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Richard D Ekstrom : The Backwords Dictionary: A Word Ending Dictionary (Third Edition) before purchasing
it in order to gage whether or not it would be worth my time, and al praised The Backwords Dictionary: A Word
Ending Dictionary (Third Edition):

0 of 0 people found the following review helpful. Great dictionary for WWFBY preopl am doing better at my WWF


http://f3db.com/pub/links.php?id=0983375917

games thanks to this dictionary. It isnice to look at a ending letter, look in this product and surprise friends with a
word that fits (especially on atriple word tile!!) Sometimes there are words that you just didn't consider while playing
that fit perfectly.O of O people found the following review helpful. A Great Little BookBy mscatmarGrest for playing
word games such as Scrabble or Words with Friends. For the few really difficult to play lettersin the alphabet the
dictionary gives both words beginning with and ending with that letter. A must have for word game junkies! O of O
people found the following review helpful. Five StarsBy Sharon L Bellingerlove scrabble and have wanted this type of
dictionary ...didn't it existed! happy to haveit

A word ending dictionary for Scrabble, Words With Friends, crossword puzzles, and other wordgames. Contains
words sorted by last letter.Now in an Updated and Expanded Third Edition!

From the AuthorThis dictionary was written primarily to enhance the enjoyment in playing the game of Scrabble and
Words with Friends, although poets, rhymers, players of crossword puzzles and other word games may also find it
useful. In our family, Scrabble is a game we play for our enjoyment and amusement. As such, we are not opposed to
modifying the rules to increase our enjoyment. For example, we might modify the number of tiles each player might
have. Less experienced players would have more; while more experienced players would have less. Thisisan
especially helpful practice when playing with an exchange student whose English is developing. At other times, if we
want afast game, every player will play with extratiles, perhaps nine or ten. And, we enjoy playing with a dictionary.
We use adictionary not because we want to challenge our opponent, but because we want to learn new words, find the
perfect fit for atriple word score, reduce frustration when our memories are working slowly, and we've just come to
enjoy playing that way. The design for this dictionary evolved over a period of years. | kept notes on the size of words
we typically made, what kind of situations posed difficultiesin finding words, and great scoring opportunities missed.
There were four major observations. First, as casua players, we rarely created words in a single turn which were more
than five letters long in total, unless it was done with a prefix such as ex, de, re, pre or un, or asuffix such ased, ing, s
or y. At the same time, most dictionaries are filled with lots of words longer than five letters. This causes visual clutter
which is not only time consuming, but makes it harder to find words you might be able to actually use. In addition, the
probability of being able to make some wordsis extremely small, for example, zyzzyva (atropical weevil). The odds
of having the only z, both y's, both blanks (for the other two z's), and av is astronomical. This, of course, is an extreme
example, and The Backwords Dictionary has its share of improbables, but by limiting the dictionary to words with a
maximum of five letters, it isuseful for its purpose. The second observation, and the one for which the dictionary is
named, is that about 35-40% of the time, a player wants to create aword ending in a specific letter. This, however, is
not the way we traditionally think, and, not to mention, thisis not the way dictionaries are sorted. In other words, in
many situations, conventional dictionaries are not arranged in an easy to use manner. This dictionary solves that
problem by sorting on the last |etter of the word. Of course, you will still need a conventional dictionary for the 35-
40% of the time you need aword beginning with a specific letter. (The other 20-30% are words where the focus | etter
is neither thefirst or the last.) The third observation is that certain letters present special challenges. Theseare J, Q, X,
and Z. These are the highest point value letters and, since thereis only one of each, it is natural to want to optimize the
opportunity. Hence, each of those letters has a chapter for al the words which have the individual letter, regardless of
the position - first, last, or somewhere in the middle. The fourth observation was that often a significant number of
points could be scored with just two or three letters. Typically there were two parts to this observation: taking
advantage of adifficult to get at multiple value square and, making two or even three words simultaneously. The key
istwo letter words. They let you fit into tight spots, and, if you can run a couple of them aongside another word, you
will often get a surprising number of points. Knowing two letter wordsis also very valuable at the end of the game
when you want to use up your tiles, but don't want to settle for just two points. Purists may reject the idea of using a
dictionary, but for usitisalot of fun. I hope you enjoy the game from this different perspective. Richard Ekstrom
Pittsburgh, Pennsylvania



