GAME No. 2

LEARNALINGO BINGO
RULES

. Any number of players may play LEARN-A-LINGO BINGO.

- Each player writes down the numbers from one to 10 in a
vertical column on the left hand side of a sheet of paper.
A player may not participate while dealing but he shall deal
for only one round at a time.

. Selegt 10 cards. Give all players some minutes to study the
cards and the words.

. The dealer then shuffles the ten cards and holds up one at a
time so all players may see the picture. The players then
enter the correct translation for the picture in the space next
to number one. The card is then laid face up on the table to
be referred to at any time while the game is in progress.

. The second card is held up while the players enter its transla-
tion in the space next to number 2. This is repeated until the
fifth card has been shown, at which time anyone who has filled
in five words calls “Lingo”. Each word correctly spelled
counts five.

At this point the player is entitled to go ahead on the same
basis, counting five points for each of the ten words correctly
entered—spelling included. Or the player may have such
confidence in his ability that he may call “Learn-A-Lingo”.
This doubles his entire score if he succeeds in the remaining
five, but every wrong translation or spelling will cost him a
deduction of twenty points.

. Scoring is supervised by the dealer. At the end of the game
he reads the correct translation and spelling of each word.
Each player may check another player’s answers.

As you progress, variations may include greater penalties.
Handicaps may also be demanded by the players according to
their ability.




LEARNZLINGO arly

The party described below is excellent for those who know
nothing of the language but who are interested in learning. The
guests may be invited to wear some article of clothing repre-
sentative of the country where the language is spoken.

1. On a large table place twenty or more articles similar to
those illustrated on the LEARN-A-LINGO cards.

. On plain cards (3” x 5”) write clearly the names of the
articles and the pronunciation in the foreign language taken
from the LEARN-A-LINGO cards. Place on a small table
as many cards as you have guests attending the party.

. Each person in turn selects a card and then endeavors to
identify the corresponding article, pronouncing each name
in the foreign language. The pronunciation should be re-
peated once or twice so that all present may learn to call
each article correctly.

If there are only a few present, repeat the procedure using
3” x 5” cards with other articles named thereon.

By this time each guest will have learned the names of several
articles. They are then seated around the big table with all
the articles on it. In turn each asks his neighbor on the left
to do something with a specific article, using the foreign
name (for example, “Please pass the — » Use foreign
name for water.)

. If the one questioned fails to respond correctly either by
word or action, the next on his left has his chance and so on
until there is a correct response or until all have failed.
When a person gives a correct response he scores one, when
an incorrect response is given, the questioner scores one.
Each guest keeps his own score. Each in turn asks ques-
tions for one, two or three rounds.

* * &

The next party is for those who have a fair knowledge of the
480 basic words. This party may be given to celebrate the results

accomplished by the group with LEARN-A-LINGO.

The guests are divided into two groups. One group acts out three
or more of the basic words which form a sentence, such as “Open
27 66

the window”, “Love and kisses” or “Jump into the water”. They
act one word at a time and then the whole phrase as in charades.

The opposing side endeavors to state the phrase correctly in the
foreign tongue. When this is done, that side chooses another
phrase and acts it out for the other side to guess.

This may be repeated many times.




COMPLETE LEARN 3 LINGO VOCABULARY

A 5 con}(nnny }26 zlove ‘“. make 5(5; Du:lishment 18: %l':e
. a . €00 7. g0 244. 326. pu . en
. about . cord 168. goat 245. . their
across 88. cough 169. gold 246, Q
. advertisement . country 170. good 2 e
after 90. cover 171. government 248. ;fﬁl. quick
. again 172. gun 249, 328,
against 2. 250. 329,
4 H k
had idi
hair 253. military
. hammer 254. milk
hand 2556. moon
. happy 256. money
257. month
hat . more
have 2569, morning
he . mother 4
. mountain ;4" 21. together
. mou‘t;h 339, 422. tomorrow
3 g:ll::cle +340. 55 tongde
. - . tooth
. music . top
. my . town
. train
N 342, 28. tree
. nail 343. i . trousers
. name 344, same . true
. Narrow 345. say . :runk
horse mstion M mina i im
¢ g“f"l""l . neck 348. see U
otel :
. hour :::,d :::?n . umbrella
early house . night 351. send
earth - how . no 362. servant
east . noise . sharp
education I . north 354. she
€ - I . nose . sheep
201." ice . not . ship
. idea . now
it . number

air
airplane
all

almost

among

. amusement
and

PERSExun

angry 3
answer o d
any . d
. apple . different
. direction
3. dirty

.- distance

do

ot o ot Bk ok bk b o

SERSH

. dog

. door

. down

. drawer
. dress

. drink
. drop

. dust

- E
. band ear
. basin
. basket

bath

e
beautiful
because
D

ORVADRLIT S PXND N OISO RAID N

ik ke kb ke ko ok
PDVVPVLOOPLOLRNRNRR XX XXX L el alaladadalul

. use

ok kot ot

. been

. before

. believe

bell

. best

. between
bi

SRS SN0 0 bat S 00 11 S Oy

expensive
eye

. big

. bird F
face
fall
fall
false
family
far
farm
fat
father

ks o k. ok P b o

™

W

£y
SRR ERER SAARLO IV & (8 ST EY M L0 10 £ S 20

020 20 0O W W
otk kb s vk
XameLN

ok ek k. k. kb o e bk e e,k

. frequent
riend

. from

. front

. fruit

71. world
» would
. write
. wrong

Y
s . year
. love 320. 398. 476. yes
. low 321. 5 477, yesterday
; . you
] M . 5 479. young
. glass . machine 324, 402. . your

oran

e

W
byt S e L g s g

PO DX 2R OSSO S
WV
I %
-

*e




GAME No. 1
LFARNALINGO

RULES

\

May be played by two or more persons, singly or as partners.

1. Ten cards are chosen, examined and the words pro-
nounced by all players.

. The dealer then shuffles the cards and places them,
picture side up, in the center of the table.

. The player at the dealer’s right draws the first
card; if he can call it by name in 30 seconds, he
keeps it, otherwise he passes it on to the player at
his right.

. The player calling the card correctly keeps it; if no
one identifies it correctly, it is discarded.

. The person or pair holding the largest number of
cards at the end of the game wins. Or play may
continue until a score of 100 is made, using 10 dif-
ferent cards for each hand.

When played at large parties, sides are chosen as in a spelling
bee. All contestants group around the director, who selects 10
cards which he allows the contestants to examine carefully and
pronounce.

1. The teams then line up as in a spelling bee, facing
each other.

2. The director shuffles the cards and hands the top
one, picture side up, to the first player of the start-
ing team. If he calls the card correctly, he keeps
the card; if not, he drops out.

. The first person on the opposing team then gets a
chance at the card, or a new one. Each card is

participants have been “spelled down”.

. Winning side is the one with the largest number of
players left standing at the end of the round.




