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I R 2-4 PLAYERS AGES 8+ 

RacWfsg: F a h  the rubs below whe.. I " 
stPdtitHes: 
*Neva.ocl:atiledlrredynvaatUed 

one leoaet from the pmvious word m 
appewinchenewword. 

I h r  pbce mom than one tile asr 
the same stack on one turn. 

~NanerpkPcefHesInmwethanm 
or cotumn on one turn. 

I I h r  create a sack chat's more 
than five tiles ha. 
Potating the gome: You can 6 ly I :urn the game m face you by holding. 
lressing and turning any of the higher 

I r:i:~~ nabbed one or more words on 
four fwn, p u  may bank one tile before 

1 sndirtg your turn. See Nabbing and 
hnking, betaw. 

Vabbing: Nabbing is the name of the 
pme, because it's how you score points! 
~ O U  nab a word from another player by 
; t a c h  the highest tile in that word. 
n Example 2. Green ngbbed Game by 
:hanging it to Tome. Green now controls 
hat word, but control may (and probably 
dl4 change hands several times rllgre 

F. <* ,,pe 
)efore the game ends! :2-;-:!l;. 
3n each turn that you nab, you get 
o bank one tile for an extra point 

,,,,,kSng: To bank a tile, draw en- 
~ l e  at random from your bag on I 

tack it on top of your hank tile. 
it the end of the game, each 
tanked tile will add one point tc. i, 
wr Scm.! 

'eumybmkc&~,dkpzrtunrcnomnur 
wmartymmtS~ywti-obbsd&th?ttum. Ban 
~ u n n ' ~ h . " p ~ ~ ~ P Y I Y Q l ' s . H p  
&Q wt of dk15 swty; Ymrre our dlwc 

\nnouncing yew lost tik: If pu draw your k 
ik, mnounca it to tha h e r  plr)%n. (If pu gc 
aught fargehg ro do thii, ywr must return o 
tankad dk to the bag!) 

1 -.' 
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'Ilepol Words: Any mmf that fans 
1 u ~ b e J o w i r I K K ~ :  
* W o n f r d u t u u a h v a y S c a ~  

Words that me a hyphen or * ----- 

Foreign d s  dm dm% rpp  
in the d k t h a r y .  

ChuUengfng: Any word my h 
~ b e f o r a t h a m x r p b y  

~ a p h y o r e x ~ x n m w '  

w- (Tho 
h e  le ends tbW: 

2#" 
r ,b. 

I be happy to hear your questions or comments about this 
Hasbro Games, Consumer Affairs Dept.. P.O. Box 200. Pawwcke 
888-836-7025 (toll free). European consumers please write to: H 
Hasbro Consumer Affairs, P.O. BOX 43, Caswell Way, Newport, 
NP19 4YD. or telephone our helpline on 00 800 2242 7276. 
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w pt the 
- edgeonpurqqxmma! 

1 '  k o n ~ ~  Try to nsb on every turn. The most 

' 'fter the game ends, all pwers cwm up thb imQarPm ouamgy k to p into the 
Nab-It! habit! If yw can m 6 at least one 0t-d~ the7 cof4trol. you -tfd 0 O w  - urn, am a -,,&I own the most tifes at the bifi.(t knl in that 

mc PI a -f bmk tik. YO&. If two or more ~ l a y w  own the umt 
.rurnber of tiles at the hi&st Id, dray eactr Mum-pdnt nobblmg: Try to stack on 
score a point for that word. i n m g  tikf ( t k  chat w n  two 
Score points as follows: wads). By nabbing both words, pu'U 

One point for each word you cmtroi; %we avo pormtial points and a bank tile! 

1 One point for each of your banked tiles; Avdd sewps. &ware of playing the 4th 

I One bonus point if you played the last tile. t i l r t i n a s t ~ y a u r n a y k s w t i q u p .  

Fxmple 3, below, shows how: final points are 
~ p l s r w t o p h c a ~ 5 d l  tikand 
s ~ t t r o t s t x k f o r ~ !  , , 

:ore$ In a sample four-pluycr game. 
I Hold that bkrnCcC Try nat to phy yaarr 

/ The player with the most pdnts at thc.-jmjj of 
I the gune wins Nab-It! 
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