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.+ A VERY UNUSUAL GAME.
| Playable by from ore to twelve persons,

'] WIN—YOU LOSE

n
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' A Card Game that Is decidedly original, unique
and thoroughly interesting. . ety Prre WAND
: mmam»mmmvmmm
games that have heretofore been created. »
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on practical ldeas. i
s leity of principle and the of

- playing are such as to enable any person to readily

participats in this most interesting game : while
the possibilities for scientific playing are excep-
tlonal onag b o W
If you Like the Name, you will Like the Game.
Your dealer will supply you, or matied postpaid
upon receipt of 50 cents.

= MANUFACTURED BY s
‘ UNITED GAMES CONCERN,
BEAVER FALLS, PA.
COPYRIGMT, 1910-11 HY FRANK &. MCPHERSBON.

EXPLANATION.

The pack consiats of 48 cards, exclusive of the
Jester Card.
The denomination or playlng value of the cards
{s represented by the index figure on corner of
eard, while the index letter representa the sult.
The denominations and suits are as follows:
Denomination 1, 12 cards. Suits 3A,3B,30&3D
. s s “ PRSP “
{apg " . i - “- = - “ “
i “

i " “
.On the face of cards are characters which

- farnish the body or substance of the game.

All plays should bowever, be governed and
played from and according to the index.

©On card No. 1 in red, 18 the letter L card No. 2,
the letter W, card No. 3, the letter I and on card
No. 4, the letter N.

On the opposite ends of these cards are shown
the following letters in black:— Card No. 4, the
letiers YO, on card No. 3, the letter U, on card No.
¢, the letters LO and on card No. 1, the letters SE.

Thus, when any four cards of the above denom-
inations are placed face upwards and lo consacu-
tive order, they give you the winning phase of the
game; 1 WIN, while the opposite ends of same
appear before the loser thus; YOU LOSE

Preferably, no trump s used in the game,
plays belng governed by denomination and suit
only.
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PLAYING RULES
TWO PLAYERS

Thoroughly shuffie or mix the cards, dealing
9 to each player.

When two persons only are playing, one not
dealing leads with play.

Player leading, continues to do se until he
falls to secure trick; when player taking same
makes leading play, as 18 the custom in ordinary
cards.

Player leading, plays such card as according
to his jndgement, thought advisable; which knowl-
adge Wwill become apparent after the playing of
a number of games.

Endeavor to securs or win among such tricks
which you may take, ONE EACH of denominations
1, 2,3 and 4, (regardless of suit) same 10 be top of
last cards played. Trick to be placed in pack form
tace up (exposing last card played only) before
player taking same.

In accomplishing this you have won, while
your opponent has of course loat

It {s not necessary that the required tricks be
taken in their regular 1,2, 3, and 4 order, but ANY
card you need may be taken and utilized at ANY
time during the progress of game.

Each card can be taken by but one other card
or dencmination ONLY, as follows: 2 TAEKES 1,
3 TAKES 2, 4 TAKES 3 and 1 TAKES &
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* ~Suit, (A.B.Gormmwhotol.lowadlnnmm-
lmwnhtmarlaadpm.wnenpmue. ¥

In order for & follow play to secure trick, not
only must card be of proper denomination, but
of similar suit to lead play card.

In case of being unable to play suait, dispose of
such card as you think best; and If possible, one
which you may not eapecially need and yet will
not ald your opponent in way of progresi.

When making a lead play, itls usually pollcy
to play such card, when possible, as will likely
procnmacudwhmhmmmneedul should
your opponent not win same; or such as would
require opponent to DIAY & winning card that he
does not need.

Regardless of who wins a trick, the last or top-
most card played s the one which must be utilized.

By observing the illustration on JESTER show-
ing small cards, it should enable one to readily
understand the primary principles of the game.

1In brief, endeavor to secura such cards (1ast on
trick) a8 you need (1,2, 3and & and give to your
opponentmchcardtuhedwnmneador
already has.

‘When the top or last card on the trick is & du-
plicate denomination to that already possessed DY
and on the board before the winner of same, then
such trick is inefective (turther than to place
him in lead) toward progress in ecompletion of
board and 18 laid aside as discard,
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In the svent of entire pack being dealt out and
no one ai yet having won gamse, the discards are
shufed and redealt untll a winning is effected

1f points are to be recorded, each trick on for-
mation board counts for one polot. A complete or

RULES—PARTNERS
—FOUR HANDS—

SiIX CARDS TC EACH PLAYER

Principle of game remains the same and the
resull endeavored to be goiten 15 ldentical as in
two hand game.

Player to left of dealer makes leading play at
opening of game.

If opponent following one leading should make
a winniog play, then the partner of leader would
be required (should the trick be desired) to play a
card which would be effective in taking card just
played.

In partner playing, the tricks won are takem
care of by one representative player on each side.

Pleasa bear in mind: the iast card only on trick,
s the one which is effective and Ilﬂ.lllaliwm
taking same.

. THREE HANDS
EIGHT CARDS EACH
Same genaral method as herstofore described.
PROGRESSIVE PLAYING.

In event of a number of persons desiring to
play in progressive form, games are counted at
such time as any player or players sucoeed In
completing playing board.
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ing board (four tricks) would count four
polnts,

‘When more than three hands are playing, the
TOP OR LAST CARD on trick only, is taken and
placed on board before winner, (providing card of
that denomination is not already represented Lhere)
balance of cards being lald aside as discards,

Discards must be kept separate from balance
of undealt cards in pack, till such time as pack is
exhansted.

In playing games whers more than four hands
(from 5 to 12 hands; are participating, the entire
pack should equally as possible be dealt out, any
odd cards that might be laft over, to be discarded.

JESTER

The Jester or 48th card is but an extra or side
card, which may be usad at option as follows ;

This card played at any time, will take any
trick regardless of what other cards may be
played. .

It however, the Jester should be the last or top-
most card played, trick is not effective, further
than to place player of same in the lead. Jester
may be played with excellent effect on & trick that
otherwise would have been taken by opponent,
especially when the mmldhlwmadehm
a winner,

When Jester card 8 led, player may specily
sult, and in accordance with which follow plays
must be made, If possible.

SOLITAIRE

(+eneral rules regarding denominational value,
sults and order of playing, are same as heretofore
given.

Deal out three hands of eight cards aach, plao-
ing each hand In a separate row, face upward, ex-
cept the first hand dealt, which is left in pack
form, face downward.

Of the three hands dealt out, each represents a
player.

Playing s done in the same manner as in a reg-
ular three hand game, except that one person doss
the playing of three hands

Alsa, in that the plays made from the first hand
dealt are of a blind nature, on account of cards
being face downward.

Last hand dealt, is accepted as the players hand.

In beginning game, first play is made from
unexpossd hand followed by play from hand repre-
senting other opponent, and third play from the
remaining upturned or expossd band, which rep-
Tesents person playing.

Hand winning trick then leads.

Three formation boards are kept, in order that
it may be seen just what progress 18 being made
by each hand.

— = el Il

Fiayer at all times should play to the best possl-
ble advantage for the particular hand that he st
the timé may be representing In thus doing,
hand of the individual is placed to somewhat of »
diswdvantage, which facst should be appreciated.

In piaying Solitaire in the foregoing described
manner, obe will find it to be a maost facinating
game.

Opponents' boards should be placed in such
position as would read You Lose,(ln event of being
completad) to solitaire player.

A further slightly varied method of playing
solitalre and which affords nm opmnunm' Snr
deep and careful calemlation a y
follows: Deal out thres hlw utewhtwmmh.
ihe entire three hands to be placed face upwards
Each representative band belng piayed and looked
afier in similar manner as in foregoing method.

HANDS-UP

A very novel and exoellent form of I Win—You
Lose; playable by three or more persons.

All hands dealt, are pisced tace upwards before
players and exposed to full view. This manner of
playing affords an unusual epportunity for dnn
observation and study and shouid be played with
extrome mm. “Handsup" 18 governed by same

rules as her given, m:hnnll
hand.umupmadwm

At all times, player in all I Win—You Lose
games, should use best possible judgement in the
making of each and every play.

Study carefully, your board, opponent’s board,
your hand, opponent’s hand, (to the best of your
ahﬂrty)udumuﬂplauﬂ




