How TO PLAY PHLOUNDER ... THE oLD ACTION WORD GAME

Here's a dog—eaw“—dog word gome that reguires Ii+emry skil, manual dex+eri+y, and the alailH—y 1o
5+ay calm under competitive pressure! PHLOUNDER is greaJr for two to four Players; a game
with five or six is a rea fun riot PHLOUNDER may be Played by Parh’\ers (see PHLOUNDER
FOR PARTNERS).

OBJECT OF THE GAME

Players race to form the kind of word indicated Iay special dice. First person to complete a
word rings the bell o end a round. Points are awarded for winning the round and for Porming
words. Points are deducted for letters taken but not used and for mistokes. A gome is 11
rounds-and the P|ayer with the higheer score wingl

SETUP replace
v

Players’ names are written on a score sheet. Ties can be
placed face down on the table and shuf+led, or +hey con
be placed face down in the tracks on the Playing board.
IF the board is used, letters may be taken from any of
the six track openings (marked with an arrow) at the
outer eclge of the board. Letters may be retuned to any
track, but at the opposite corner only.

A
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PLAY

One Player rols the dice to determine kind of word. (See LEGITIMATE WORDS for explanation
of dice) Al P|ayers laegin to form words immedia+ely loy Placing letter ties +oge+her on the
table before them. There is no limit to the number of tiles a Player may toke. He may rePIace,
face down, any tile which he thinks he cannot use.

When a P|a\/er has comple+ed a word conPorming 1o the requiremenJrs shown on the dice-and
replaced al of his unused tiles --- he rings the bell. Play s+ops immeclia+el\/.

Any word made lay the winner or another Pla\/er may be chaHengecl before the next round
begins. When in doubt, refer to the dic+ionary,- but remember that Propeﬂy formed plurdls or
verb forms may be used, even if +hey are not included in the clic+ionary.

Scores are recorded. Players return al of the tiles face down to the table and the ties are
shuffled or, if using the board, tiles are Placed face down in the tracks. The dice are Passed
to the next P|ayer and another round laegins. There are 11 rounds in a gome.

LEGITIMATE WORDS

The dice are roled to determine the kind of word to be made.
Letter die: N = noun, V = verb, * = any category.
Number die: Numbers indicate specific length of word, X = any length from 4-7 letters.
When +two dice are used in combination, +hey are read thus:
5N = 5 letter noun
Gt = G letter word of any category
*V = 4-7 letter verb
ot = 4-7 letter word of any category



Each word formed by the end of a round must be the minimum |eng+h (4) in order to score
it. Players should use a standard dic+ionary as reference;, however, properly Formed plurals or
verb forms may be used, even i+ they are not included in the dictionary. Clip words
(abbreviated forms which require no Periods), such as ‘memo’, may be used. Words with peri-
ods (abbreviations, hyphens or aPoerroPhes) may not be used, since there are no tiles with
these forms. Capitdlized and Foreign words may not be used

SCORING

WINNER

The winner 96+5 2 Poin+s for winning +the round, Plus l Poin+ for each letter in his word. When
children and aduls Play +oge+her, using the two different letter dice, chidren should geJr 4
Poin+s for winning +he round (o compensaJre for lower scores from shorter words).

OTHER PLAYERS -

Each of the other Players @eJrs | point for every letter of any |egi+ima+e word formed by
the time the bell is round. The word can be of any ca+egory (even i€ N or V show on the let-
ter die), but cannot exceed the Ien9+h indicated on the number die, or contan fewer than 4
letters. After the bell has been rung, other Players may form words lay removing as many let-
ters as +he\/ wish from either end of an incomplete word, but +hey cannot add letters or
shift the segquence of the letters. For example, iF a P|ayer has the Following when the bell

rings,
PRUINE@




he could remove the P and the E to form RUIN, but he could not form PRUNE, PRUNED, or
RUINED. Players lose a point for every letter faken but not used. Thus, a player's score wil be
the total letters in his word minus the letters taken but not used. (n the above example, the
player's score £or the round would be |- 4 for RUN minus 3 for PE, and D.) Scores can run
into minus Pigures.

CHALLENGED WORDsS
An\/ player’'s word can be challenged after the bell is rung;
IF the Iae|l—ringer’s word is IegiJrimaJre but another Player’s word is not |egi+ima+e, the latter Play—
er's letters count againer him as i he had formed no word at all.
Other Players receive usual scores.

£ the Iaell—ringer"s word is not |egi+ima+e, scores for the round are not based on words
formed, instead, the Iae"—rin@er scores a -5 and each of the other Pla\/ers scores a +1.

IF a challenged word proves o be Iegi+ima+e, play simply continues.

A player who rings the bel ilegally is considered to have been successfully challenged

PHLOUNDER FOR PARTNERS

PHLOUNDER can be played by partners: two or three teams of 2, or two teams of 3. The
same rules apply, with the Pollowing exceptions.

Both (or dl three) partners must complete IegiJrimaJre words before +he\/ con ring the bell In
cloing S0, +hey may aid each other in any way, For example, Iay exchanging letters, suggesﬁng
words, he||9ing to replace unused letters, etc.

The rouncl—wiming team receives 2 points. Individual scores are combined with these points to
moke team scores. PenaHy and bonus scores for success@uﬂy challenged words are doubled
(or ripled).



HELPFUL HINTS FOR SUCCESS AT PHLOUNDER

Try to work with as few letters as Possible. As you Play, rep|ace letters you think you will not
be able o use. any unusable letter is Pacing upward on the table near you when the bell
rings, it always counts againsw“ you. Tr\/ to form at least a four-letter word, then go on 1o
expand, i hecessary.

LETTER FREQUENCY

PHLOUNDER letter Frequency is based on normal word usage;, game letters are assorted in
the Following amounts:

A-7 B-2 C-2 D-3 E-10 F-2 G-2
H-5 1-6 J-1 K-1 L-4 M-2 N-6
O -7 P-2 Q-1 R-b5 S-5 T-8 U-2
V-1 W-2 X-1 Y-2 Z-1 [90TILESIN TOTAL]



