
 
 
 
 
 
 
 
 
 
 
Additional playing information 
 
All answers must be in whole positive numbers 
Although answers must be in whole numbers it is possible to reach an answer using fractions, as in the following example: 
 
Showing on board        5  * 2 * 10  
Plays 3 tiles (in bold)   5 * 2 * 10 * 25 
Declares                       5 ÷2 x 10 =25 
 
The following is NOT allowed. See rule 4:  
 
Showing on board        5 * 2 * 10 
Plays 3 tiles (in bold)   5 * 2 * 10 * 50 
Declares                       5      x 10 =50 
 
 
Additional information 
 
Customer Care 
If you require replacement parts, or have a query, contact customer care on +44 (0)1525 211208 
or write to TSL Enterprises Ltd, 1 Woburn Road, Hockliffe, Bedfordshire, LU7 9LL, 
or email to admin@numenko.com     Go to www.numenko.com for further information. 
 

Example 3    
Showing on board          5 * 2 * 10 
Plays 3 tiles (in bold)    5 * 2 * 10 * 12 
Declares                             2 + 10 =12 

 

Example 4    
Showing on board          5 * 2 * 10 
Plays 5 tiles (in bold)     5 * 2 * 10 * 7 *17 
Declares                                    10 +7= 17 

 

Example 5    
Showing on board          5 * 2 * 10 
Plays 3 tiles (in bold)    5 * 2 * 10 * 70 
Declares                        5 + 2 x10 =70 

 

Example 6    
Showing on board           5 * 2 * 10 
Plays 3 tiles (in bold)  105 * 2 * 10 
Declares                      105 + 2 = 107 

 

Example 7   Declares 
                                     8           8 
                                     *                    x 
Showing on board        5 * 2 * 10       5 
Plays 5 tiles (in bold)   *           = 
                                     4                   4 
                                     0            0 

 

Example 8   Declares 
                                      8                8 
Showing on board      5 * 2 * 10             x 
Plays 5 tiles (in bold)   5               5 
Declares                        *               = 
                                      4                4 
                                      0                       0 

 

Example 9   Declares 
                                                   8  8        In this example the player chooses NOT to use any of the existing 
Showing on board       5 * 2 * 10 * x        tiles on the board, but Note that the */x is in the next square to an 
Plays 6 tiles (in bold)                 5  5        existing tile.   Rule 6. 
                                                    * = 
                                                   4  4 
                                                   0  0 

 

Example 10    
                                                                                     
Showing on board       105 * 2 * 10                     Note that Player 2 had previously used the Freechoice  
Plays 4 tiles (in bold)  105 * 2 * 10 *  312          as a number 7, but Player 3 has declared it as a 4. 
Declares           5 – 2 x 104 = 312          Board would now show 105 *2*1 0  *3 1 2 
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