Rules for

the WORD GAME that makes you laugh
For 2 to 4 Players/Ages 8-Adult

Rules © 1978 Parker Brothers Div. of General Mills Fun Group. inc., Beverly. Mass. 01915, Printed in U.S.A.
PUNCH LINE is Parker Brothers’ trademark for its sliding letter word game equipment.

Object

To complete an incomplete sentence with a word of the highest
possible point value.

Equipment
1. Each player takes a SLIDE HOLDER and @ sheet of 10 STRIPS OF
LETTERS.
a) Each slide holder has fen slofs. The slofs are numbered 1
throughl0 next fo the windows in the center column. Turn your
slide holder so that the number 1 appears af the top.

b} Separate the letfter strips on your own sheet and insert one strip
info each slot of your slide holder. Your lefter strips may be
inserted in any order buf must have a center column of o
single color—all red, for example.

2, A deck of 28 ACTIVITY CARDS, Each card shows writing on
poth sides.

The top line on each side directs you to “swifch” fwo lines on
your slide holder.

The rest of each side consists of four incomplete sentences.

3. A 30-second TIMER.

Playing

1. Shuffle the activity cards and select a player to read
the top card.

2. The reader announces the line switch. On your own slide holder,
reverse the two appropriate letter strips.

3. The reader reads the appropriate sentence on the card:

A game consisfts of a number of rounds. A round is the comple-
tion of a single sentence. During each round of the first game,
the reader reads senfence #1 on each card. During each round
of the second game, the reader reads senfence #2 on ecch
card, efc.



4. The reader places the card on the bottom of the pile. (Atthe
start of a new round, the top card is read by the player fo the
previous reader’s left )

5. On your slide holder fry to create a word that somehow com-
pletes the sentence that was just read. The word you crecte must
run from fop o bottom in the center column.,

To select a lefter for a line, simply move that line’s lefter strip fo
the left or right,

6. The word you create must be a single word. You are not
required, nowever, fo create a 10-leffer word, and you may skip
spaces between lefters. Example:

C

A

—q

7. Each incomplete sentence lends itself fo a wide variety of
responses. In this respect, the word you create need not be
appropriate to the usual or expected meaning of the senfence
that's read. Sometimes the least appropriate response earns the
highest score and produces the loudest laughs.

Example: "It was raining catfs and

Some players might complete this senfence with the word
“dogs. The words "money,” “caviar” “pajamas,” “mice” and
“halibut” would be just as acceptable and mightfearn a
higher score.

The Timer

Whenever you think you've created a word that's a winner, you may
start the fimer by turning it over, By doing this, you puf your
opponents under pressure: they then have only 30 seconds fo
complete their own words before the round ends.

When you start the timer, you are: a) responsible for watching if;
and b) not allowed to adjust your own word while the timer is
running.



Scoring

1. Your base score is the total of all points that appear on
the letters in the center column. To this fotal cdd any
bonus points that you've earned.

Bonus Points

a) Your own color in any of the eight square windows earns a
double-letter score.

b) A yellow lefter in one of the fwo circles earns a
double-word score.

c) A vellow lefter in both circles earns a triple-word score.
d) The player who starts the timer earns 5 bonus points.

e) Any player whose word is ¢ lefters or longer also earns
5 bonus points.
Remember: If you've earned any double-lefter scores,
add them to your base score before
figuring double-word or triple-word bonuses.

If you've earned bonus points for starfing the
timer or creating a long word, add these points
after figuring all other bonuses.

2. If you misspell a word, or fail to create a complete word,
you score zero {0) for the round. :

3. During a single round more than one player might creatfe
the very same word. If this happens, each player receives
full credit for his or her own score.

Winning

The first player to reach a total of 250 points is the winner.

Special Notes
a. Proper names are acceptable in this game.

b. Contractions, abbreviations and hyphenated words are not
acceptable.

c. When in doubt about a word, you may use a dictionary —buf
only affer the round has ended.

d. Whenever a blank follows the word @, assume thatf the a can
also be the word an.

Example: "Give me ¢

Some players might complete this senfence with the
word “kiss.” The word "apple” could also be used and
might earn a higher score.




A Strategy Hint

The letters in this game are valued according fo their frequency in
everyday words. Commonly used lefters carry a low point value,
while letters that appear infreguently carry a higher value. The
lefters a and i, for example, are worth only 1 point each, while a v is
worth 5 points and a z is worth 10,

To Increase your score, use as many high-value lefters as you can.
Better still, use high-value lefters in your own color and yellow
whenever possible.
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We will be happy to answer questions atbout this game.
Parker Brothers, 50 Dunham Road, Beverly, Mass. 01915.



