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THE IDEA OGS THE GAME

Players act as Reporfers for the several Newspapers publizhed in the
city of "Urbania.” As in real reportitig each player attempts to bring in
as much News as possible, to be the fir<t to reach and report on happenings
of importance, and to be on the spot 18 soon az possible after any major
disaster or catastrophe has occurred. By so doing he may accumulale
credits which make him the “Star Repirter” and ‘the Winner of the Game.

~EQUIP!_ENT

The game is played on a board representing an airplane view ol a
countryside on which are shown Roads, Railroads, Cities, Airplane Landing
Fields, ete. There are two dicgdor determining moves, six eolored pins,
six telephones, and six airplanes for players to use in pursuit of news.
Tere are also three zets of cards as follows: 63 News, 8 Disaster, and
& Catastrophe, ;

RULES
(For two to six players)

;= Start the Game

Shuffle the three kinds of eards separately and place them in three
piles with the illustraled side face down in any convenient place on the
tables Each playver then draws one NEWS CARD ; and selects as his playing

«wes a pin, a telephone and an airplane, all of the same color. He turns

s Wews Card illustrated =ide up in front of him and sticks his pin in the
ceniral city marked “Urbania.” He retains the telephone until used later
in the pame and places his airplane on the airport at Baytown near Urbomia,
Now all playvers throw the dice in turn and the player throwing the highest
total moves first and is followed by the other players in rotation to the left.

Location of Cities

On his News Card the player will find an Event noted., a City given
where it took place, and the number of Points to which he iz enfitled when he
reaches this city. He will also find a letter and number in parenthesis on
t::c card. By means of this letter and number he may locate his ecity on
the map.



(Emmple' If hia card remia Midedetown (F- l{J} “he 'should 1'0]!015« w1i,h
hiz eye an imaginary line from F to Feacross the board to the point where
it intersects another lmaglnm:, c'l*nfif_h from 10 to 10 up and d:mn Lhe board:
Near this intersection I'-'hddletown Withe faund 3 il

Methods-of Trt:wel Bl

E:

There are Thoe Meihuds of Trawvel which a pl;},ver may uze Lo reach the
city where he must pick up his News Assignment. He must announce his
method of travel befure tb.mmnq the d.tce -

WILTHE}D._NU 1

He may o by A U.’[‘('JMOBILE, in which case he throws the dice and
moves his pin along the road (cireles conneeted by a line) in the direction
he wishes to go as many white cireulay spaces as the total throw of the dice.

METHoOD No. 2

He may go by TEATH but in Lhﬁ; case he must be on some city which is
cn o Railtoad or must reach it by theow of the dice before he can start to
use thiz method of transportation. If his pin is alveady on a city and he
wishes to travel by rail, (and so states), he throws the dice and if either
of the dice shows an Even Number he moves his pin to the next cily on the
railroad line in the direction in which he wizhes to proceed. - (He moves in
this same way by rail on each tarn if one, or two, of his dice has an even
‘number of spots exposed.) On the other h-:l]'.ld if he finds both dice show
“odd numbers, he cannot move on that turn, buL must wait until, on a
following turn, he throws an even fiumber beime he can proceed {rom one
city to another b rail. SRl | T

“—  Examples: Flayer m:w move on 4-3, 6-1, 44 ete., bu1 cannof move on
5-1, 5-3, 3-3, efe.

Note: A player may change frem train to cqutomobile at any time if
he announces before throwing the dice that he wizshes to do so0, but he may
only change from em automobile to a train either when he i already on a
city or on the turn cdter he reaches a city by throw of the dice which nesd
not be exact.

MerHOoD No. 3

He may go by AIRPLANE. To do thiz he must travel by train or
automobile to an airport. (He need not reach the airport by exact throw.)
When he reaches an airport he must throw a total of 7 or 11 to telephone
(zee below “How to Telephone™) for his plane unless it has been left at
that particular airport on a previous turn. When he has it at the airport
he wishes, with his pin, he must then throw a double on a succeeding turn
to fly. When he shakes his double he may move his pin and plane to any
airport on the board.

At any time a player’s piece is on any city, he may telephone to have
his plane moved to any airport, but he may not fly unless his pin iz on that
airport either when he makes the call or when he reaches it later by regular
moves of his pin.

Note: The chances of shaking doubles are only one in six ao that a
player may have to wait at a port several turns before he can fly, but this is
a very useful method of travel it a player is compelled to travel all the way
acrose the board.

Planes are all placed at the airport at Baytown near Urbania at the
start of the game. Once a player has used his plane he may leave it at



any airport to which he has flown and proceed with his pin to an} p&rt {}f
the hoard and then if he wishes may telephone and have his plane come Lo
any airport on the board. He must then reach, or be a;t. thm cqr'ﬁnﬂ mﬂ1 lusuh
pin and shake a Double to fly. =

Obtaining News

; As the ordinary run of News iz not difficult to ohﬁam l:rv a repurtm
“who reaches the place of the event, it is not necessary t,gr{-a. player to reach
“the :;,a.]:*.r designated on a News Card by exact throw of the dice. For example:
Al plau ei three spaces away may throw a total of ;even on the diee and
move ﬂuﬁe @i this seven to reach his city, agr;mﬁen?ﬁethe other four points
in order e dn g0, When a player reaches théﬂ e which was noted on the
original News ﬂarﬂk:he iz considered Lo E*!we “jesl fha%deqn el m Em ma.-
tion for his papesandn ¥ then turn this i
as the beginning of & p = uf cards which 3 1“:34:3@&% has eredlL at’ tne
end of the game, ; ; : g:';..‘ SR

ent he may then secure a

Alter a pl.-n e has r:nmph=1er1 an Mﬁl
pr News Card. as soon as he

new: News Asgsignments by drawing anofhis
returns to “Urbania” (which he need HD'E' fch by exact throw) by any
method of transportation, or he may pre %ﬁw&e‘iephune in to hiz paper to
SeCUTe a new News Aszignment {ﬁ&i&gﬂﬁmﬁd be]ow

How to Telepl;one

At anv-timeSwhen o plavers pin.is tly on any city, no mailer
whether it ia where he went for N%wét gt not, he may telephone to hiz editor
for a new News Assignment, pl: i e ﬁourne that he has completed the
assignment he was working o ).m‘ 4 an airport for his plane. To do this,
he must put the little telephone pmf‘e at the side of his pin on the board,
announce he is to telephone, and threw the dice. If he throws a total of
7 or 11 he iz considered to have made his connection and may draw a new
Assipnment (a News Card) if he has telephoned for that, or may move
his airplane to any airport on the board if he has telephoned for that. If
he does not throw a total of seven or eleven he must wait to throw a seven
or eleven on a succeeding turn. :

If a player has made zseveral unsucceszful throws when trying for a
total of 7 or 11 (which he needs to felephone for a new Newsa Assipnment
or Tor his plane) he may decide that he does net wish to try Lo telephone
on Tuture turns, and in this ease after announecing hiz intention and his
method of travel and removing his telephone piece from the hoard before
he throws, he may use any other method of transportation to move his
pin back to “Urbania®™ and secure a new News Azsignment, or to reach the
place on the board where he had intended traveling by plane.

NOTE CAREFULLY : If a player makes a throw to telephone and has
not placed hiz telephone at the side of his pin before throwing, or if he
has been trving to telephone and changes his mind and throws to move
without removing his telephone before the throw, he loses that turn,

Disaster Cards
FPlayers keep moving around the board, as indicated by the cards

they draw, gathering items of news with their various credits until some
player throws Double Sixes. This player does not move, or obtain an air-
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plane, on this throw, but must turn a Disaster Card face up. The next player
following and all other players in turn, including the player who threw the
Double Sixes, may now temporarily give up their individnal Assignments
and attempt to reach the scene of the Disaster and thus receive the larger
credit. (Specific News ltems may be secured only by players who draw
them, but Disasters are open to all.)

When a real Disaster occurs it is frequently quite difficult for a
reporter to reach the scene and for this reasen, in this game, the cities
noted on Disaster Cards must be reached by the exact throw of the dice.
No player in attempting to reach the city may pass through it or even
count it as a space for the movement of hiz pin, except when he does reach
it. by exact throw. Therefore, il he is traveling by automobilehe must
move his pin back and forth on the yead by which he iz approaching it until
he can complete a move ab that point. However, at that time, (and at any
other time in the game if heswizhes) he may split the total of the throw
of the dice. -

(Example: If he throws a 6 and a 3 he may move 9 either forward or
back or 6 forward and-3 back, or 3 forward and 6 back.)

He must, however, be very caréful in making this move Lo move in
the same direction the total number of spots shown on any one die. He
cannot, for instance, split the six shown on one die to move four in one
direction and two in another. Of course if the city is on a railroad, or has
an airport, he may reach the city exactly by train or plane, provided the
Disaster Card does not forbid planes landing at that particular airport.

After some player has secured the Disaster Card by being first to
reach the city where the dizaster occurred, he places it face down on the
pile of news items he has secured, All players now continue on their
individual Assignments, and move 10 obtain the News Item which they
were seeking, or to return to “Urbania,” or telephone for a new News Item.
They continue seeking regular News Ttems until another Disaster breaks by
the throw of Double Sixes.

{Note: More than one Disaster Card may be exposed at the same time in
which case a player may atlempt to secure any or all of such exposed
Dizaster Cards.)

Catastrophe Cards

Players may vary the length of a game by deciding before it starts
the number of Disaster Cards they wish to draw (uwsually 3 to 5) during
the game, Az soon as this number of cards has been drawn from the
Disaster pile a CATASTROPHE CARD 1s drawn by the next player who
throws a Double Six, ;

- ;_“_.‘-l"_""

All players may altempt to secure this card in the samse Way as the
Disaster Cards and they should do so as, iteaeiil is =0 high that it
frequently wins the game for its POSECISOT. e Sl

Only one CATASTROPHE CARD is g6
game and when this story is obtained =i
aeene, the game ends.

g the pile in each
rer reachingsthe
] LR L Ty : %h:ﬁ—
Players now add up their seore from the poinis.ar cards and the
one having the highest credit becomes “Star Repostr®s anid Wins the Game,

Questions on the play of Star Reporler iuflrbe';"rr';ﬂ% q el gladly by PARKER
BROTHERS, INC., Salem, Messachusefts, if o thyes ceat stamp i enclosed
il o letter. bl =



