
Be Creative! Use your imagination and be sure to announce your
play as you go. For example, ÒThere are Thoughts in the Head.Ó

If you canÕt play a card or choose not to play one, you may exchange
up to three cards and skip a turn. Put the card(s) you donÕt want
at the bottom of one of the face down decks and draw the same
number of cards from the top of any deck into your hand. This ends
your turn, and play moves to the person on your left.

Draw from the deck to bring your hand back up to five cards at the
end of each turn.

Playing Tips
   The card you play only has to relate to the card it directly touches,
not the entire row. (See alternate game play for a different approach
to this rule.)

   You may add a modifier such as Òa,Ó Òan,Ó Òthe,Ó or ÒmyÓ
when playing your card. However, you may not embellish your
card with other nouns to make it fit.

   Sometimes a fit may be more conceptual than logical. For example,
while unlikely, itÕs possible that a Kangaroo could fit in a Library.
Or, taken literally, the Universe could fit in a Dictionary (itÕs a word,
after all). You are encouraged to stretch your imagination and think
outside the box. However, be prepared to defend your play if
someone challenges! (See ÒChallengesÓ on the other side.)

   Some words have multiple meanings (i.e., Jam,  Spring, Change).
Because your card only has to relate to the card it touches, you
may re-interpret words with each new play. For example, one
player puts Lawyer in a Jam. The next player could play Sandwich
on top of Jam.

Rules of Play

Before You Play! There are two different ways to play this game,
depending on the mood of the group. For a highly creative game
with opportunities for lively debate, follow the regular rules. For a
more narrative-driven, less Òopen-for-interpretationÓ game, choose
the alternate game play. (The second version is strongly
recommended for two players.)

Contents
320 cards featuring nouns of all shapes and sizes

Object
Win the most rows of cards by playing the ÒlargestÓ noun in an
ever-changing string of cards.

Setup
Remove the card holder from the box and place it within reach
of all players. Select a person to deal five cards face down to each
player. Players look at their cards but keep them secret from
opponents. Place four additional cards face up in the middle of the
playing area in a plus shape with the arrows on the cards pointing
away from the center.

How to Play
The player to the left of the dealer goes first and continues clockwise.
On your turn, play one noun card from your hand face up to any
of the four rows that either fits inside or that is larger than one
of the outermost cards already in play. Note: the arrow on the cards
indicates the direction of larger.

Examples:

If the noun on your card is
larger than one of the outer
cards, place it so that it
overlaps the card furthest
from the center.

If the noun on your card is
smaller than one of the outer
cards, place it underneath
the card closest to the center
in any of the rows.

Remember, you may only
play a card over the largest
or under the smallest card
in each row. You cannot
play it between two cards.
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