must give the nome ond nationality of the plane
when he lays it down, and must forfeit his next
turn if he fails to do so.

The three KEEP 'EM FLYING cords and the
YICTORY card ore wild end may be used in
ploce of ony missing cord when forming sets. A
ployer having the cord for which o wild cord
hos been used may place that card in his
opoonent’s set and toke the wild card to use in
farming his sets of cards. A player may use a
wild cord o5 @ fourth card in o set but enly on
the turn when he goes out,

Sets of fighter plones may shoot down sets of
enemy bombers, as follows: At the time o player
lovs doewn o set of American, British, or Russian
fighters, he looks al the cards his opponents
hove laid down. If any of these are German,
Ita‘ian, or Joponese bombers, they may be shot
down. The ployer with the fighters keeps the
two sets of cards foce down, next to him, to
add to his score at the end of the round. Axis
fighters may shoot down United Nations bombers
the some way.

The round is ended when one of the players
hos loid down or discorded oll his cords.
METHOD OF SCORING e At the end of the
round each player scores 10 peints for each
bomber ond 5 paints for each fighter he has
loid down ond subtracts the same number of
points for each of the cords remacining in his
hond. A KEEP 'EM FLYING card counts the same
as the card for which it wos substituted; the
VICTORY card doubles the score of the set in
which it is used unless jt is played on the last

[Continued on Card 2)
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This gome may be played by 2, 3, or 4 players.
The game consists of o deck of 52 cards, includ-
ing 3 cords each for 16 different types of Amer-
ican, British, Russian, German, Italian, ond
Japanese military planes, 3 KEEP 'EM FLYING
cords, ond 1 VICTORY cord. On each of the pic-
ture cords is reproduced an outhentic scale draw-
ing of a military plane. The names of the bomb-
ers are printed in red and the nomes of the
fighters in blue.

METHOD OF PLAY o The dealer shuffes and
deals 7 cords, foce down, to sach player. The
remainder of the deck is placed foce down in
the center of the table, the top card being
turned up to form o discard pile. The player to
the left of the dealer starts the game by drawing
and discarding o cord. He may drow from either
the drowing or discard pils. A player may toke
any card in the discard pile but must always
take all the cords on top of it.

The object of the game is to loy down com-
plete sets of 3 cards—such as the top, side, and
front views of the Lockheed P-38, Compiete sets
of cords may be laid down only during o player's
turn ond o cord must be discorded unless the
player is going out of the gome. The player

{Continved on other side)
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which case it doubles the score of all
::‘d'li:hi:h the player has laid down. If a player
holds o KEEP 'EM FLYING card in his hﬁ
at the end of the round, 10 points must
subtracted from his score. If he holds the VIC-
TORY card, 15 points must be subtracted. The
first player to get 250 points wins the gome.

NOTE The illustrations used on these cords
m? nu:h.n!i: silhouette dromng? of military
plones and may be used in id.ﬂﬁh’m‘ﬂ ond Ic?rn—
ing to recognize planes of the United Mations
and their enemies.
L1
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