CHALLENGES

A word can be challenged by any player who thinks it is not in the
dictionary or is misspelled. If the challenger praves to be wrong, ten points
are added to the challenger’s score; but if the challenger is right, ten points

are deducted from his score and the player who placed the challenged word
on the table takes up his blocks and loses that turn.

THE BLOCKS

If during the play of the game all the blocks are used from the turned
down group and no blocks remain which may be drawn, except from the
discard, the Discard Pile should be broken down, turned face down on the
table and mixed up as at the start of the game. One block should then be
turned face up to start a new Discard Pile. The game should then continue

in the regular way.
QUICK GAME

For a Quick Game it is suggested that players set a score of 50, for
any one player, to end the game—the player having the lowest score at
this time being the Winner.

OPTION IN PLAY

The rule limiting the play to 4 letters at any one time may by agree-
ment, before starting a game, be disregarded and the play of any number
of letters completing a word permitted.

WIDE OPEN GAME

Should players so desire a Wide Open Game may be played. The rules
are as above excepting that Plurals and Proper names may be used, and
words of any number of letters.

REMEMBER

The Player with the Lowest Score is the Winner in all the above games.

This game is supplied with- four racks. Additional racks may be secured from your
DEALER or postpaid from Parker Brothers for 50c a set of four racks.
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THE OBJECT OF THE GAME

Each player, by playing blocks to the Crossword layout in the center
of the table, tries to play all his blocks before any other player succeeds in
doing so. Blocks left in players’ possession at the end of play in each deal
are counted against them and the low score WINS the game.

PREPARATION

Place all blocks letter side down in the center of the table. Mix them
well so none will know the location of any letters. If four or less are play-
ing let each player select 10 blocks (see Note) and place them on his rack
so they will be visible to him but not to any opponent. The remainder of
the blocks are pushed to one side face down with the exception of one block,
selected at random which is turned letter side up. ‘

NOTE:—If five play draw 9 blocks; if six, 8 blocks; if 7, 7 blocks.

With eight players it is best to play two separate games with four at each
table.



At PLAY

The player at the left of the dealer starts by placing any word (formed
oy the blocks) of not less than two or more than four letters in the center
f the table, naming the word as he plays it. After the first player, all fol-
owing must play to the word, or words, already formed on the table.

If the first player (or any subsequent player) cannot form a complete
vord (no incomplete word may be left on the table) he must Discard one
lock from his rack and take in exchange either the Exposed block (the one
urned letter side up at the beginning of the game) or must select at ran-
lom one of the blocks which are turned face down. The Discarded block is
laced face up on top of, or in the place of, the Exposed block and thus
tself becomes the Exposed block. Note: Before taking a turned down
lock the player must always first Discard. He must not draw from the
urned down blocks and Discard after seeing what he has drawn. As blocks
ire discarded they should be placed on top of the faced up block so that a
pile may gradually be formed and only the
ast discarded letter block is available.
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Any player discarding and drawing as [GIATMIE
wbove must count this play as his turn and LIOIVIE
must wait for his next turn before adding to TIO[E LIU[CIK
the crossword. Trading of blocks between N[UTT ol IL
players is not permissible. After the first word PIAITIR] [A]
has been exposed on the table, the next player Rl [D] [S]
Lo the left tries to complete another word by T] = _S—_J
joining on to the exposed word from one to

four letters to make one more word, calling it
by name as it is played. (See diagram No. 1.)

In the game illustrated by the diagram the first player exposed the
wvord “GAME.” The second player added the letters “S”, “L”, and “T" to
nake “SALT”. The third player added the “VEN" to spell “EVEN" and the
jourth player placed the letter “O" between the “T” and “E” to spell “TOE".

ONLY ONE of the above plays could be made by a player on one turn.

Note carefully—All words must read from top to bottom and from left to
ight as in a regular crossword puzzle. The letters may be added above or
below or to either or both sides in the usual way that a Crossword is made,
out additions can be made only in one place and in one way at each turn,
.e., up and down or across.

TWO-WAY WORDS

If letters are placed in rows up and down and across, they must make
words both ways, as shown by Diagram No. 1. Example:—After the
fourth player had played as described above, the fifth player found he
could place an “O” to make the word “LOVE" across and the word “MOO”
down. He could not have placed the letter “I” to make "LIVE” as “MIO”
reading down would not be an English word.

DIAGRAM NO. 1

SINGULAR AND PLURAL

No player may make plural words

by using an “S" or “ES”, unless, in IRIA[TTS
adding the “S” or “ES” the plural K|  word BRY iy o
forms a new word at a corner or a __Y] atied.
joint, as per the following examples—  DIAGRAM
Diagram No. 2. NO. 2 z

It is permissible to use the third A Word MUST already
person singular of verbs which in [T ] on table and word CAT
many cases are like plural nouns as, MIUTsTT] added.

for example, ‘“‘smile, smiles.”

PROPER NOUNS

It is not permissible to use proper nouns or words of a foreign lan-
guage. In case of disputes the dictionary you agree to use should be final.

INCREASING WORDS

A player is permitted to add letters at either end of a word already
formed to change it to another word. For example near the center of Dia-
gram No. 1 is the word “TART”. If the original player had exposed the
word “TAR” a following player could have added the last “T" to make
“TART”. Again if the word first exposed had been “ART” a following
player could have placed the “T” above it to make “TART” in the same way.

THE MASTER BLOCKS

There are two Master Blocks that represent any letter and which may
be played for any letter at any time in the game. When once placed on the
table during a hand a Master Block must be left like any other block to
represent the letter for which it has been played. (Example: If it has
been played to represent “E” in a horizontal word “Men” it -cannot be used
as an “A” in a vertical word such as “Hat”. The Master Blocks are especially
useful to help play the final blocks to win a hand and it is often good judg-
ment to save them for this purpose.

THE OBJECT OF THE GAME

Remember the object of the game is to get rid of your blocks as
quickly as possible. The first player to do this wins the hand and no count
is scored against him. The players who are left with blocks in their pos-
session obtain their scores, not by the number of blocks they hold, but by
adding the figures shown on the corners of each of these blocks. This total,
and following totals are placed against their names by the scorekeeper. As
soon as any one player has a total score of 100 against his name, the game
ends and the player with the lowest score at that time is the Winner.




