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| Age 6&PTayers 2-4]

SCRABBLE

BRAND Crossword Game

Junior

INTRODUCTION

Junior SCRABBLE™ has been specially designed to
allow children to enjoy playing a SCRABBLE™ like
game at their own level. The game board is
two-sided to allow for two games, one for younger
children (about 5-8 years old) and the other for
older children (7 years +). The games will help them
become familiar with the alphabet, new words, and
the way they are spelled. They will also learn how to
play crossword-type word games.

Level 1

The first game called ‘Words and Pictures’ is for
younger children and is played using the blue,
illustrated side of the playing board. It is printed with
illustrated words that are linked together. This
combination of words and pictures will help children
in learning to read and spell without the worry of
making mistakes.

Level 2

The green and orange side of the board is called
‘Colours and Counters’. It is a more advanced game
for older children. Children who can make up their
own words, and are more secure with their own
spelling, will enjoy playing this version with its unique
scoring method that is both easy and fun to use.
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2/13/2018 Remarked: Per David Lochner's comment, We would like to do a running change of the age grade on the below toy numbers
to 6+. Currently this is 6-10 on package but some I/S have something different for some of the language variants. All package and I/S
should be 6+.

5/29/2018 Remarked: Reducded the size to 12.4” x 11.7”.

30 BLUE COUNTERS

There are 30 blue counters. The counters are only
used'in the ‘Words and Pictures’ game.

1TILE BAG

In ‘Colours and Counters’, all-the tiles are placed in
the bag at the beginning of the game. In ‘Words and
Pictures’, the two blanks tiles are left out.

‘WORDS AND PICTURES’

For 2 to 4 players, aged 5 to 8.

OBJECT OF THE GAME

The object of the game is to spell each word on the
board using the letter tiles. Players identify the
words based on the pictures on the board. Any
player who completes a word takes a blue counter
from the Kitty.

When all the words on the boards are covered, the
player with the most counters is the winner.

SETTING UP ]

In this game, the blue illustrated side of the board is
used. The pile of blue counters is placed at one side
of the playing board. This is called the ‘kitty’.

All the letter tiles (except the two blanks) are placed
in the bag. This is the ‘pool.

Players take five tiles each and keep them face up in
front of them so that everybody can see them. This
is their ‘hand’.

[ PLAYING THE GAME ]

The youngest player begins.

The first player chooses two of their letter tiles and
places them on the board to cover matching letters.
A player may start covering any new word and

tiles do not have to be laid in any particular order.

The player then takes up to two tiles from the pool
to replenish their hand. Players take tiles from the
pool at the end of their turn so that they always
have five tiles. Play continues in a clockwise
direction.

The next player places two letters on the board.

Each time a player’s tile completes a word, the
player takes a blue counter from the kitty. Once a
word is completed, the player should be encouraged
to read the finished word. The illustrations are
included to help the player identify the words

on the board. (If players are having trouble
identifying a word, the completed board

appears to the left.)

Players must lay tiles if they are able to, even if it is
only one. If they cannot go at all, they can return two
of their tiles to the pool and draw two new ones.

Players will sometimes complete two words by
laying only one letter. In this case, they take
two counters.

For example, laying
the 'n' to complete
the word 'train’ would
also complete 'rain’ if
the 'r, a, and i’ were
covered.

The last letter to be covered is not always the last
letter of the word. Players will soon learn that by
keeping an eye -on the other players’ tiles, they can
try and prevent them from being able to finish
words!

[ WINNING THE GAME

When the pool is empty, play continues until all the
words are completed. A small number of letter tiles
will be left over. The player with the most

counters wins.

[ ADVANCED GAME

An advanced way of playing the game is.to require
players to lay letters in the order the word.is spelled.
The second letter of the word cannot be laid until
the first letter is on the board.

‘COLOURS AND COUNTERS’

For 2 to 4 players, aged 7 plus.

| OBJECT OF THE GAME ]

The object is to score as many points as possible by
making complete words, which interlock vertically
and horizontally, on the board. Players score points
for each letter they use and by crossing words over
the red or blue Bonus Squares.

At the end of the game, the player with the highest
score is the winner.

[ SETTING UP THE GAME

In this game, the green and orange board is used.
The tiles are placed in the bag at the side of the
board to form the ‘pool’.

Players again take five tiles each and keep them face
up so that everybody can see them.

PLAYING THE GAME ]

The youngest player begins.

The first player has to make a word on the board
with two or more of their five letters, going across or
down (never diagonally). One tile in this first word

played must cover the centre square - the square
with the star on it.

N N .

For example, Player 1 has
| the following letters
- ‘ootrd’ and plays ‘door’

Points are earned in two ways:

One point is scored for each letter tile played
in a word.

PLUS

Two additional points are added, per word, for each
blue square crossed; three additional points are
added, per word, for each red square crossed.

For example, ‘door’ is worth 6 points as it appears on
the board above. Each tile is worth 1 point and the ‘r’
in the word is crossing a blue square meaning two
points are added onto the word value.

Players should note their scores on a score pad.

Players complete their turn by drawing from the pool
the same number of tiles as they have laid on the
board, so that once again they have five tiles

in front of them.

Play continues in a clockwise direction. The next
player places tiles on the board, across or down, to
make a new word. These tiles must join on to, or
cross, those already on the board. The tiles must
always form complete words. They must also make
complete words with any tiles they are next to in
adjacent rows.

New words can be created by:

1. Adding one or more tiles to a word already on the
board to make a different word.

e.g. door becomes doors

2. Placing a word at right angles to a word already on
the board. The new word must use one of the tiles of
a word already formed...

Player 2 plays ‘store’ with

the sto, e joining on to the
‘r’ of door. In this case the
player places the ‘s’ on a

" red Bonus Square so they
. add three points to the

! score earned for using

. four letter tiles.

e.g. notes, doors.

3. Placing a complete word parallel to a word already
formed, so that adjoining words also form
complete words.

e.g. to, or, tone

NOTES
No tile may be moved after it has been laid.

The blank tiles can be used as any letter of the
alphabet. When a player lays a word containing a blank
tile, they must state the letter that the blank tile
represents. It remains this letter for the rest of that
game.

EXCHANGING TILES

Instead of taking a turn and laying tiles on the board,
players can choose to change some or all of their five
letters with others from the pool. Discarded tiles are
set aside as the same number of tiles are drawn from
the pool.

Discarded tiles are then added back to the pool for use
in the rest of the game.

WINNING THE GAME

Play continues until the pool is empty and one
player has used all of their letters, or until no player
can lay any more words. The winner is the player
with the highest score.

STARTER WORDS:

Younger players may have difficulty starting a
board. If this is the case, starter words are
suggested in the list below. Players or parents
should first find the correct letter tiles for the word
and then place it on the board with at least one
letter crossing the centre square. The word can be
placed going either across or down.

The game begins as players draw tiles from the
pool. The first player uses the letters in the starter
word to ‘help make their first word and play
continues as described earlier.

Suggested start words:

Bird Green Kite Shine
Bread Hand Lead Skirt
Dish Heart Play Start
Game Home Rake Train
Goat Horse Read Trick
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