Quiddigr

INSTRUCTIONS

Frangais, Deutsch, Espaiiol @ www.setgame.com

AGES: 8 to adult

PLAYERS: 2to 8

OBJECT: To obtain the highest number of points
by combining the cards in your hand into words.

THE DECK: The deck contains 118 cards, with
letters from A to Z and special double-letter cards:
QU, IN, ER, TH and CL. Each card has a point
value.

THE DEAL: Before each hand is dealt, the cards
are shuffled. In the first hand of the game, 3 cards
are dealt one at a time in clockwise rotation to the
players. In each following hand, one additional
card is dealt to each player; thus, the second hand
has four cards; the third hand five cards, etc. In the
last hand of the game, each player is dealt 10 cards.
After each deal, the remaining cards are placed in
the center as a draw pile, and the top card is turned
over to start the discard pile.

THE PLAY: The player to the dealer’s left goes
first. Play continues clockwise. Each turn starts
with either drawing a card from the draw pile or
picking up the top discard. The goal is to use all the
cards in your hand (except for the one you will
discard to finish your turn) to spell words. After the
first round, players can decide whether they want to
spell more shorter words or fewer longer words
(See SCORING for hints on how to decide). The
turn is completed by discarding one card. A player
can only lay cards on the table when going out (see
GOING OUT) or, in turn, after another player has
gone out.

When a player is able to go out, the remaining
players each have one last turn. Each remaining
player, in turn, will either draw from the deck or
pick up the top discard. The player will then lay
down his/her words, and discard one card. He/she
will score the number of points on the cards used to
build words. Points on the unused cards are counted
against the player’s total. (Note that the only time
you can lay down your cards without using all of
them is after someone else has gone out.) A player
cannot play on another player’s words. The score-
keeper records the points and keeps a running tally.

The deal passes to the player on the dealer’s left,
the cards are shuffled and the next hand is dealt,
continuing until the eighth hand when each player

has 10 cards. High score wins.

GOING OUT: A player can only go out during
his/her turn. After drawing, a player must be able to
arrange all the cards in his/her hand into allowable
words (see below) with one card remaining. He/she
lays the cards down and discards one card to go out.

CHALLENGES: If any player does not believe
that a word played is a bonafide word, then he/she
may challenge the word after it is laid down and
before the cards are gathered for the next round. If
the word is in the dictionary and is allowable, then
the challenger must subtract the number of points
that the word is worth from his/her score. If the
word is not in the dictionary or not allowable, then
the player being challenged must subtract the
number of points that the word is worth from
his/her score. He/she does not get to rearrange the
cards into other words.

ALLOWABLE WORDS: Be sure to choose your
dictionaries before the game starts. No proper
nouns, prefixes, suffixes, abbreviated, or hyphen-
ated words can be used. All words must use at least
two cards. Players may use a dictionary when it is
not their turn. Don’t forget to use The Quiddler®
SHORT Word Dictionary.

SCORING: Each card is worth the value shown.
In each hand, cards that are combined into allow-
able words count for the player; unused cards count
against the player. However, no player can score
less than zero in any hand. In addition, there are two
bonuses. The player with the most words in each
round receives 10 additional points, and the player
with the longest word receives 10 additional
points. Both bonuses can go to the same player.
When two or more players tie for a bonus, no bonus
is given. Note: The bonus for the longest word is
given for the word that uses the most letters, not the
most cards. When playing with two players, use
only one of the bonuses. The player with the
highest score at the end of the last round wins.

SOLITAIRE: Deal eight stacks of five cards face
down. Then deal one card face up on each stack.
Make a word using some or all of the eight cards
showing. Remove the word. Then turn over the top
card on the stacks which have had cards removed.
When all of the cards in a stack have been used,
move a card from the top of any remaining stack,
and use it to replenish the depleted stack - so that
there are 8 stacks again. The player wins if all 48 of
the cards dealt are used to make words. Allowable
words are as stated above.
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Ages: 8 to adult Number of players: 1 to 8

XACTIKA" (exac-ti-ka)

Calling all HEARTS, SPADES and EUCHRE players.
With three ways to play, Xactika is a game for the whole
family. PLAY TO WIN, PLAY TO LOSE or PLAY TO
BID. The perfect game to play with just a friend and at
parties too!

Ages: 12 to adult Number of players: 2 to 10

www.setgame.com
- FREE daily puzzles!
- Play SET, Quiddler & Xactika
- Online tutorials for SET and SET Cubed
- Download educational resource information
€he New Jork imes

NYTIMES.COM

- Four FREE daily SET Puzzles

- www.nytimes.com/set

SET on n

- Become a fan of SET - search for SET (card game)

SET for your mobile
- Offered by most major US carriers:
- AT&T, T-Mobile, Verizon and Motricity
- Also available at:

BlackBerry
App World

Check for SET Pro HD for your iPad too!

Android™ Market
search “SET"

EVEREST

65 Bittern Street
Ancaster, ON L9G 4V5 Canada

Copyright 1998 Cannei, LLC. All rights reserved. Manufac-
tured and distributed by Everest under license from Set
Enterprises, Inc. SET®, SET CUBED®, FIVE CROWNS®,
QUIDDLER®, XACTIKA® and all designated logos and
slogans are registered trademarks of Cannei, LLC. The New
York Times® is a trademark of The New York Times Company.
Made in China.

LETTER FREQUENCY: The number of times
each letter is repeated in the deck is: A- 10, B - 2,

C-2,D-4E-12,F-2,G-4H-2,1-8,]-2,
K-2,L-4M-2,N-6,0-8,P-2,Q-2,R-6,
S-4T-6,U-6,V-2,W-2,X-2Y-4,Z-2,

2,
QU-2,IN-2,ER-2,CL-2,TH-2.

THE DECORATED LETTERS: The letters
shown in the center of the cards were inspired by
Celtic manuscripts from 500 - 800 AD such as the
Book of Kells, the Book of Durrow, and others. We
hope you enjoy the great calligraphy.

If you like Quiddler®,
try our other award-winning games,
all created by Marsha J. Falco.

SET*

SET® Card Game

The Family Game of Visual Perception® Winner of over
25 Best Game Awards! With no turns and no luck, SET is
challenging, fast and fun!

Ages: 6 to adult Number of players: 1 or more

SET® Transparencies - Great for the classroom.
SET® T-shirts - Wear a SET Puzzle!

Ehe New York Times' SET® Handheld

Triple Mutching Mania that Anybody Can Play, bul
Nobody Can Stop!® With four versions to play: Classic,
Timed, Puzzle and Arcade, it is guaranteed to keep you
entertained. Perfect for travel.

Ages: 14 to adult Number of players: 1

Ehe New York Times' SET® Puzzle Book

Love our daily online puzzle? Now you can take it with
you. With 150 puzzles of varying difficulty, the SET
Puzzle Book makes a perfect travel companion!

Ages: 6 to adult Number of players: 1 or more

SET CUBED"

A Curious Game of Clever Connections® Winner of 10
Best Game Awards. SET Cubed is a 2-4 player strategy
game. Create SETs up, down and across the board by
combining the dice in your hand with the dice already on
the board. Roll, Connect, WIN!

Ages: 8 to adult Number of players: 2 to 4

FIVE CROWNS*

The game isn't over ‘til the Kings go wild!® The
five-suited rummy-style game is a quick favorite for avid
and casual card players alike. A rotating wild card keeps
players on their toes through all 11 rounds.

Ages: 8 to adult Number of players: 1 to 7

QUIDDLER" DELUXE

It’s the perfect present! The deluxe version includes: the
award-winning Quiddler game, The Quiddler SHORT



