INSTRUCTIONS
2 TO 4 PLAYERS/AGES B anp U




CONTENTS

Lipper case, gameboard, V00 snap-in letter tiles, 4 plastic tile racks, letter pouch, score pad

OBJECT

In Serabble, players form interlocking words crossword fashion on the hoard, vsing letter tiles of different values.
Each plaver competes for high score by taking advantage of the letter values, as well as the premium squares on the board.
L a 2-player game, a pood player scores in the 300-400 point range.,

GAME SETUP

1. Bemove the racks from the plastic bag and discard
the bag. Place one rack in front of you, All players do
the same. Place any unused racks out of the game.

2. Bemove the score pad and letter pouch from their
slorage compartments. Players each draw one letier
tile from the pouch, for first play. The player drawing
the letter nearest the beginning of the alphabet goes
first. & blank tile supersedes all other tiles, Return
the drawn letters to the pouch and shake them up.

3. Each plaver now draws seven new letters
and places them in his or her rack.

You can place — and
replace — vour letlers
amywhere in your rack.
Figures [A and |B
show how to insert and
remove your lellers.
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GAMEPLAY

1. The first player combines two or more of his or her letters
to form a word, and snaps the letter tiles into the squares on
the board to read cither across or down, with one letter on the
center # square, Diagonal words are not permitted,

2. A player completes a turn by counting and announcing the
seore for the turn, The player then draws as many new letters
a8 played, thus always keeping seven letlers in his or her rack.

3. Play passes to the left. The second plaver, and then each in
turn, adds one or more letlers Lo those already plaved to form
new words, All Tetters plaved on & turn must be placed in one
row across or down the hoard, to form one compete word. I,
at the same time, they touch other letters in adjacent rows, they
must form complete words, erossword (ashion, with all

such letters. The player gets full credit for all words

formed or modified on his or her turn,
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4. Mew words may be formead by:

a. Adding one or more letters 1o 8 word or letters already on
the board.

b. Placing & word al right angles to a word already on the
board. The new word must use one of the letters already
on the board or most add a letter to it (See Turns 2. 3 and
4 in the examples on the right.)

¢. Placing a complete word parallel 1o a word already played
50 that adjacent letiers also lorm complete words. (See
Turn 5 in the examples on the right.)

5. Mo letler may be shifled alter it has been played.

6. The two blank tiles may be used as any letlers. When playing
4 blank, the player must state which letter it represents. It
remiins that letter for the rest of the game.

7. A player may use a turn to exchange all, some, or none of
the letters in his or her rack, To do this, place your discarded
letter(s) facedown. Draw the same number of lellers from the
pouch, then mix your discarded letters with those remaining in
the pouch. This ends your turn.

8. Belore the game begins, the players should agree upon the
dictionary they will use, in case of a challenge. All words
laheled as & part of speech (including those listed of foreign
origin, and as archaic, obsolete, colloguisl, slang, ele ) are
permitled with the exception of the following: words always
capitulized, abbreviations, prefizes and suffizes standing alone,
words requiring a hyphen or an apostrophe.

Any word may be challenged before the nest player starts a
turn, If the word challenged is unacceplable, the challenged
plaver takes back his or her tiles and loses that turn. IF the
word challenged is acceptable, the challenger loses his or her
next turn, Conselt the dictionary for challenges only.

9. ENDING THE GAME: The game ends when all letters have
been drawn and ane player vses his or her last letter; or when
all possible plavs have been made.

SCORING

1. Keep a tally of each player’s score, entering il on the score
pad after each turn. The seore value of each letter is indicated
by a number at the bottom of the tile, The score valoe of a
blank 1s zero.

11. The score for each turn is the sum of the letter values in
each word lormed or modified on that turn, plus the sdditional
points obtained from placing letters on preminm squares.

12, Premium Letter Sguares: A light hlue square doubles the
score of a letter placed on it; a dark blue square triples the
letrer score.
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EXAMPLES OF WORD

FORMATION AND SCORING

In the example below, the words added on five snceessive
turns are shawn in bold type, The scores shown are the
correct scores i the letter B is placed on the center J¢
square. In'Turn 1, count HORN; in Turn 2, FARM: in
Turn 3, PASTE and FARMS; in Turn 4, MORB, NOT and
BE; inTarn 5, BIT, P1and AT,
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13, Prenvien Word Sguares: The seore for an entire word is
doubled when one of its letters is placed on a pink square; it is
tripled when one of its letters is placed on a red square.
lnelude premivms for double or triple letter values, 1" any,
before doubling or tripling the word score.

I[" & word covers two premium word squares, the score is
doubled then re-doubled (4 times the letter count), or tripled
then re-tripled (9 times the letter count). MOTE: The center 4
square is pink, which doubles the seore for the first word.

14. Letter and word premivms count enly on the turn in which
they are played. On Later turns, letters already plaved on
premium squares count at face value,

15, When a blunk tile is played on a pink or red square, the
value of the word is doubled ar tripled, even though the blank
itself has no score value,

16, When two or more words are formed in the same play, each
is seored. The common letter s counted (with full premium
valug, il any) for each word. {See Turns 3, 4 and 5 in the
examples on the Jeft.

17, Any player who plays seven tiles on-a turn scores a
premium of 50 points, efer totaling his or her
score for the turn,

18. UNPLAYED LETTERS: When
the game ends, each plaver’s score is
reduced by the sum ol his or her
unplayed letters. In addition, 1t a
player used all letters, the sum of the
ather plavers unplayed letters 15 added Lo
that player’s score.

How o WIN

The player with the highest final score wins the game.
Lo case of a tie, the player with the highest score before
adding or deducting unplayed letters wins.

STORAGE

It a snap to store your game, even if you're not fnished
playing! First, make sure any tiles on the gameboard and in the
racks are securely in place. Then store the pouch and score pad
in their compartments, See Fignre 2, below,

Before closing the gamehoard, slide the racks into the slots
with the letters facedosn, to keep them confidential. See
Figure 2. Be sure the player numbers mateh those on the score
pad. (Remember your player number, so you’ll know which
rack is yours when vou continne vour game.) Then fold the
gamehoard and =ip the case.
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MAINTENANCE

Both the plastic gameboard and the carrying case can be
wiped elean with a damp eloth,

We will be happy to hear your questions or comments
about this item. Write to: Hasheo Games, Consumer
Affairs Depl., PO, Box 200, Pawtucket, RT 02862, Tel:
HER-B30-T025 (toll-free), Canadian consumers please write
to Hashro Canada, B0, Box 267, Station A, Longueutl,
Quehes, 141 3X46

PROOF OF PURCHASE
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SCAATBLE, the aszacated lago, the design of the distinctive
SCAATBLE brand garmethoard, and the distinctes keter tile designs are
tradermars of Hasbre in the Linted Staies and Ganeda, G201
Pawtuaket, RIO28G2, All Rights Raservad, Printed in Ching
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