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How to use your deck

A Player's deck is a collection of cards that are shuffled and
placed face down - this is the Draw pile. Each turn, players
draw their hand from this pile, choose which cards to play,
and at the end of their turn, discard all unused cards from
that hand. These unused cards go into another pile

- the Discard pile. The Discard pile is face up. Whenever

a player needs to draw cards and the Draw pile is empty,
the Discard pile is shuffled and becomes the new Draw pile.
Players cannot shuffle the Discard pile before the Draw pile
is empty. Shuffling often occurs in the middle of drawing a
hand - just pause to re-shuffle and keep drawing. Note how
the cards re-cycle through the Discard and Draw pile.

Start Game

Everyone draws their first hand of 5 cards. The first player
is the person who most recently finished reading a novel.
Turns continue in a clockwise order.

A turn consists of the following:

& Create a word

& Check the word length
& Resolve any abilities
& Score the Word

& Buy Cards

& Discard cards

& Draw next hand

Create a Word

Form a word using the cards you have in your hand and
lay out the cards for your word face-up in front of you.
Fame cards can be used as any letter. You may also use

the topmost Common Card once by referring to it, leaving
it on the Length Track. You need not use all the letters in
your hand. Like most word games, no proper nouns, names
or places are allowed.
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& If you copy the “Double Word Score” ability, it triples
the word score(not 4x).

% Wild cannot be copied as an ability.

# There are two sets of cover art for each Fame pile. They
function the same, just look different.

& Cards that refer to +1¢{for example) add +1 to their
word score.
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Optional Rules
Use any of these rules to spice up your game

Optional Rule:

Cubes as rewards for advice from other players

If you are having a hard time forming a word, reveal your
hand and say that you’re offering a bounty in exchange for
some help. Other players can now suggest words for you
to use. If you use a word that someone suggested, the
player who suggested the word receives a cube from supply.
Players may cash in a cube on their turn for +1¢.

This rule can also be played with a turn timer, where the
player must reveal his hand and offer a bounty when the
time is up.

Optional Rule:

Discard hand for a cube

If you can’t or don’t want to buy a letter, you can discard
your hand (not forming a word), and gain a cube from
supply. You may cash in a cube on you turn for +1¢.

Optional Rule:

Cubes as discount tokens

When a card is purchased off the top of a pile in the Offer,
that pile’s corresponding alternate card gets a token. For
each token on top of the alternate card, its price is reduced
by 1¢ (can’t reduce price below 0¢). Remove the tokens
when the alternate card is purchased.

Optional Rule:

Recycle the 2¢ cards

If the 2¢ pile runs out, take all the 2¢ cards in the trash
and shuffle them and re-create the 2¢ pile.
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