ROCKET TRIP — Ywo, Three or Four Mayers

Each player takes one man and places it in the lower
right comer square of the checker board. The object is o
“Rocket” his mon diagonally across the board fo the opposite,
comer square, wiing the lndia Dial.

Each playsr spins in tum using only the large single num-
bon,ond&monasfo(wa;lfhpoimoﬁbesphm
stops at 1 or 4 he moves one square straight up. i the point
s'opao'2or5,hcmom:quarebﬁwleﬂ.lfﬂnpoﬂ'
nop:at3or6hemmsquandicoonallyupordomn.
Thopluyuwhomﬂs-mbhisopposmwsquou
first wins,

¥ a player's man is awoy over fo the left-hand side of
theboord,hcm\m:phoI,3,4u6iomove.lfaplcyer's
manisoﬂhe'opofmoboard,hmdspina2,3,5,0!6
to move.

RAILROAD GAME — Two Players

OBJECT. The object of the game is fo see which train
can leave ifs station, go on a journey, and retum to its station
first. The train starting from Station 1 must switch when reaching
the purpie dot and go in the reverse direction. The frain from
Station 2 goes straight chead on reaching the purple dot,
but it will have to switch and reverse to enter its station at
the end of the journey. To move to a purple dot, red must be
spun on the dial.

Each player chooses one piece to represent his train. The

large Red, Green, and Yellow spaces on the India Dial are »

used.
FIRST TURN. The player spinning a red hos the first tum.

RULES. (1) A player may move only from one signal or
colored dot to another at a tum.

{2) A player cannot move unless he spins the color of the
next dot. Should he spin any other color, he loses his turn.
Purple spots count as red. For example: A train standing on &
green signal, with red the color of the next spot cannot move
until red is spun.

{3) Only one train may mave on o single track (solid
color} road at a time.

{4) Roads colored half white and half bive are used by
both trains,

{5} The first train reaching o switch (Purple Spot) has the
rlqmdway,mdﬂnmr'mh-wdwanmihmlpu\
hrighteobcondmdmbmomx'spo'.

NOTE_The game may conelst of severol journeys, instead
of one, if the playen 30 agree.
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® FOX AND HOUNDS @ QUIZ
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FOX AND HOUNDS — Two Players

OBJECT. The cbject of this game, played on the red
squares of the checkerboard is to see whether the Fox can
break through the line of Hounds, or the Hounds can comer
the Fox so it cannot move.

IMPLEMENTS. The implements are a checkerman of one
color 1o represent the Fox and four of the other color to
represent the Hounds.

The Fox clways has the first move. The Hounds are set on
the four red squares on one side of the board and the Fox on
the middle red square at the opposite side. The Fox may move
one square for each tum in any direction on the red squares.
The Hounds may move, one in @ fum, one red square forward,
but never backward. Neither side may jump a mon.

NOTE: At the end of each game the players should change
sides.
TIC-TAC-TOE — Two Players

Each player ues 5 playing pieces of a color. The game
is played on a bhkxck of nine yellow and red squares in a
comer near the race track. The object of the game is for a
player to place three of his pieces in a line either horizontally,
vertically or diagonaily. The players take tums placing one
of their pieces in any one of the nine squares. Each fries to
make a line of three of his color, blocking his opponent when-
ever possible. The one who succeeds in placing three in line
first wins the game. The loser has the privilege of starting
the next game.

FLIGHT — Two to Four Players

Each player takes six disks (airplanes) and places one
plane on each of the outer squares of the checker board,
leaving one blank square on each end. The planes are known
os Flight 1, 2, 3, 4, 5, and 6, counting from left to right. The
first player spins the India Dial, using only the large numbers.
One of his planes “takes off* {is removed) from the board
corresponding to the number on which the arrow point stops.
The next player does the same and 5o on around the board,
until all six planes belonging to one ployer have been re-
moved. That player is the winner and scores one point for
each plane the other players have left on the board. if a
player's plane has already taken off and he spins that number,
he passes that play. A game may be 15 to 30 points.

SPIN-NO-ROW — Two Players

The directions for playing Spin-No-Row are found meat
the lower left hond cormer of the Chinoss Checicers star.

RABSIT HUNT — Two to Four Players

The object of this gome is to see which “hunter” can catch
the rabbit.

Each player selects o playing piece for his Hunter and a
large “Wink” is used 1o represent the Rabbit. The Hunters are
placed on the Start line and the Rabbit is placed on the first
black dot by the stone wall.

T}nqomhpluycdmiholimooi\oomdﬁnhodn
The India Dial Is spun to move the Hunters using the numbers
on the inner dircls.

Each player in tum moves the Rabbit forward one line
before spinning the dicl to move his Hunder.

The Rabbit is caught only when, by a spin of the diol, a
Hw'erstopsonﬂnwml'meiiom:pm,of\vhoncmn
advances the Rabbit to a line occupied by a Hunter.

i a spin carries a Hunter past the Rabbit he must move in
the oppasite direction on his next fum.

For a longer “Hunt" start the Rabbit on the second of
third black dot from the Start line.

PUSS IN TAE CORNER ~— Three to Five Players

This game is played in the comers having pictures of cats
in them.

OBJECT. Cne player called “OUT PUSS," who is without
a comer, kaeps his hand near the circle marked “HOME"
and tries 1o secure a comer by touching the hand of one of
the players while corners are being exchanged. The player
who has been “OUT PUSS" fas least in a given length of
time wins the game.

IMPLEMENTS. Each player selects one piece fo represent
his cat.

RULES. (i) The players decide which ane is to be “OUT
PUSS" at the start of the game.

(2} Ployen try bo exchange pisces by sliding their pieces
over the board from one comer fo anolhver.

(3) “OUT PUSS" may secure a comer sither by touching
the hand of a player pushing a piece from comer to comer

orbytouchimapim,no!holdbyﬁoployu,mnhil
outside o comet,

(4) i shding, a piece must never be lifted from the



CHECKERS — Two Players

OBJECT. The object of the game played on the two-
colored Checker board of sixty-four squares, is fo see which
player can capture the most men, or force his opponent’s men
into such a pasition that they cannot be played.

IMPLEMENTS. The implements are twenty-four checker-
men —twelve of one color and twelve of another.

RULES. (1) Each player places his men on the twelve
black squares at his own end of the board. -

{2} Each player in tum moves one of his men toward his
opponent to the right or left using the black squares only.

(3) The men can move only forward and only one square
at a time, except as provided in ruies 5 and 6.

{4) A man on reaching the farthest line of squares
lor King Row} on the board, becomes a “KING" and i
“CROWNED," that is, made double by placing an extra man
on the top.

(5) A King may move either forward or backward
diagonally.

(6) A man may jump an opponent's man, provided the
opponent occupies a square to which the jumping mon could
move if it were vacant, ond there is a vacant square in the
same diagonal line beyond the jumped man. A tum continves
as long as opponent’s men are found in o position to be jumped
or until the King Row is reached. {See Rute 7.} Any man jumped
over in the method just described is removed from the game.

{7} A King may continve fo jump in the same tum, as long
as the opportunities exist, whether or not it touches the King
Row during the jumps.

(8) A King may jump any other man or King os oppor-
tunity offers, but o man may jump a King anly when it is possible
to do s0 by moving forward, on his way to the King Row,

(9) A player must capture o man or men belonging to his
opponent, whersver possible. Should he neglect fo do 30, he
may be "HUFFED," that is, his opponent may, os penalty,
remove from the boord the man who should have made the
capture.

(10]  When two opportunities 1o capiure men ore offered
at the some fime, o player may fake his choice.

STEEPLE CHASE — Two to Four Players

The object of the game is for a player to get his horse
oround the race track in the quickest time. The number of laps
to complete a race is decided before the game but once
around to the finish line is probobly the best. Each player uses
one disk for his horse. Put the horses on the front line of the
colored space marked "'Start” and “Finish." The players spin
the India Dial, ond move their horses in tum from line to line
(not space 1o space) as many lines as the inner number indicates.

When a horse lands exactly on a fine immediately in front
of a jump, {the line with the black spot) he loses a tum and
goes back three lines. ’

When a horse lands on o line exactly on the far side of o
jump, he has another turmn.

TO WIN. The player whose horse first crosses the finish
line, ofter going oround the agreed number of laps, wins
the race. .

BICYCLE RACE — Two to Four Players

The object of the game is fo see which bicycle can go from
Start to across the Finish Line first, using the Race Track and
the inner numbers on the India Dial. Each player selects a
playing piece to represent his bicycle. Bicycles are moved
forward the number of lines (not spaces) indicated by the
number spun on the dial. When a bicycle lands on o line
with a black dot, no other player can pass that line until that
bicycle has moved two or more lines in odvance.

YACHT RACE — Two or Three Players

OBJECT. The object of the game is to sail o yacht most
quickly over the course, the start and finish of which is shawn
by the heavy black line between the Red Flags, and which
consists of all the squares outside the steeplechase path.

IMPLEMENTS. Each player chooses a piece {o represent
his yacht. Yachts follow the direction of the arrows in going
around the course.

The number spun on the India dial (use only the large
numbens) indicates the number of squares to be moved each
tum. Each move must be in a straight line, but may be in
any direction.

The first player to reach @ black Stor square or the smail
Arrow square hos the right of way for an extra fum.

Thz finish line must be crossed between the Flags, before
the roce is over,



AMERICAN CORNERS — Two Players
OBJECT. The obiject of the game is fo see which player
first can cover comp his opp 's nine comer squares
(the red and yellow squares) with his own men. The game is
played on ol the squores outside the circular steeple-chase
path,

IMPLEMENTS. Eighteen pieces are used, nine each of two

RULES. (1) Each player places his nine men on the nine
red and yellow corner squares nearest 1o him.

(2) Each tum consists in moving one piece one space in
any direction, except backward, except as provided in Rule 3.

(3} A man may jump over any man next to it, provided
there is an open space beyond, and may continve to jump
over his own or his opponent's men as long as there are
empty spaces beyond.

(4) A man jumped over is not removed from the game.

INDIA — Two to Four Players

OBJECT. Each player strives to get his four men from his
starting point to “HOME" in the center of the board.

IMPLEMENTS.  Four disks of a color for each ployer, and
the Spinner marked “India Dial." The number spun is defer-
mined by the small figure in the second circle to which the
arrow points, plus the large figure in the adjoining space in
the inner circle. When these two figures are the same they
count as Doubles,

Each player stations his four disks on the comer ot his
right. They play in tum, clockwise around the board.

The players first endeavor lo enter one or more of their
disks. This is done by spinning the dial and when the total sum
of both numbers equals five, one counter is entersd on the
blue Star space at the left of the comer where the ployer's
disks are stationed. if double five or ten is spun, two disks
may be entered. If five ond some other number is spun, enter
one disk for the five, and move a disk a3 many spaces as the
other number indicates.

It is advisable to enter all the disks as soon as possible.
When a disk has been entered, it may be moved about the
board from space to space until it is brought to the red path
dirocﬁyinﬁuwofﬂnployor.ﬂnnithmodup"wtpoﬁ
fo the “Home" space in the center of the board.

INDIA—Continued

hmokhgﬂnm«'honumbenhlhomdfdumybe
added together, and one disk moved the total number of
spaces, or two disks may be moved, one as many spaces os
the number in one circle and another os many as the number
htheotherdrde.lfboubluofommborisspm,i'isuudm
that number four times; as when “Double 6" is spun all four
men may be moved six spaces each, any two men twelve
:pooaoodlormymmnnunry-fowspamwnonhi
impouiblefofoplayubmovehixmnormlh.hum
ofipoces'o\dlidlbekmhd,hismhu.

Whmopluyumupmmdﬁnvd\ium
occupied by a disk of another player the lotter is captured,
ond removed from the board, after which it must enter the
game again as in the beginning. :

When an opponent’s man is captured, the captor is credited
with twenty spaces, which he must use at once by moving any
one disk that number of spaces. A player is not obliged to
capture an opponent’s man, but it is usually for his interest to
caplure as often as possible, in order to deloy his opponents.

The Star spaces are safety points, and a disk on one of
these cannot be coptured and taken from the board. No player
con move onto a Safety Space occupied by an opponent, unless
it is the entering place of the player which is 30 occupied. In this
case the player may enter on that space and capiure the
opposing disk. Two disks of one color on the same space form
a Biockade, which cannot be passed by any playaer until it is
broken. If a player cannot move without passing his own block,
he must break if.

In order to enter “"Home" the exact number must be spun,
counting “Home" the same as one space.

The one who first succeeds in bringing all four of his disks
into his “Home" space WINS THE GAME.

CHINESE CHECKERS — Two to Four Payeors
The directions for playing Chinese Checkers are found
near the upper left hand comner of the Chinese Checkers star.

TIDOLEDY WINKS — Two Players

maa«mwmmmgam are printed near the
upper right hand comer of the Chinese Checkers stor.



FORTUM

For Two

Thcobieddhomhbgdcpnpbioﬂnhﬁnofhphyu&
mﬂ?mmmhMowwﬂhdwﬁhwwhmaﬂmhﬁHd«muudh

Mmfouadmdorhmﬂupa&sgmmhhdlndm

%Mhr&-&hﬁwbu

WOULD YOU LIKE TO KNOW
1. i you'll be hucky in lifed
2.Hwaollﬂy|iftwilboboppy’
3. What you'll be doing ten years hence?

mmmc-ahmm

WOWD YOU UKE TO KNOW
4. Whatyouromdiﬁonwﬂlboholdugd
5. What your principal virtue is?
6. Whotyou:huddtrytoovomhmum

of
o ”..::a\lng Car;!sYhGroqacno M ing of Cards In G Tweo
b ._. oy very. Ten of Chuirs —Answer 4. Respected.
r 2 Yes. Answer 5. Strength of character.
‘ Amswer 3. Making trouble. ¢ 6. Namow-minded
Nine of Hearts —Answer 1. No.
Answer 2. Moderately 30. Four of Diamonds —Answer 4. Beloved.
Answer 3. Looking out for others. Answer 5. Unselfishness.
Eight of Chubs —Amwer 1. Moderately. Answer 6. Hesitation.
Answer 2. If you rule your temper. Queen of Spades — Answer 4. Very happy.
Answer 3. Going on a long journey. Answer 5. Gentleness.
Four of Spades —Answer 1. Poor kuck on the whole, Answer 6. Lack of decision.
Amwer 2. " all depends on yourself. Five of Diamonds — Answer 4. Well cared for.
Amswer 3. Riding in your car, Amwer 5. Open-handedness.
Nine of Spades —Answer 1. Yes, if you watch out. Answer 6. Faithlessness.
Amnswer 2. Yes, quite happy. Six of Chobs
. ~—Amwer 4. Lonely.
Answer 3. Litthe harm and much good. Anawer 5. Stermness.
Seven of Hearts  — Asawer 1. More luck than you deserve. Arewer 6. Cold-heartedness.
Argwer 2. Y happy.
Amw:: 3 mwxy Queen of Clubs  — Answer ; Happy and contented.
Nine of Diamonds —Answer 1. Luck will be marched from Anewer 6. Lock of discrimination.
you.
Amwer 2. Avoid temion ond see the Seven of Spades —Answer 4. Quist and peaceful.
change. Answer 5. Chearfuiness.
Answer 3. Pulling yourself sogether. Answer 6. Foolishness.
ThrnofD‘o-ayds.-Amworl.chbmbcm. King of Haarts —Amswer 4. Full of honors.
A:u\v«l\’eghoppymgh. Arswer 3. Fine character.
Amw!.ﬂcvhgamyd'bo. Answer 6. Vonity ond concelt.
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: TELLING

* More Players

nnfamhﬂofohﬂumﬂmfo-tmhb&qw,mhhlthoupOm.lhmd\oousmymfthtwp
Ommthogauuboordw@m&m&hmmwwmbmbm&loccodi\gtolho
cardmllod.'ﬂnwmtoqwsﬁano.)a:dNo.BmchofomthmUpOm.Toodhmmeo.l,Sudé

hplay«vﬁoufamkhiqkﬂdnbd:cudsh&wpquadnmmwmu-dhmuﬂhbmw&
fortune fold in oll four groups.

Cese

Tom g

. Questions for Cards in Group Three Questions for Cards in Group Four

WOULD YOU LIKE TO KNOW
WOULD YOU LIKE TO KNOW 10. What qualities you should cultivate?

7. Where you wili find happiness? 11. What is your real dispositiont
8. What you are unreasoncble about? 12. What you think of yourseif?
9. What you should dread? Meaning of Cards In Group Four
H Meaning of Cards In Group Three Six of Spades _. Swo :?:Halrdh ll ;
j Four of Clubs —Answer 7. in unselfishness, Answer 12, Indifferent to seif.
i Answer 8. Yourse!f. Ace of Clubs —Answer 10. Kindliness.
Answer 9. Your own temper, Answer 11. Hord.
K . Answer 12. Quite well pleased.
. Jack of Hearts —Answer 7. In vmu'o. Seven of Clubs —Answer 10. Charity of mind.
Answer 8. Othen' faults.
Amawer 9. Your own faults, Answer 11, Rocky.
: Answer 12. Always anxious.
Eight of Diamonds — Answer 7. In charity. Queen of Hears  — Answer 10. Moderation.
Answer 8. What can't be helped. Answer 11. Too soft and lozy.
Answer 9. Treachery. Answer 12. Don't give the matter much
. -y thought.
Queen of Diomonds— Answer 7. In thinking of ott.ers. .
Answer 8. Your friends’ troubles. Two of Hearts —Answer 10. Patience.
Ans 9 W Arswer 11. Good.
wer Y. Woman. Answer 12. Well satisfied.
Five of Hearts —Answer 7. In love of others. Jack of Clubs ~ Answer 10. Firmness.
Answer 8. Lack of money. Answer 11. All over the place.
Answer 9. Unrequited love. Answer 12. Couldn't be improved.
King of Spades  —Answer 7. In forgetting yourself. Ten of Hearh —Answer 10. Insight.
Answer 8. Over-reaching others, Answer 11. Over indulgent.
Answer 9. Nothing ot all. Answer 12. Not 50 bad.
Seven of Diamonds — Answer 10. Steadiness of purposs.
Ace of Hearts —Answer 7. In the battle of life. Answer 1. Well bolonced.
mmvw 3- El;;rwa‘no‘ Anawer 12, Not self-deceived.
wer V. Uneveness of temper. WISHING. Lot the player make a wish. Then choose &
Bght of Spades  —Answer 7. In working for others. card at random. From this, count every fourth card all oround
Amswer 8. Having your own way. the board. If the majority are red, the wish will be gramted;

-

Arswer 9. Your own faults, if bladk, the wish will aot e gronted.
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SPELL THE PLURAL OF THE FOLLOWING WORDS:

Question.
Answer,

Question.

Question,

Question,

Question.

Question,

cwphul
cupluls
trofley
trolleys
brother-in-law
brothers-in-law
thief
thieves
stimulus
stivwoli
crisis
crises

NAME THE CAPITAL OFR
Canada.
Offawa.
Mexico.
Mexico City.
China.
Nonking.
Cuba.
Havana,
Spain.
Modrid.
Soviet Russia.
Moscow.

WHICH IS CORRECT?

Here (corno) (cavns) Jobn ond Fronk.
Commve.
The"(k)(crdcbcymdfmrgirk.
Tho Unlted States (is) {are) in North America.
ls. '
The poor light (effected) (affected] his eyes.
Affected.
John i one of those children who (has) {have)
foo much to say.
Have.
Neither he nor | (hasi (have) accepted it
Has.

Question,

Answer.

Question.

lOCA‘"ON OF UNIVERSITIES!

what city and state is Yale University
bcotod!

New Haven, Connecticut,

what city and state I Harvard Univensity
'ota'ed?
Cambridge, Mossachusetts.
In what city and stote is Cornell Univensity
located?
Mthaca, New York.
In whot city and state is Notre Dame University
located?
South Bend, Indiona,
In what city and state is Columbia University
locoted?
New York, New York.

Nome the colleges of the “Big Three."
Yole, Harvard, and Princeton.

HIGH AS A MOUNTAMN
In what state are the Bive Ridge Mountawn?
Virgisia.
In whot stote are the Adirondack Mountaws?
New York Stote.

In what state are the Cotskilt Mountains?
New York Stote.

in whot state are the Green Mountains?
Vermont.

In what state are the Pocono Mountains?
Pennsylvonia.

Are the Appclachian Mountoins in Notth or
South Americal

North America.



- QUIZ GAMI — Three or More Players

" One player acts a3 “Quiz Master™ ond osks the questions
" of the other players. Eoch player spins the India Dial for the
’ Mb«ofllnqmﬁonhmw,mhghlomohnrﬁqm

only.ﬂnploy«whoaumm.mtqwﬁanm«ﬂy,

th!hoGomo. .

1. Question.
Answer.

2. Question.

Answer.
3. Question.

Anewer.
4. Question.

Answer.

5. Question.
Answer.

8. Question,

Anewer.

t. Question.
Answer,

All ABOUT ATHLENICSI
How many men are there on o Cricket team?
Heven.
At a track meet, which Is usuolly thrown
further —the javelin or the discus?
The javelin.
At a. track meet, which Is wsually thrown
further —the hammer or the 16-pound shotput?
The hammer.
At o trock meet, which is vsually thrown
further —the hammer or the javelin?
The javelin.
Who is the “Brown Bomber"?
Joe lovis.
From what country do the best hockey players
vsually come?
Conoda.

MENTAL ARITHMETIC
if you had $20.00 and you spent $13.27, how
much would you have left?
$6.73. )
Theee foet plus thirty-six inches equals how
mony yardst
Two yards.
5% pounds ph 24 ounces equaks how many
pounds? )
7 pounds.
if you had a gross of pencils and sold 72 of
them, how many dozen pencils would you have
left?
Six dozen.
if you wak five miles in two hours, how mony
miles can you walk in five hours?
124 mites.

Six percent of 150 is how much?
Nine.

|

HItHT

Question.
Answer,
Question.
Answer,

HOW MANY SIDES
How mony sides has ¢ cube?
Six.
How many sides has a squaret
Four.
How many sides has a rectangle?
Four.
How many sides has a hexagont
Six. ’
How many sides has an octagon?
Eight.
How many sides has o pentagont
Five.

WHAT DAY OF THE YEAR DOES THIS REMIND YOU OFt

L

Question,
Answer.
Question.
Answer,
Question,
Answer,
Question,
Answer.
Question,
Answer,
Qvuestion.
Arswer.

Pumpkins.

Hollowe'en or Thonksgiving.
Resolutions.

New Year's Day.

Hatchets and cherry trees.
Washingfon's Birthday.
Rabbits.

Easter.

Holly.

Christmas.

Hearts,

Valentine's Day.

WHAT DO YOU KNOW ABOUT PLANETS

HU!

Antwer,

Name a planet beginning with the letter “V."
Venus.

Name a plonet beginning with the letter “E."
Earth,

Name o planet beginning with the letter “J."
Jupiter,

Nome a planet beginning with the fetter *“U."
Uranus,

What is the name of the largest planet?
Jupiter, .

What is the nome of the smaftest plonett
Mercury.,



