ing to the word is played, the Leader says
“Yes.,” Suppose the letters S and A to have
been thus accepted as of the Hidden Word,
the player next in order will try to decide what
the word may be. If he thinks it to be SALE,
he will endeavor to play either L or E. The
next player will use histaﬂiutlgment in the same
manner, and so on, until the last letter needed
to complete the word is played, when the Lead-
er must say COMPLETE, and the last player has
one minute to name the word, Should he name
the wrong word, — for instance, calling it same,

~it is then open to all the players, and the one ”

first naming it correctly takes it.

Every word counts five points.

Each letter composing the word counts one
point to the person playing it.

Ten points make the game. If desired, the
game may be increased to fwenty points ; or, to
make a guick game, let the person faking the
Word be the winner.

No. 5. Variation of No. 1. Instead of
drawing seven letters from the box, each player
draw;ughut one at a time. If the first letter
drawn does not form a word, — like O or [,
~-it goes to form a bank, and is placed at the
centre of the table. If the letter next drawn,
either itself, or in connection with the one in
the bank, will make a word, the player takes it,
and keeps it in si{)ht.
go to the bank. Players can use any letters in
the bank, either to make words for themselves,

Otherwise the letter must .
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or to “ catch " from other players, as described
in No, ! and No. 2. It renders the game more
interesting to discard all words of ‘less than

Tt five W rds (or for lo

ve Wo or for longer games seven or
ten Words) make the game.

No. 6. The Logomachist. Draw seven, as
in No. 1, and play seven into the bank, face up.
Use one letter from your hand, and any number
from the bank either to make a word for your-
self, or to “catch” from some other player.
(See rules for No. 1 and No. 2) If youcan do
neither, you must play one letter into the bank.
Only one word can be made at a time (at each
round), When the letters in hand ‘are used,
each player again draws geven; but none are
dealt to the bank except at first. The player
first securing and holding seven words is the
winner.

Trr GAME OF LETTERS IMPROVED FOR THE
LocomacuisT, for playing all the ular
“Word Games,” (Logomachy, eto.) has more
cards and of more convenientsize (a rer{!greas
wmprovement) than any similar set, and
nounced *“‘the best of all.’’ Price, , 80
cents. :

r——
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THE ORIGINAL

GAME OF LETTERS.

e

THE (GAME OF LETTERS was first invented
and published in Salem, Mass., and the original
i b)]'(un several years ago.
From the very first it took rank as one of the
very best, most entertaining and instructive of all
household games, Wffording an almost infinite
variegy in ita.,combinations, and ineciting the live-
licst®nterest among persons of all ages. [ts
undisputed populavity caused the appearance
from time to time of numerous imitations or so-
called “variations,” all of which, it is safe to
say, owe whatever interest they to the
principles and suggestions adopted in the original
preparation of the game. Thus, under the titles
of “Alphabet Bewitched,” “ Word Making and
Word g‘nking' “The Letter Box,"” and various
other appellations, the game has been presented

—— -
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to the public. The publishers have preferred to
retain the original title,

GAME OF LETTERS,

Putting it up in the present enlarzed and im-
roved form, giving a sufficient number of alpha-
Eeu (arranged according to the proportion of a
printer’s *‘case’’) to play

Every Letter Game Ever Invented.

Below are given the original rules, and also some
of the modern variations,

DIRECTIONS.

No. 1. Word Catching. Fortwo or more
players. Each player selects seven letters from
the box, being careful not to see what they are,
Each person must then make as many words as
possible with the letters thus drawn, and arcange
them where they may be seen by all the pliiyers,
The p].:ﬁ'er hgving the longest word then con-
tinues the e h]y drawing one letter from the
box, and if’ with this lettor, and those remaining
in his hand (or any of them), he can make a new
word, hgfpluces it, face up, with his others. If,
instead making a new word, he can * catch ”
one from some other player, either by adding or
prefixing one or more letters, which he holds, he
should always do so. Thus, if a player holds

Y
/

N Sl

o

the letter 7, and some other onc has the word
Lip, the former can * catch” it by making it Ciep.
Or if he should hold the letters ¢ and r, and 1€c
word Mast be upon the table, he could make it
Master, and take it.

The next J:laver, on the left, then draws one
letter from the box, and so on, until the game is
finished. When a player can neither make a new
word nor “ catch” one, he must announce that he
is “ blocked,” and wait until the next round.

Only one point can be made at cach turn.

The person first securing, and holding, fve
words, wins the e. Elf esirable to make the
game longer,.the number to win may be in-
creased to seven or ten.)

No. 2. Second Method. Same as above,
except in Catching Words, liberty is given to
change the arrangement of the letters whenever
desired. Thus, supposing the word Ear to be
upen the table, a person (in turn) holding the
letter D could catch it by making it Read, etc.

No. 3. The Word Puzzle. This may be
played by two or more persons, Each one tak-
mg in it selects, in turn, the letters of any
word which he bas in mind, and gives them to
the others to form the word. The words select-
ed should always be such as are supposed to be
familiar to the whole company.

Severnl words may sometimes be made with
the same letters, viz., the words items, times
smite, mite, e-mits. In sucha case it is rvquimci
@ find all the words which Tan be made with

rson first making the

the given letters. The
r of words in a given

word, or the largest num
time, is the winner.

No. 4. The Hidden Word : Wno Fixps
rr? Forany number of players, —the *‘more
the mervier.,” Choose one to be Leader. Each
jlayer (except the Leader) will draw five letters
‘rom the box at random. The Leader must then
think of some word, and state the number of letters
it contains, This is the “Hidden Word.” He
then passes the box to the player on his left,
who, having closed his eyes, draws one letter)
end places 1t, face vp, upon the table. If it
proves to be any one of those required to make
the Hidden Word, the Leader says “ Yes,"” and
it is placed near the centre, in view of all the
players. If itis aof one of the letters composing
the Hidden Word, the Leader says “No," and
the player keeps it. The Leader passes the box,
to each player in turn, who must draw a letter
in the same manner. After the first round, the
slayers are at liberty to play eitber the single
lctrcr drawn from the box, or one ot the five first
dvawn, and the person who plays the letter
which completes the word, and states what the
word is, holds it. In case the person playing the
last letter fails to name the word co: y, then
the one who first speaks it takes it. :

For example : Suppose the Leader selects the
word Seam. Ile announces that he has thought
of & word of four letters. Play then begins as
before deseribed. Whenever any letter belong-

-




