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TO PLAYERS OF GAMES.

The only sure and easy method of mastering a
new game is to carefully read through the Direc-
tions. Having done this, place the men upon the
Board, and WITH THEM carry out all the illustra-
tions and suggestions given in the Directions, tak-
ing them sentence by sentence. By so doing a good
game will be spirited and pleasurable from the
start, while a simple game will appear complex
and intricate, if the player fails to pursue thisor
some similar course,
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LIFE'S MISHAPS.

Tais Game is designed to represent the
comic side of the many mishaps constantly
oceurring in daily life.  As these are mostly
accidents, so in the game they are the acci-
dents of the die.

The implements are—one dice-cup, one die,
six colored checkers (called markers), and
thirty-six plain ones, used as counters.

The game is played upon the outside of the
board.

Directions.
Any number of persons may play.
The object of the game is to reach 48.
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The highest throw of the die plays first.

Each player uses one of the colored check-
ers as a marker. The plain checkers are
divided equally among the players, and used
by them as counters.

At the beginning of the game each player
contributes two counters to the Pool.

The first player enters his marker upon
the number corresponding to the spots upon
his die.

The other players follow in the same man-
ner.

When all of the players have entered their
men, the first player throws his die, and add-
ing its spots to the number upon which his
marker rests, advances the marker to the
space baving the corresponding number.
The other players in turn advance their
markers in the same manner until the end
of the game.
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RULES.

. When a marker occupies a Picture space,
its owner must pay two counters to the
Pool.

When a marker occupies one of the
squares numbered 21, 26, 29, and 34, its
owner receives three counters from the
Pool.

. Ome marker only can occupy a space at a
iime.

When a marker is advanced to a space
already occupied, the first occupant must
be sent back to the first unoccupied Pie-
ture space, and pay one to the Pool.

The throw of the die at the end of the
game must be such that it will bring the
marker exactly npon 48. Thus to advance
a marker from 44 to 48, the throw must be
four ; from 43 to 48, five, and so on.
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6. If a player advance his marker to 47, he is

entitled to one-third of the Pool. In case
' the division cannot be evenly made, the
gurplus or remainder should be left in the
Pool.

7. The player first scoring 48 with his
marker receives the balance of the Pool—
the whole in case 47 has not been scored.

&, The player having the largest number of
counters at the close of the game, wins.
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Dominoc Rex.

Turs Game may be played by two, three,
or four persons.

The implements required are only the
Board and Checkers. Dice are convenient
for determining the first play.

Synopsis of the Game.

The Board contains four Tables, two in
cach of its compartments, divided by the
words “‘ Domino Rex.” Each player occu-
pies and plays upon one of these Tables.

Upon each black Domino square, and wpon
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cach of the five numbered spaces aljoining
the Checker Board he places a checleer.  All
other squares are left vacant ; also the five
spaces adjoining the words * Domin Rex.”’

At the opening of the game, the fir=t player
uncovers any one of his Domino =juares.
The next player then does the sacne, and
adds its-spots to those of the squure un-
covered by the first player, and moves the
checker occupying the space whose number
iz the same as the sum obtained to the ad-
joining space of the same number. Euch sue-
ceeding move Is made in the same manner.
The object of the game is to crown each of
the pieces occupying the numbered spaces
In order to do this, the checker musr be first
moved upon the adjoining space by the above
method, and then back again—each pilay con-
stituting a separate move. When moved
back, the checker must be crowned.
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DESCRIPTION OF TERMLS.

Tur Tastes.—Each of the four sections of
the Board are called Tables. Each player
occupies and makes all his moves in his
own Table. That part of a Table divided
into red and black squares is called the
Checker Board, and the remainder, di-
vided into numbered spaces, is called
the Arena.

Tur Dosiso Squares.—These are the black

gquares of the Checker Board, which are
spotted like dominoes.

Tur Rex Row is the series of spaces num-
bered from 7 to 11, adjoining the Checker
Board.

Tue Domixo Row is the series of numbered
spaces adjoining the words * Domino

iex.

Domixo.—When one of the checkers occupy-
ing the Rex, or larger row of numbered
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spaces, is moved into the other row, it
iz in Domino.

TRex.—When a checker in Domino is moved
back to its own space, it becomes a King,
and the player calls out ““Tlex’” as he
crowns it,

Tue Carcrers.—The location of the Checkers
may be described by names. Thus a
checler occupying the Rex row num-
bered 10, would be the Tenth Checker,
a Eing the Tenth King, while a Checker
occupying the seventh space of the
Domino row would be the Seventh
Domino.

DIRECTIONS FOR PLAY.

1. The players throw the die for lead, the
Lighest throw playing first, All subse-
quent plays are made in turn, commencing
at the left of the first player.
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2. The checkers occupying Domino squares
are simply taken off the board one at a
time by each player as it becomes lLis
move. The checkers occupying the Rex
spaces have two moves each—forward and
backward.

3. Each player before commencing the game
should familiarize himself with the posi-
tions of the different kinds of Domino
squares.

4. The first player opens the game by un-
covering any one of his Domino squares,
but does not move any checkers in his
Tex or Domino spaces.

Note.—The particular square to uncover first
depends upon the number of players, and will be
easily learned by practice. i
5. The next player notes the number of gpots |

upon the square uncovered, and uncovers

that one of his squares which will enable
him to move to the best advantage, follow-



12 GAME OF DOMINO REX.

ing the rule of moving according to the
sum of the spots uncovered by his own and
the move of the last player,

6. The other players follow in turn, playing
in the same manner.

7. Only one checker may be moved at a
time, and each checker has only two
moves during the game. When it is
moved forward it becomes a Domino.
‘When it is moved back to its own space it
becomes a King, and the player crowns it
by placing another checker upon it, and
calls out ‘¢ Rex."’

Nore—Each move i complete in itself A
checker is not moved back until a player finds it
to hiz advantage to make dhat move.

8 When a player is unable to produce the
number requisite to move one of his check-
ers, or finds it to his advantage not to do
s0, be simply uncovers a Domino square

* and it becomes the turn of the next player,
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but he must always move a checker when
the ““sum of the spois” uncovered will
enable him to do so.

The player first crowning all his checkers

wins.  Should all the Domino squares be
uncovered, and part of the checkers only
crowned, the players add together the
numbers upon the erowned spaces, and the
one producing the largest sum wins.

HINTS TO PLAYERS WHO HAVE
LEARNED TO PLAY.

This game admits of much scientific play,

and at the same time will be found bighly
interesting as a éame of chance, or in other
words, making the moves at hap-hazard,
without study. The following hints will be
found valuable by persons desiring to become
experts :

Do not waste any moves.
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A Doming fpace once uncovered cannot be re.
called, and its Joss may leave you unable to crown
gome one of your checkers,

When you uncover a Domino square, ¢on-
sider well whether after so doing and making
the accompanying move, all the remaining
checkers can be crowned by the combina-
tions that yon can effect with the remain-
ing squares.

quums.——Suppo-‘e Your opponent uncovers a
Domino square with oie spot, aud you have two
uncovered sixes left, and have not moved your
eleventh checker, It'would Le unwise to uncover
a £ix and move the seventh checker for many req.
sons, but chiefly berause seven could be made in
six ways while eleven can only be made with the
five and six, your opponent Playing the five, and
you the six, or the reverse,

Endeavor to block your opponent’s game by
uncovering a square at a time when le will
be compelled to move at a disadvantage,

Thus it will frequently happen in the later stages
of a gume, that an opponent will have his squares
of tertain numbers all uncovered, and that if you

uncover & particular square in order to lay, he
will either be forced to sacrifice & square that he
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may need in order to crown some other checker,
or to uncover without being able to move,

Watch your opponent’s moves, and if he
uncovers the only square by which you can
make a particular move, make that move in
preference to all others,

Suppose you have no fives, and he has but one
five left, and you have eleven to make, If lie uin.

covers his tivé you must play a six and make your
.eleven, or else lose the largést score in the game,
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