is to end up with the
fewest points. On their turn, players will add a letter to the board but
must never complete a word. Players can Challenge the previous
player if they feel a real word is not being spelled, or a word has been
finished. A player who loses a Challenge collects penalty points.

SET UP- Choose a short game (50 points) or a longer game (100
points). Deal a hand of 7 cards to each player. Place the remaining
cards face down in a Draw pile off to one side. Discards will be placed
face up next to the Draw pile. When the Draw pile runs out, reshuffie
the discards to replenish the deck. The youngest player goes first.

PLAY- On your turn you select one card from your hand and
place it on the board. Pick a card from the deck and add it to your
hand to replace the card you played. (At any time, if a player dis-
covers they have less than 7 cards in their hand, they can draw
cards so they have 7). The first card played can be on any space
on the board. Thereafter a card can be played to the left or right
of any cards already played. If needed, cards can be shifted along
the board without changing the order. Cards can even be played
off the board as if a space is there.

Players can choose to place a card face up or face down. Jﬂm
up card shows the letter and its’ point value. Cards playaelm -
down as a Disorder! card are worth 1 point. A card mm.
down is considered wild and can be used as any Ww
Do not announce what letter the wild card is supposed toh," >y
since the wild card can be any letter for each player.

IMPORTANT- The first three letters played ﬁmmm )
clearly be part of a word. For example playing an X nexttoa Z
(“XZ” or “ZX") is not legal, as that would not allow a real word to
be built. A player must point out this situation when it occurs or the

chance is lost. If the next player claims that you have played such a
combination, but you believe you are creating a valid word, you can
leave it as is. However, once the Challenge occurs, you must prove
that you did indeed have a correct word with the first letters or YOU
must take the points from the Challenge regardless of who lost it.

THE CHALLENGE- After the fourth card is laid on the board, any
player on their turn can challenge the previous player INSTEAD of

playing a card. Calling The Challenge ends the round and will force
one of the two players in the challenge to collect the points. You
challenge the previous player when you think they have completed
spelling a word on their turn or if you think the word they are
spelling is not a real word. That player must now say the word they
are spelling. If the word is correctly spelled and unfinished,
then you lose the challenge and must take chips worth the amount
of points currently on the board. If a challenged player has mis-
spelled their word, or has spelled a word that is already finished,
then he loses the challenge and must take the chips for himself.

EXAMPLE 1 -

1) John has just laid the WILD card as the fourth card on the board.
You challenge John thinking he has just spelled ZOOM, a word.
However, John respands by saving he was using the wild card as
a K looking to spell ZOOKEEPER. You lose the challenge (since
ZOOK is not a finished word) and must take chips worth 15 points.



> John asking what he is spelling. He replies LICENSE,
| is an E. You counter saying that the E makes it spell

ﬁnﬁimewﬂdcard was an O and he was trying
: | he would have won the challenge.
nly get one chance to answer the challenge
 you lose the challenge.

, the cards on the board are placed in the
‘who lost the challenge and collected

dn your turn that you cannot play
, you can opt to take the chips
‘board without playing a card.
board and play a card from your

points ends the game and
. In the case of a tie, the tied

the final winner. If multiple
ontinue to play enough extra
| have a final winner.

tion card on the discard pile.
SQUEEZE- S a letter or wild card in
letters accordingly and

EXCHANGE- | - : ' e one letter off the board into
' ter or wild from your hand.

SWITCH- , itch the positions of any two

PASS- 3 s your turn to the next player.
- : 2 you but he CAN challenge

ofpeople or places. Players can
2 or places for an added challenge.

o Dedicated to the memory of Saverio Dilorenzo
T = 'Mhdltmea-ht . especially how to play cards.
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