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PREFACE

The game of LinguiSHTIK® is played competitively at the local, state and national levels. The object
of LinguiSHTIK is to make a four to ten letter word using cubes from the game mat. The word must
satisfy the Demands made in the course of play and must be used in a sentence type, classified by
pattern, structure, or purpose, which is designated by the first player. The rules by which the game is
played are contained in the Academic Games Leagues of America, Inc. (“AGLOA”) Tournament
Rules, which make this handbook/judges manual the game’s official judging reference.  This
handbook/manual includes all changes made in the 2022-2023 LinguiSHTIK Tournament Rules.

This handbook/manual has been written to provide coaches, players, those who judge LinguiSHTIK,
and those who would like to judge LinguiSHTIK with a handy reference. This handbook/manual is
intended to codify those rulings that have traditionally been made in the game and to illuminate some
others that may arise in the future. This handbook/manual is organized so that it takes the reader
through the game in the same order in which the students play. In addition, there are sections on
judging, technical rulings related to the game and finally a judge's self-test.

Reference in this handbook/manual to a specific tournament rule is denoted as (LT__). The
Tournament Rules are broken down by division based on grade level: Elementary Division (4th - 6th
grade), Middle Division (7th - 8th grade) Junior Division (9" - 10" grade), and Senior Division (11" -
12th grade). The LinguiSHTIK Tournament Rules are updated and made available yearly (usually
August 1st). This handbook/manual denotes where the rules make distinctions between the divisions
as follows:

* Is not allowed in Elementary Division
*x Is not allowed in Elementary or Middle Divisions
*** |s not allowed in Elementary, Junior or Senior Divisions

The authors are especially grateful to the Board of Directors of AGLOA who endorsed our efforts in
the development of this handbook/manual. The authors also wish to acknowledge Brother Neal
Golden who permitted us to borrow liberally from the rulings already established in his Manual for
Equations and On-Sets Officials. In addition, the authors also acknowledge the significant
contributions that Sue Stephenson and Jean Skomra made in preparing a previous judging manual.
Finally, the authors wish to acknowledge each of the judges, teachers and students whose insight and
countless questions led to many of the rulings reiterated in this handbook/manual. The authors alone,
however, take responsibility for any errors contained herein.

This 2022-2023 Edition of this handbook/manual replaces the earlier Editions and should be the one
used for judging in local and national tournaments in conjunction with the 2022-2023 LinguiSHTIK
Tournament Rules. Each section has been numbered separately with Roman numerals, and all pages
are numbered consecutively so that sections can be found easily using the Table of Contents. An index
at the end of the handbook/manual will assist readers in finding specific topics.
K.B.
E.B.
S.W.

Copyright © 1998 by Kathryn Boswell, Ellen Bredeweg, Steven A. Wright and Academic Games Leagues of America, Inc. Revised
2003, 2006, 2008, 2009, 2013, 2014, 2015, 2016, 2017. 2018, 2019, and 2022 by Ellen Bredeweg.
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This 2022-23 Edition of the LinguiSHTIK Handbook and Judges Manual has been
correlated to specific rules of grammar. The page numbers appearing next to a topic in
this handbook/manual refer to the rules of grammar on that topic as set forth in the
official grammar reference for LinguiSHTIK Tournament play: Elements of Language,
6th Course published by Holt Rinehart Winston. Changes are marked by highlighted boxes.
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SECTION I: THE GAME OF LinguiSHTIK

The object of the game of LinguiSHTIK® is to make a 4-10 letter word using cubes from the game
mat. The word must satisfy the demands made in the course of play and must be used in a sentence
type, classified by pattern, structure, or purpose, which is designated by the first player. (LT 2).

A. Starting a Game

Students are allowed the following materials when playing the game: (1) the LinguiSHTIK Scoring
Chart, (2) the LinguiSHTIK Order-of-Play sheet including the LinguiSHTIK General Demand
sheet, (3) a supply of blank List of Demands forms, (4) the LinguiSHTIK Game Mat, and (5) all
twenty-three LinguiSHTIK cubes. (LT 3). (The List of Demands Form, Order-of-Play sheets and
Scoring Charts for each division are referenced in the Table of Contents (page i -8) and are also
available online at agloa.org).

Absolutely forbidden are grammar books, dictionaries, the LinguiSHTIK Game Manual, the
LinguiSHTIK Rules and Dictionary of Terms, or this handbook/manual. All cell phones, smart
watches, and other electronic devices must be turned off and put away before a round begins.
Players may bring to the table only BLANK paper (lined or unlined) and writing implements (pens
or pencils). BEFORE the round begins, players should check the papers of their opponents to make
sure that all papers are BLANK. Once a round begins, any player may write anything on his or her
own paper. When a player submits a sentence to opponents for evaluation, the player must circle
the submitted sentence and underlipe the word that he or she believes satisfies the Demands for that
shake so that the opponents know whic ntence to evaluate. If a player fails to cixcle a
sentence or underline a word when presenting, his or her oppo Id ask that the sentence be
circled and that the word be underlined. There is NO penalty for failing to circle

underline a word. (LT 21). o
HANGED
in 2022

To determine who initiates the game, each player rolls a red cube. The player who rolls a letter
closest to the beginning of the alphabet becomes Player One for the first shake. Players tied for
Player One will roll again until the tie is broken. To start a new shake, proceed in a clockwise
manner to Player One's left. Thus, Player Two in the first shake becomes Player One in the second
shake. (LT 5).

B. The First Three Plays (LT 11)

1. The Sentence Designation -- Player One

Player One must state the Sentence Designation -- the type of sentence in which the word to
be formed must be written. Player One has one minute within which to make this
designation, and then each subsequent player has one minute within which to make a
Demand or move a cube from resources. Player One does not move a cube when making
the sentence designation.

®LinguiSHTIK is copyrighted by Allen's Academic Games.
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The Type Demand -- Player Two

Player Two must state the Type Demand -- the type of word to be formed. This is always
the first Demand made in a game. In making this -- and every other Demand -- a player
selects a green or black cube and places it on the section of the mat designated as Demands
and simultaneously states his or her Demand.

The Function Demand -- The Third Move

Player Three must state the Function Demand -- how the word to be formed will function in
the sentence. In a two-player game, this move is made by Player One.

When the start of the game does not proceed in the proper order, then one of the players must
declare Illegal Procedure and see that the proper procedure is followed. A player who does not
make the proper Demand in the right order must retract his or her Demand and make a proper one.
NO PENALTY IS INVOLVED UNLESS the player fails to make the proper Demand in the one-
minute time limit allowed for making a Demand. (LT 13)

PENALTY: If Player 1, 2, or 3 has not made the proper Demand in the 1-minute time allowed for making a

C.

Demand, he/she receives a one-point (-1) penalty and is instructed by the judge to **move.”

[*In the first three moves of the game, a player who does not make his/her move is
instructed to “move” by the judge so that those first three moves (the choice of
sentence pattern, structure, or purpose; the Type Demand, and the Function Demand)
are made correctly.]

The Remaining Moves

After the Function Demand, each player, on his turn, and within his one-minute time limit, can
either (1) move a cube to letters; (2) make a Demand, (3) make a Challenge, or (4) PASS. If all
players choose to PASS, then Forceout is declared. (LT 12).

1.

Move a Cube to Letters

A player may play a cube to the LETTERS Section of the mat with the intention that the
letter played may be used to form the designated word at a later time. There is no set order
for placing letters on this section of the mat. When a cube touches the mat in LETTERS, it
is considered played and may not be retracted.

Make a Demand

A player may not move a cube to letters and also make a Demand. A player may do one or
the other, not both. After the Function Demand, a player on his turn, instead of moving a
cube to letters, may make a Demand -- either a General Demand or an additional Function
Demand. (LT 14).

The order of events for making a Demand should be as follows: (1) a player selects a green
or black cube and places it on the section of the mat designated as Demands and
simultaneously states his or her Demand, then (2) writes the Demand on the List of
Demands Form in a timely manner. The Demand is considered to be made when the cube
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touches the mat since the move of a cube is completed when it touches the mat. (SEE LT 9,
LT 10, LT 15, LT 16, and LT 17 for explanations of Demands.)
Each player must write his or her Demand on the List of Demands Form and on his pr her
individual notebook paper. A player making a Demand is highly encouraged to check that
all of the players have written down the correct Demand, particularly when it involves a
letter.
When the cube touches the mat, it is assumed to be played and may not be retracted;
therefore, a player may not put the cube down in the Demands column and slide it over into
the Letters section of the mat. A black or green cube in the Demands column of the mat may
not be used as one of the letters in the word to be formed. If a player has stated or written a
Demand but not yet placed a cube on the mat in the Demands section, he or she may
withdraw the Demand. There is no penalty unless the play is not completed during the
player’s time.
The List of Demands Form is a primary resource used by judges when answering questions
about each shake. If all players agree that a Demand was in force for the shake, even if not
written on the List of Demands Form, then the Demand is in force. If there is not unanimous
agreement, however, then what is written on the List of Demands Form becomes the
authority.
If a Challenge is made after the cube touches the mat, the player who made the Demand will
complete his or her move by writing the Demand on the List of Demands Form. If a player
states the Demand before touching the cube to the mat, and another player challenges, that
Challenge is valid; however, it will NOT include the Demand since the cube has not touched
the mat.
If a player has placed a cube in the Demands section within the time limit, a (-1) penalty
cannot be given for the stated Demand not being written on the List of Demands Form
before the 10-second countdown is completed, so long as the Demand is written in a timely
manner. (LT 8).

NOTE: For various situations that may occur when a Demand is made, players

should refer to the Technical Rulings, Section A in this manual (pages 59-63.)

Make a Challenge

A player can challenge anytime, as long as he or she is not the last mover.
a. How to Challenge

A challenge block is to be placed equidistance from all players at the table. A player
challenges by picking up the challenge block and simultaneously stating his or her
Challenge. A player who picks up the challenge block and makes an invalid
Challenge or says nothing is penalized one point and the Challenge is set aside.
Examples of invalid challenges are (a) challenging yourself (you were the last
Mover) and (b) challenging Now when fewer than three cubes are in Letters. If a
valid Challenge has been stated, it cannot be retracted.

(LT 18).

If the challenger does not pick up the challenge block, there is no Challenge. If two
players challenge at nearly the same time, the player who picks up the challenge
block first is the challenger. If two players pick up the challenge block at exactly the
same time in the opinion of the third player, they are both challengers.
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A player may never challenge if he or she made the last move. Either of the two
players, other than the last mover, may challenge. It does not need to be a player's
move for him or her to challenge. (LT 18).

NOTE: See Technical Rulings for sample Challenge situations and rulings (XVII, Section B,
pages 63-65).

b.

Types of Challenges (LT 19)

There are two Challenges that can be called. These are Challenge Now and
Challenge Impossible.

CHALLENGE NOW: Using one more cube from Resources (if needed*), a player
will write a solution. The one more cube may be a letter that he may use in the
word, or it may be a black or green cube that may be used to make a Demand. If a
player's one more cube is used to make a Demand, he must write the Demand as well
as the solution within the time limit. *If all the cubes needed to make the word are
already in the Letters section of the mat, the player does not need to use one more
cube from Resources.

NOTE: If a player makes a Challenge Now statement with fewer than three cubes in

the Letters section of the mat, that player receives a -1 penalty, and loses his or her

turn, and the Challenge is invalid.

CHALLENGE IMPOSSIBLE: It is impossible, with *only the legal Demands
currently in force, to make a word that fits all of the legal Demands with the letters
available in letters and resources and also to write the designated sentence. *An
additional Demand may not be made if Challenge Impossible is called.
NOTE: Although the purpose of the game is to find words and write grammatically
correct sentences, in some instances it may be necessary to call Challenge
Impossible before all three players have made their first moves.

Procedures for Challenging (LT 20)
1) CHALLENGE NOW

The CHALLENGER must write a solution within three minutes. In writing the
solution, the player may use one cube from Resources (if needed). The one more
cube may be used as either a letter in the word to be formed, or it may be a green or
black cube used to make an additional Demand. This additional Demand must be
written on the paper with the solution.

The MOVER and THIRD PARTY are assumed to be solvers if they write a
solution within the three minutes. A player may choose to be NEUTRAL.
NEUTRAL means that the player is not going to present a solution. [The 1-minute
statement of NEUTRAL has been removed; a player does not need to state the intent
to be Neutral.]
*1f a player calls CHALLENGE NOW with fewer than three cubes in the LETTERS
section of the mat, that player receives a -1 penalty, and loses his or her turn, and the
Challenge is invalid.
Note: There is no requirement for players to use the terminology of “Agreeing or
Siding with” the Challenger, nor would there be any penalty if they did use that
terminology.
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2) CHALLENGE IMPOSSIBLE
The CHALLENGER may not write a solution.

The MOVER must write a solution within three minutes. In writing a solution, the
player may use as many letters as needed from letters and/or resources, but the
player may not make any further Demands.

The THIRD PARTY is assumed to be a solver if he or she writes a solution within
the three minutes. He or she may also choose to be NEUTRAL and not present a
solution.

Note: Under special circumstances, Player One may call Challenge Impossible. See
LT25 in the Official Tournament Rules.

4. PASS and FORCEOUT (LT24)

a.
1)

2)

3)

1)

2)

PASS Procedure

After the first three moves are made (Player One, Player Two, Player Three) a player
may choose to say PASS; that means that he or she will not play a cube to the mat.

a. Usually this will occur near the end of a shake when the player feels that there is
not a safe move, and any move will make it possible for another player to call
Challenge Now.

b. A player may only PASS once in a shake and must initial the Demands Form to
indicate that the PASS has been used.

c. Once all players have called “PASS” then FORCEOUT is declared. *Note: If
Player 1 and Player 2 have called PASS and Player 3 places a cube on the mat,
when Player 3 does call PASS a FORCEOUT is declared.

It should be noted that PASS is considered a MOVE, so after a player calls “PASS,” a
subsequent player still has the option to place a cube, make a Demand, or make a
Challenge. In a three-player shake, the Third Player still has those options even if both
other players have said “PASS.”

Players need to be aware that calling PASS too early in a shake may result in the
necessity of putting a cube on the mat later in the game, which might set up another
player to challenge. If one or two players pass but the next decides to move, that player
opens himself or herself to a Now or Impossible Challenge.

FORCEQUT Procedure

If each player passes, then FORCEOUT is called. (*See note above under PASS
procedure, Section 1.c)

FORCEOUT means that players have three minutes to write solutions using two more
cubes from Resources. Neither of these cubes may be used as a Demand. Correct
solutions would score 4 points. Players with incorrect or no solutions would score 2
points.

NOTE: If a player's time expires before he or she either (1) moves a cube to letters, (2) makes a Demand,
(3) makes a Challenge, or (4) passes, then the player suffers a one-point penalty and loses his or her turn.

(LT 13).

NOTE: See Technical Rulings for sample PASS and FORCEOUT situations and rulings (XVII,
Section C, pages 65-66).
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D. Illegal Procedure (Illegal Demands) (LT 13)
Any action that violates a procedural rule is Illegal Procedure. A player charging Illegal
Procedure must clearly specify immediately the exact nature of the Illegal Procedure. [Examples
of Illegal Procedure: moving out of turn, making an illegal demand, moving a cube from one
section of the playing mat to another.]

a. If amove is an Illegal Procedure, the Mover must return any illegally moved cube to its
previous position (usually Resources) and, if necessary, make another move. The Mover
must be given at least 10 seconds to make this correction, unless the original move was
made after the ten-second countdown, in which case the time limit rule is enforced. If
the player has not corrected the action within the time limit, then the player gets a -1
penalty, the action is set aside, and the player loses his turn.

b. If the move is not an Illegal Procedure, the cube stands as played.

c. An Illegal Procedure is insulated by a legal move by another player so that, if the Illegal
Procedure is not called or corrected before another player makes a legal move, it stands
as completed. If an Illegal Demand is insulated, the Illegal Demand would not be valid
and would be ignored when a solution is written.

NOTE: An lllegal Demand may be a duplicate demand (e.g., color wild, letter transfer,
must contain, or must not contain) OR any demand not recognized as acceptable in the
LinguiSHTIK rules.

Sample situation A:

Player One: plays a cube

Player Two: makes a demand “The word must not contain any vowels.” [demand is not
recognized as an acceptable demand in LinguiSHTIK]

At this point, either Player One or Player Three calls Illegal Procedure.

RESULT: Player Two has the rest of his time (or 10 seconds — see above) to return the
demand cube to Resources and make another move. If Player Two does not, the player
gets a -1 penalty, the action is set aside, and he loses his turn.

Sample situation B:

Player One: makes a demand “All t’s are s’s.” * [*a similar demand could have been
made earlier in the shake]

Player Two: makes a demand “All p’s are 1’s.”

Player Three calls Challenge Impossible.

The Challenge has insulated the illegal demand. At this point, either Player One or
Player Two (or both) may write a solution. The illegal demand is not valid and is
ignored in the solution writing.

RESULT: Normal scoring. Player(s) with a correct solution receive 6 points and the
Challenger receives 2 points.

NOTE: For various additional situations that may occur when lIllegal Procedure is called, players
should refer to the Technical Rulings, Section A of this manual (pages 59-63)
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SECTION II: SENTENCE DESIGNATION (LT 6)

To start a shake, Player One rolls the cubes, orders them in a group called Resources, and
designates either a (i) pattern, (ii) structure or (iii) purpose. In LinguiSHTIK, pattern and purpose
are governed by the independent clause in the sentence. Therefore, a dependent clause
functioning as a modifier does not affect the pattern or purpose of a sentence.

A SENTENCE PATTERNS (LT 6)

There are twelve sentence patterns. A player designates one of the patterns. A player may use a
pronoun in any situation calling for a noun unless a noun is required to meet the Type Demand.
Dependent clauses not functioning as nouns as well as modifiers have no effect on the designated
pattern. The pattern will determine the order that the words will appear in the sentence.

1.  S-V (Subject —Verb) #538

This is a sentence or independent clause that has only a subject and a verb and
may have modifiers.

Examples: Birds sing.
The boy walked down the street.
Charles Beebe was born in Brooklyn.
While it was raining, | slept.

2.  S-V-DO (Subject —Verb — Direct Object) #539

This is a sentence or an independent clause that contains only a subject, verb,
direct object and may have modifiers.

Examples: Because we were hungry, my mother baked cookies.
Beetles have four wings.
| usually leave the hardest problems until last.

3. S-LV-PN (Subject — Linking Verb — Predicate Noun) #543

This is a sentence or an independent clause that contains only a noun, linking
verb, predicate nominative and may have modifiers.

Examples: The secretary should be a boy.
Asia is a continent of extremes.
Because he was a good student, Winston Churchill became a leader.

4.  S-LV-PA (Subject — Linking Verb — Predicate Adjective) #544

This is a sentence or an independent clause that contains only a subject, a
linking verb, predicate adjective and may have modifiers
Examples:  The honey was very sweet.

Her pies taste delicious.

Because he received the award, Bob could not be happier.
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S-V-10-DO (Subject —Verb — Indirect Object — Direct Object) #540

This is a sentence or an independent clause that contains only a subject, verb,
indirect object, direct object and may have modifiers.

Examples: Because it was her birthday, the boy gave his mother a rose.
Uncle Winston wished us a safe trip.
Ms. Pratt dropped Willis a hint.

INVERTED #531

A sentence is inverted if the verb, or part of it, precedes the subject. The subject appears
after the predicate or between the parts of the predicate. The sentence may begin with
here or there. For the purposes of this game, the interrogative sentence shall not be
considered inverted.

Examples:  Pattern: Here or There + verb + subject.

Here comes the bus.
There goes the boat.

Pattern: adverb or phrase + verb + subject.
Down the hill rolled the children.
Away trotted the dogs.

Pattern: direct quote + verb + subject.
“Strike three,” yelled the umpire.
‘I am so sorry,” said the girl.

Pattern: auxiliary + subject + main verb.
Rarely has my friend played basketball.
Only then did the student understand the problem.

S-V-DO-OC (noun)* (Subject-Verb-Direct Object-Objective Complement) {noun}
#541

This is a sentence or an independent clause that contains only a subject, verb,

direct object, noun objective complement and may have modifiers

Examples: Because we lived there, we called Mayfield our home.
The judges selected Alice Adams Miss Ohio.
The sponsor appointed the girl captain.

S-V-DO-OC (adj.)* (Subject-Verb-Direct Object-Objective Complement) {adj.}
#541

This is a sentence or an independent clause that contains only a subject, verb,

direct object, adjective objective complement and may have modifiers.

Examples:  Our neighbor painted his house green.
Because the dog was hungry, he licked the dish clean.
Those people thought the clown funny.
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NOTE: Retained objects only can be found in sentences written in the passive voice. Therefore, for
sentence patterns #9-12, the verb must be in the passive voice. A verb in the active voice often has an
indirect object as well as a direct object. When such a verb is put into the passive voice, either object can
become the subject. The other object then serves as a complement called a retained object.

9.

10.

11.

12.

S -V -RETAINED DO** #705

This is a sentence in which the verb is in the passive voice and a retained direct object
remains in the object position.

Examples: Each new employee was given a tour of the factory.
They were given flowers by the committee.
The teacher was handed the apple.

S-V -RETAINED IO** #705

This is a sentence in which the verb is in the passive voice and a retained indirect object
remains in the object position.

Examples: A tour of the plant is given each new employee by the boss.
The kiss was given the child by his proud mother.
An apple was given the teacher by her students.

S -V -RETAINED OC (noun)** #705

This is a sentence in which the verb is in the passive voice and a retained noun objective
complement remains in the object position.

Examples: The objects were called flowers.
Sam was hamed captain by his team.
Marvin was elected president by his friends.
He was considered a genius by his mother.

S -V - RETAINED OC (adj.)** #705

This is a sentence in which the verb is in the passive voice and a retained adjective
objective complement remains in the object position.

Examples: The objects were colored green by the group.
Mary was declared pretty by the judges.
She was called genius by her friends.
Bob, thinking of saying, “The fish was called finny by the boys,” laughed.

Note: in the last sentence, the word finny is in a participial phrase, a gerund phrase, an
adverb phrase, a direct quote, and a noun clause, In the Senior Division, functions could
also have been called for any of the phrases and clauses.
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10
JUDGES' NOTES ON SENTENCE PATTERNS

1. NOTE: If Player One designates a pattern and subsequently a compound sentence is written, the word
to be formed must be in the designated pattern.

Example: S-V
Noun
Subject
The girl ran and the teacher baked cookies.

(Correct: Since “girl” is in the S-V portion of the compound sentence), then all the Demands are met. Since
“the teacher baked cookies” is an S-V-DO pattern, a player could not form the word “teacher.”

2. NOTE: If Player One designates a pattern and subsequently a complex sentence is written, the word
to be formed may be in either an independent or dependent clause. Although the sentence must
meet the designated pattern, the word to be formed does not have to be in the designated pattern.

Examples:S-LV-PN
Noun
Direct Object
The woman who teaches the class is a nurse.

S-V
Noun
Direct Object
After baking cookies, mother drove to the store.

3. NOTE: If Player One demands a pattern and subsequently a compound complex sentence is
written, the word to be formed may be in either
(i) the designated pattern OR
(ii) a dependent clause attached to the designated pattern.

Examples: S-V
Noun
Subject
in an Adverb clause
While the pilot was waiting for the airplane, the woman paced, and the girl played cards.

(Correct - Since the dependent clause is attached to an independent clause that is the designated
pattern, the word to be formed can be in the dependent clause.)

S-V
Noun
Subject
in an Adverb clause
The woman paced and the girl played cards while the pilot was waiting for the airplane.

(Wrong - In this example, since the dependent clause is attached to an independent clause that is not the
designated pattern, then the word to be formed cannot be in the dependent clause.)
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11
SENTENCE STRUCTURES (LT 6)

SIMPLE #588

A sentence that contains a single sentence pattern is a simple sentence. The sentence
must contain only one main subject and one main predicate although these elements may
be compound. A direct or indirect quote that contains a subject and verb is a dependent
noun clause; therefore, its addition to a sentence will create either a complex or
compound-complex sentence. A simple sentence is an independent clause.

Examples: My father left yesterday.
We visited two museums.
Winston and Maurice traveled many miles and saw many things.

NOTE: Any dependent clause changes a simple sentence into a complex sentence.
Example: My father, who is sleeping, left yesterday.
(The addition of the adjective clause “who is sleeping” makes the sentence
a complex sentence.)

COMPOUND #588

A sentence that contains two or more independent clauses but NO dependent clause is a
compound sentence. The clauses may be connected by a coordinating conjunction,
conjunctive adverb, or a semicolon.

Examples: The war is over; the guns are silent. (semicolon)
The story sounds false, but | know it is true. (coordinating conjunction)
Byron is on a diet; nevertheless, he eats dessert. (conjunctive adverb)
Note: For the purposes of LinguiSHTIK, a comma is not required in a compound
sentence.

COMPLEX #589

A sentence that contains only one independent clause and one or more dependent clauses
is a complex sentence.

Examples: The train stalled because the switches were frozen.
We heard that you were going to the farm.
He said, “I will not eat meat.”

NOTE: If a noun clause functions as a noun within an independent clause a complex sentence is
formed.
Example: Whoever talks will be given an extra assignment.
(“Whoever talks” is a noun clause that functions as the subject of this
sentence. The noun clause makes the sentence a complex sentence.)
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12

4, COMPOUND-COMPLEX #590

A sentence that contains at least two independent clauses and one or more dependent
clauses is a compound-complex sentence.

Examples: When Turk caught the ball, he ran for a touchdown, and the crowd went
wild.

After the storm ended, we decided to go home, but the snow piled into
great drifts that blocked the road.

He stood at the podium, and he said, “The only thing we have to fear is
fear itself.”

JUDGES' NOTE ON SPILLOVER CONFUSION:

There is much confusion about spillover confusion, referenced in LT 7. Spillover confusion
applies only when player One designates a structure. Since structures have a defined number of
independent and dependent clauses, adding additional clauses will turn one structure into another,
thus the added clause causes the sentence structure to “spill over” into another structure. For
example, adding a dependent clause to a simple sentence makes it no longer a simple sentence,
but a complex sentence. In short, spillover confusion is a term used to remind people that when
player One designates a structure, one must proceed with care in adding additional clauses.

C. SENTENCE PURPOSES (LT 6)

1. DECLARATIVE #591

A sentence that makes a statement is declarative. A sentence that states a fact or opinion
is declarative.

Examples: Walt Disney loved farm life, and he sketched animals constantly.
During his school years, Disney and a friend enjoyed acting.
He later attended an art institute where he learned to draw cartoons.

2. INTERROGATIVE #592

A sentence that asks a question is interrogative. An interrogative sentence always
ends with a question mark.

Forming interrogative sentences
Use auxiliary verbs to begin them: Are you sleepy?
Have they finished their project yet?
Use interrogative pronouns to begin them: What does the boss think about the proposal?
Who is coming to the play?
Use adverbs to begin them: When will we arrive?
Where did you buy that camera?
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NOTE: A declarative sentence cannot be made interrogative simply by adding a question mark.
Such writing is sometimes found in dialogue or informal usage, but it is not considered formal
writing and is not acceptable in this game.

3. IMPERATIVE #591

A sentence that gives a command or makes a request is imperative. An imperative
sentence usually ends with a period. A strong command may end with an exclamation
point.
Note: It is recommended that to prevent confusion players do not write imperative
sentences with exclamation points; however, there is no penalty for doing so.

Examples: Clean your room before you go out with your friends.
Consider the life of the famed animator, Walt Disney.

4. EXCLAMATORY #592
A sentence that expresses strong feeling is exclamatory.

Examples: | missed the bus!
If | don’t get home in five minutes, | will be in big trouble!

NOTE: Rather than trying to determine whether a sentence demonstrates strong emotion,
accept as exclamatory any non-imperative sent