
ABOUT
Rebis is a 1–4 player game. To win, you have to play 
your alchemistic ingredients wisely in order to brew 
the best elixirs and find the right time to brew them 
to get the most points.

COMPONENTS

90 Library cards 
(numbered 0–9)

13 Mixture tokens  
(9 Shiny, 3 Golden, 1 Rubedo)

After relentless days spent diluting 
solvents and heating liquid mixtures in 
vials, the air is damp, while the old and 
overused books stored in the library of 
your laboratory smell of humidity and 
dust. The end of the day is approaching 
and you have just found the perfect 
transmutation. You decide to stay as long 
as the candles will still provide light.
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SETUP

1. Shuffle all 90 Library cards and place them 
in a face down stack to create the Library deck.

2. Place 1 card face down in front of every  
player as the Active Shelf.

3. Place all Mixture tokens next to the Library deck.
4. Everyone takes 5 Library cards from the Library 

deck to their hand.
5. The last player who drank something with  

a particularly strange taste will be the first player.

GAME FLOW
Starting with the first player, you take 
alternating turns.
Players will take cards from the Library deck 
and play cards either to their own shelf or to 
the shelf of another player, by overlapping 
Library cards  in a column up to a value of 13 and 
accumulating victory points. For space reasons you 
can divide shelves into multiple columns.

GAME END
When a player takes the last Golden mixture  
token or the last Library card, the game ends  
once their turn is completed.
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Play 1 card to an Active Shelf of another player. 
If the sum of the numbers of the cards at the other 
player’s Active Shelf does not exceed 13 points 
after your placement, you may choose to play your 
card with the positive point value, or the negative 
point value placing it upside down at the Shelf.
The sum of the book value on 
an active shelf must never be 
negative.
Whenever you play a card to 
another player’s Shelf, you take  
1 card from the Library deck.

ON YOUR TURN
On your turn draw 1 card from the Library deck  
and then perform 1 of the following 2 actions: 
• Play 1 or 2 cards to your active Shelf
• Play 1 card to another player’s active Shelf

Then your turn ends and the player  
to your left takes their turn.

You can play either 1 card or 
2 cards of the same number 
to your active shelf.
If the value of your active 
shelf (considering also the 
card/s you placed) is under 
13 then your turn is over.  
If one of your cards causes 
the sum to exceed 13 points, 
close the shelf and start a 
new Active Shelf, by playing the card face down and 
paying 1 Shiny mixture token from your reserve to the 
supply. By doing this your turn ends. If you don’t have 
at least 1 Shiny mixture token in your reserve, you 
cannot perform this action.
You cannot place cards with a negative point value to 
your active shelf.
NOTE: If you played two cards of the same number 
and one of them causes the sum to exceed 13 points, 
after closing the shelf, the second card can be placed 
in the new Active Shelf. Then, your turn is over.

YOUR ACTIVE SHELF

OTHER PLAYER’S ACTIVE SHELF



Shiny mixture token: 
Whenever you close another player’s 
active shelf, you receive a Shiny mixture 
token from the supply, if available.

At the beginning of your turn, after drawing a card, 
you may place as many Shiny mixture tokens 
as you want, exclusively on your active shelf.

Golden mixture token: 
Whenever you close another player’s active 
shelf and there are no more Shiny mixture 
token, you receive a Golden mixture token.

You must place a Golden mixture token 
in any shelf of your preference (even if closed), 
immediately after receiving it.

Rubedo mixture token: 
At the end of the game, you count 
the amount of negative point values 
visible in all of your shelves and add 

the number of cards in your hand. The 
player with the higher result will receive the 
Rubedo mixture token. In case of a tie, nobody 
will receive the Rubedo mixture token.
You can place a Rubedo mixture token in any shelf 
of your preference (even if closed), immediately 
after receiving it.
Whenever placing 
a mixture token it 
will always need to 
be placed to the 
leftmost unoccupied 
multiplier space. 

If your card causes 
the sum to exceed 13 
points, you close the 
shelf and start a new 
Active Shelf for them, 
by playing the card 
face-down.
If you close another 
player’s Active Shelf, 
you receive 1 mixture 
token and the other player takes 1 card from the 
Library deck. There is no hand limit for any player.

MIXTURE TOKEN
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When the game ends, 
after the Rubedo mixture 
token has been assigned and 
placed, proceed to score.
Count the total book 
value of each shelf (active 
shelf included). Multiply 
the value by the rightmost 
multiplier space filled with a 
mixture token.
The player who has 
the highest total book 
value, is the winner. 
In case of a tie, the player 
with the highest amount 
of shelves, is the winner. 
In case of a further tie, players 
share the victory.

SCORING

2 PLAYER GAME
After drawing a card at 
the beginning of your turn, 
if the total book weight 
of your active shelf is exactly 
13, you can close the active 
shelf by playing a library card 
from your hand, face-down. 
You will receive a mixture 
token, and you won’t draw 
any additional cards 
by closing the shelf. Then, 
your turn ends.



SOLO GAMEPLAY
Following the rules and restrictions of the multiplayer 
game, after taking your hand back to 4 cards by 
drawing cards from the Library deck, play Library 
cards from your hand in the following order (you are 
not allowed to place negative point value cards in the 
solo game):
1. Play on opponent’s shelves
2. Play on your shelf
3. Discard a card
1. Play on opponent’s shelves:
During your first turn, play any card  
in hand to the opponent’s active shelf. 
The first face-down card on the left is considered  
to be the opponent’s starting active shelf. 
When your played card causes the sum of the active 
shelf to exceed 13 points, you close the shelf. 

1. Remove all 0 value cards from the game. Shuffle 
all of the remaining Library cards and place them 
in a face-down stack to create the Library deck.

2. Place 4  face-down cards to the right of the  
Library deck. These will be the opponent’s shelves. 

3. Place 1 face-down card to the left of the  
Library deck. This will be your starting shelf.

4. Place the Mixture tokens on top of the  
opponent’s shelves by following the image.

5. Take 4 Library cards from the Library  
deck to your hand.

6. Leave space next to the Library deck for a discard pile.

SETUP

SOLO GAME
In the Solo game you will play against  
an artificial opponent.
The game ends when all of the opponent’s  
shelves are closed. Finish your turn before 
proceeding to score.
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The new active shelf is the next face-down card on 
the right.
For all following turns you will be forced to play a 
specific card, depending on the top Library card of 
the discard pile:
• If you discard a red card (1,2,3),  

you must play a green card (7,8,9)
• If you discard a green card (7,8,9),  

you must play a red card (1,2,3).
• If you discard a blue card (4,5,6),  

you must play a blue card (4,5,6).
If you don’t have the specific card needed in hand, 
you will play the top Library card of the discard pile.
2. Play on your shelf:
Play one or two cards from your hand to your active 
shelf by following the multiplayer game rules with the 
exception of the following:
• When your played card causes the sum of the 

active shelf to exceed 13 points, place it face down, 
to close the shelf (you don’t need to discard a 
mixture token to close the shelf).

• If your played card causes the sum of the active 
shelf to be exactly 13, close the shelf by placing a 
face-down Library deck card (you don’t need to 
discard a mixture token to close the shelf).

Every time you close your active shelf, take a mixture 
token from the opponent’s active shelf (starting with 
the highest multiplier space).
When receiving a Golden mixture token, 
place it aside for end-game scoring.
3. Discard a card:
Discard a card from your hand, face-up to the discard 
pile above the Library deck by taking into consideration 
that your discarded card will influence your next turn.

SCORING
Choose where to place each one of your Golden 
mixture tokens on the opponent’s shelves, by 
following these rules:
• If the shelf doesn’t have any mixture token yet, 

place the Golden mixture token(s) on the first 
available space from left to right.

• If the shelf has at least one mixture token already, 
place the Golden mixture token(s) on the first 
available space from left to right, skipping the first 
multiplier space.

Proceed to score by following the multiplayer game rules.
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