..!.?.._

ERRORS IN ENGLISH

MOST — ALMOST DISASTER — CALAMITY

Most, meaning the greatest Disaster means a g
number, or quantity, or value, sudden misfortune, cting
is both a noun and an adjec- the major interest and welfare
tive: “Most of the members of an individual or sometimes
agreed.” ‘““This costs the most.” of a group. “The accident
“This is t most valuable.” spelled disaster to William.”
Almost is an adverb, meaning Calamity means a great and
very nearly, all but “4lmost 0\'(‘1“11&]1‘[‘11110 mlsim tune with
all of the members agreed.” far-reaching pul)lu.{onsf_qucn
“We are almost there.” “This ces. “The death of so many im-
portant men in the Australian
government, 1n the recent
plane crash, is a public calam-

ity.”

is almost finished.” Do not
say, “We are most there.”

Edaied by

: 'm M. E. Mnlocl: Head of Engllsh Depl-.. &
eutowu High School, Allenlown, Pa.

; Rodale Press

Emmaus, Pa.

..ﬂ

et SN

mdte o

-

ey mee




- INSTRUCTIONS

This game may be played by one person alone, in the form
of solitaire, as is described herewith, or by two or more per- .
sons as will be described later. The purpose of this game is
to learn to avoid the making of errors in the use of our

. language, by playing a game rather than by studying.

On the back of each card is a discussion of some common
error which should be studied before you attempt to play.

In playing this game no move may be made unless you
know the information that is on the back of the card. You
don’t have to repeat all of it, but must give an idea of what
it is, in condensed form.

Let us suppose you make a move that requires you to de-
scribe the difference in usage between SALARY and WAGES,
all you say is that SALARY is for persons not engaged in

" manual labor, while WAGES is for manual work.

Remove the four 5's from the deck and place them next
to one another with the symbols face up, before you on the
table. These four cards are called the BUILD-UP. Of course,
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you can’t put them out until you describe the ERROR on

each one of these four cards.
The following picture shows the BUILD-UP;

: I;uh:runging the deck "l“‘ﬂl‘ cards so that the discussion

o errors faces up.

You hold the deck in your hand and deal off three cards
which you place on the table; one on top of each other, face
up of course. This Is called the pile. Only the nrei may
be played from the PILE to the BUILD-UP, if it is playable.
If, however, this top card is played, and reveals a card under

s iiiliiiaio.
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It, on the PILE, which can also be played, then you play that

one also,

A is st only 4's or 6's may be played on to the
BUII'.D%P.‘I;:?M. th: idea Is to build either up or down
on the BUILD-UP. Only 3 brown 4 may be played under a
brown 5 on the BUILD-UP. Plays must be of the same color

cards. .

suppose ﬂl-ﬁ the top card ‘of the pllc‘.n the flrst
de}lﬂw: 2 blue 4, It may be played under the blue 5, At

“any time that you make a move from the PILE to the BUILD-

o the card which shows up on the
gri:l.w;u:.lzzd.u kﬂ;’hyabk on the ll..lll.n-l.l‘?, and you
keep on playing cards off the PILE until you can’t play any-
more.

ards on to the PILE and watch cinfully
NI:: !?:luys elrl:l"w‘ cards are playable on to the BUILD-UP.
The next four pictures show how different moves appear on

. the BUILD-UP.
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When all the cards have been dealt onto the PILE, you
then use the PILE as the deck, turning it over, of course,
and start dealing from it to a new PILE, you always deal off
in units of three cards except the last one or two cards left

in the deck. You keep on playing wntil you complete the
four series from one to t on the BUILD-UP or until you '
aro stumped and can't make another move. You then try a

new game,

When you-find a card is playable on the BUILD-UP you -

must state the required Information, If you fail to do so
you must leave the card where it is on the PILE. Do not
put this card on the bottom of the PILE. You then deal
three more cards. 4 ;

While one may pass many- pleasant hours playing. this
game—simply as an absorbing pastime—the real purpose,
it tdI;oukl be remembered, is to learn the information on the
caras.

When you begin to play the game you may alter on many
of the items on the cards. With practice, however, your
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. mastery of this knowledge will enable you to play the

game without difficulty. As you handle a card, repeat the

. item to yourself. If you are sure it is correct, it is not
| necessary for you to turn the card over fo check it—though

A this is a matter of personal choice,

If you flunk on a. certain item It is best to turp the card
over and check it carefully so that you will know it the
next time. Give it some thought. This work will be valu-

% able exercise in developing your memory. Some persons
“, have bad memories because they never use if very much, it
| becomes paralyxed.

There s ancther way of playing solitaire.  Instead of
mentioning the particular item each time you play, you

i { merely turn the card over and read it. In this way if you

play the game long enocugh Luu will probably absorb much
, information. In playing this way, you do not penalize
¢ by not moving the card if you don't know the fact,

“identification,” etc.
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CAME FOR TWO PERSONS .

Deal each pla;er ten cards. The remainder of the d-cl:
is placed face down on the table. Wa will call this the

PILE. Cards will be drawn from the PILE later as will be
described. '

Each player arranges his cards so that all these of one”
color are together and that the cards are in sequence. In
other words if he has 4 green cards namely, 4, 5, 8, and 1, :
he arranges them as follows—I, 4, 5, 8 -

The idea is to see which player can get rid of his ten
cards first. At this stage of the game you cannot make a
. move unless you can get rid of at least two cards at a
time, any two consecutive cards such as a 2 and a 3, or 4
and 5, etc., of the same color. If you have three or four
cards of the same color in ion, for ple, like 5, 6,
‘7,00 6,7, 8 or 4,5, 6,7, you may put them out on the
table ailso.
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o + cards on the table spread them out a fittle
u‘t;a‘lf'“wg:“e:pnmn: and yourself ;u: ?:ild “upa r:m:h‘l':‘:z
. h has a turn, bu yo

::lﬂ‘:.::' ur:: c“ ‘;hhz.!rahlu. you can move again, if you i;::’e
the cards. You keep on moving until you are stumped.
Then your opponent moves.

cards spread on the table a player
-..:ﬂ;lr‘;h;:; .::rd’om:!ud of h:?. F:r na;::l: :lﬁ::l;
“there iy a blue 6 and 7 on the ta edan “\r:;l ol
in your hand, you may play it by pla ngl 90 Eh St B erd =
six. Slip the 5 under the 6 so that only p iy & o
] in, at the left. If you have a
’pll':\:nﬂp::pthz :::ﬂ of the 7, placing the 8 on top and a
[ fittle to the right pikﬂu 7 iR L R
i t any -move
F -::! ‘:;.r:w“t‘l‘:olo:uca:d off the PILE and plrhax'u wlt}: :::
" 3id of that card you will be able to move. After a

i— cards are taken from the PILE and you must draw a card,

you pull one from your opponent’s hand, without being per-
" mitted to see the cards,
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Remember, of course, that as you put cards on the table
ou must give the data that is on the back of the cards.
or example, if you are going to make a three card move
and flunk on giving the required information on ene of the
three, then you cannot move any one of the three, or what-
ever you happen to be playing.

In this game there is a difference from the solitaire, where |

you cannot give the required information when you are to
make a move. If you “flunk” in this manner, then 5 points
are '‘chatked”™ up.agalnst you as a penalty on your sheet.
Also you cannot play the card that you failed on, on your
next turn. You may play it on your turn after that one.
In addition you must draw a card from the pile or your
opponent’s hand.

The essential purpose of this game Is the mastery of the
facts on the cards., Should there be any doubt as to whether
or not a player has given the information required, the re-
verse side of the card should be referred to. When a player
fails to give a satisfactory idea of the item, he forfeits his
opportunity to play the card involved, and the right to pro-

i
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When a
‘up what he has left In his

ceed with the game goes to his opponent.’ In such case the
card must stay where it was originally. Where a player
“flunks™ he Is entitled to read the Information on the back
of the card or cards.

player gets rid of his cards his opponent counts
hand. Suppose he has a 3, a §
and a 7. He counts these up and they amount to 15.
{3—5—7). If there are any cards left in the PILE, these
must be added up also and count against the loser. The
total is listed up on a sheet. And the games are contipued.
The plar-r who first reaches 50, 75 or 100 nts loses.
You decide for yourself how many points lose the series.

i THREE PERSONS
Deal each player eight cards instead of ten. The same

rules apply. If you have to draw a card you do so from the
player nearest to your left. When the first player is out, the

" other two total up the points they hold in their hands,
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without including what is in the pile. This is entered up
against them on the score sheet. Then the playing con-
tinues between the remaining two. The loser then is penal- ;
ized again by what is left in his hand, plus what remains
in the pile, if anything. . ¥ T

.

FOUR PERSONS Tk

- Deal each player eight cards and follow the same rules as

" for two persons except that each time a player drops out,

the remaining players add up what they hold in their hands.

In the game for four, all the cards are dealt out. There is

_ mno pile. The players start drawing from each others’ hands
as soon as necessary.

In the game for three or four p , If so desired, the
last player out may be further penalized, by multiplying what
he has left by two or three. Another variation is to set dif-
ferent values for the different colored cards. For example
count all cards with the spade symbols as four times face

T R

value. If you are left with' an 8 o!.qm_lu you would be
penalized by 32 points. The stars would be 3 times face

- value and the ball twice value.

Another variation would be to pick one suit, let us say
the spades and make these cards count double. The 3 other
suits would count the regular way. You can make any
other variations to suit yourself.



