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LockDown is a word game where players collect letters to 

build successively longer and longer words as defined in 

their secret, anagrammatic manifests. Longer words are 

usually locked to prevent alteration by opponents. 
 

 
 

Anagrams are defined as “games whose object is to form words 

from a group of randomly chosen letters”. 



COMPONENTS: 106 letter cards, two “End of Round” 

cards, six bonus indicators, 20 manifest cards. 

GOAL:    

Get the highest points making words after several rounds 

of play. 

SETUP:  

• Shuffle the letter cards 

• Deal six letter cards to each player 

• Secretly give two players an “End of Round” card: take 

the two “End of Round” cards and enough letter cards 

for all players, shuffle together then randomly 

distribute one card to each player 

• Place the remaining letter cards face down in a draw 

pile  

• Flip one letter card face up to start a discard pile  

• Give each player a random bonus indicator  

• Give each player a random manifest card 

• Agree upon a target, for example 200 points 

• Designate a score keeper. 
 

The game is played in rounds with a round ending when 

either all cards have been drawn or someone strategically 

plays their “End of Round” card.  



MANIFEST CARDS:  

Manifest cards contain four numbered sets of words, each 

set contained successively longer anagrams.  

Starting with the three-letter word, letters are added to 

form four-, five- and six-letter words.  

The sets are numbered 1-4 to correspond with bonus 

indicators. For example, if FOAMS was made, instead of 

scoring 15 points, it would yield 30 points with this 2X 

“Manifest 3 Bonus”: 

 

  
 

ADDITIONAL MANIFEST CARDS:  

You can print unlimited manifest cards at our website: 

https://brainy.games/lockdown/ 

https://brainy.games/lockdown/


GAME PLAY:     

On each turn, a player:  

• Must pick up two letter cards from the draw pile 
and/or the discard pile 

• Optionally, simultaneously trades a card from their 
hand with a card from one or more other players’ 
hands. That player selects their card to trade without 
first seeing the other player’s card 

• Optionally adds a single letter to one or more 
opponents’ words to make a valid word, rearranging 
letters if needed, thereby getting rid of unwanted 
letter(s) 

• Optionally steals a single letter from another player’s 
word to make a new word. See “Stealing” below. 

• Optionally forms one or more new words, placing 
them in front of themselves 

• Optionally locks their word by flipping over its letters 
• Optionally collects and/or rearranges some or all of 

their exposed letters to form one or more different 
words, placing remaining letters back in their hand. 

 

At the end of a player’s turn, the player must maintain 

exactly seven letter cards. If more, discard. If less, pick up 

necessary cards from the draw and/or discard piles. 



Finally, if the player is holding an “End Game” card, they 

may play it to end the round. 
 

STEALING WORDS: 

A player can steal a single letter from another player’s 

exposed word. That word must be longer than three 

letters. The player first rearranges the letters as necessary 

to for a new valid word. The letter is then used to form a 

new word which must immediately be flipped and locked. 
 

FORMING WORDS: 

Words are formed from letters in the player’s hand. The 

player can play any valid word, whether or not it is in 

their manifest. However, only words in the manifest are 

scored at the end of the round and those words not in the 

manifest will count against the score. Form non-manifest 

words strategically for a brief period of time to allow 

stockpiling of needed letters. 
 

ENDING A ROUND:  

A player holding one of the “END ROUND” cards will play 

the card at the end of their turn. All players then score 

their words. 



Exception Rule #1: The player playing “END ROUND” card 

must have at least one manifest word exposed. 

Exception Rule #2: All players are allowed to remove one 

unwanted letter from their exposed words. This is in case 

an opponent had recently added a letter to their word. 

If any player plays all their cards into valid manifest 

words, then that player can also call “End Round”. 
 

SCORING WORDS: 

Words are scored at the end of a round. Points are 

assigned based on the length of the word as per the point 

value on the manifest cards. 

If an exposed word is not in the manifest, its value (based 

on length value) is deducted from the score. 
 

BONUS POINTS:  

Each player holds a bonus indicator. Words found 

belonging to their respective manifest number (1-4) are 

scored based on the bonus multiplier. 
 

  



ENDING THE GAME:  

The game is over when someone hits or exceeds the 

predefined target score. If there is a tie, play another 

round. 

FAQS:  

Why make words not in my manifest? To stockpile 

letters for future words. This can be “dangerous” if the 

round ends prematurely. 

Why trade letter cards? To try to snag a missing letter. 

Why lock a word early? To prevent other players from 

changing your word.  

Why add a letter to an opponent’s exposed word? To 

eliminate an unwanted letter or to thwart an opponent. A 

new word must be made. 

Why remove a letter from an opponent’s word? To 

obtain a letter needed to immediately play a new word in 

your manifest. You must make a word and the altered word 

must be valid. 

When to lock your word? When you feel that it could 

subsequently be manipulated by another player. 

  



STRATEGIES:  

• Aim to collect letters for words related to your bonus 

indicator.   

• Select letters for your bonus indicator to maximize 

possible points 

• Fool opponents by exposing words not in your 

manifest 

• Do not trade letters that can potentially be added to an 

opponent’s exposed words 

• Keep track of discarded letters 

• Try to make words matching your bonus indicator 

• Build words that are not in your manifest to stockpile 

letters, but remember to remove these words quickly 

to avoid a penalty 

• Lock words to prevent them being messed-with 

• Thwart an opponent by adding a letter to their 

exposed word to form a new valid word. 
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