.. quently be disappointed in undesirable ones which,
however, must be accepted and placed in the best
", possible position, and the fortunate drawing of a
coveted number will open up the columns in a most
unexpected manner, and your stacks will be com-
,  pleted. Continue the drawing until all counters
“¢ have been placed.
The added numbers on the top oft {our stacks
will give you your count for the game.
.. It can be played with partners, and one of the
party keep tally.
Each player in turn takes the place of the ]eader
~and calls off the numbers. It is possible by the best |
way of placing your numbers to make 52 in one

e tamable many times in succession.

. A moderately good player, however, can make
»52 in one game out of three. "

' Solitaire may be played by the person taking the
place of theleader, drawing from the counters (face
down), and proceeding as in the regular game.
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Numerica, '&?

NUMEHIC’A has proved a most fascinating game to

the many who have played it, for aside from
its popularity as a game for two, three, four or
more players, as a Solitaire, it is unequaledA

... Directions ...
Each player’'s set consists of 52 counters of the
same color, numbering from 1 to 13 inclusive, 4 ot
each number.

One player acts as leader, thoroughly shuffles his-

counters, places them face down from which he
i calls off the numbers as he draws the counters at
random
All other players arrange their counters in rota-
tion and four of each denomination together, that

- they may be readily placed in the columns to be

formed as they are called

AGCA

ARCHIVES



{ o
s {

{ ) . / /7
i . 4o : L P (or
. i ' 13 13 L 1 ; % T he leader now calls the numbers of the count-
? 12 9 ) 10 . . 1+ ers drawn from the box, and he and the other play-
§ 11 10 9 4 A1 . ers each place their own counters in four columns,
% ‘ 8 7 3 . ! from which four stacks are to be built of consecu-
6 5 2

tive numbers from 1 to 13 inclusive.
=~ When fortune favors you with l—-xlgw
build on your & by taking 2 tromf columlr:ima,r.‘
3 from column 4; 4 from column 4; 5 .rorrfx col e
3; 6 from column 2; 7 from column 3: 8 .romft. o
uﬁm 2: g from column 3; 1ofromcolumn 2} 11110

The object is to place the counters in the columns
_in such a manner as to avoid ‘‘shutting in” a smaller
“nhumber by a larger. for only the last number in

any column can be added to the stacks. When 1
is drawn from the original quantity of counters, sct
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. mn 1: 13 from column I, it aside as a foundation of one of your four stacks.
'}’" . co](\11mn lh.a;Ze (f,;(;n;fc}?gzr stacks ci)mplete. Usually i Counters must be drawn by the leader until the
1 - qu]:l have two three and even four stacks build- required numbers for your stacks are drawn or the
{" - \?theas\;.me time, for as soon as you draw a 1 ° | | quantity is exhausted.” For example of a “game,”
4 mng a rreiies 10 sta’ck. ) : <1 . should 10 be the first counter drawn, let it head a
¥ you:comme < he best way of plac- 7 column; next if a larger number let it head anoth-
This is simply to illustrate the b= i for- +1 |  ercolumn, if smaller place it under the number
- g bers, as you will not always be so for- =4 | imn, 1 T place 1b upcer the <
. ing the num ' }i <s numbers to place under ¢ nearest it in value, always remembering to avoid
! e ao d?(.)vri l?cations may arise and pre- ¢ if possible, “shutting in” smaller by larger num-
[ ¢ greater, anl sof 1f§rmati0n of your stacks. - ;.  bers. At times this will be unavoidable, but by
4 ventthe success g 10N ; ¢ desizable . practice you will discover the best way of dispos-
3 As the drawing 18 simply a‘fh‘f{r},ce 0 '+ will fre- i} ing of your numbers, Suppose four columns to be
. numbers for your columns or stacks, yoO |7 thusfar formed:
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3 The Game NUMERICA is it is Played,
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