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The method of this most fascinating Game, which is based on the principal charac-
fers selected from six of Dickens’ most popular works, is very simple, and is rendered
intensely interesting by the combination of some novel features never before embodied
inany game, with the best points of Dr. Busby and Authors Improved. Many of the
cards are printed in oil colors; all of the characters are engraved on stone from designs
by the best artists, and altogether it is considered one of the choicest games published,
and from its popular subject, simple rales, and intrinsic merits, destined to hiave a sale
ouly equaled by the game of Authors Improved, by the same author and publishers.
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Having made the manufacture and publication of Games and Home Amusements a
specialty for the past twelve years, MILTON BRADLEY & Co. have facilities for eco-
nomical production surpassed by none, and they believe that a careful examination of
ir various publications will convince all that for variety, beauty, utility, instruction,
amusement, and real value, they are far superior to those of any other manufacturers,
It is belicved that their list does not contain asingle article that can be classed with the
trash that goes so far to make up the production of those who, in order to take advan-
tage of the present popularity of home amusements, have issued a number of games
with flashy names, but which, on examination, prove to have been mado without re-
gard to variety, originality, or any of the principles of social amuscment and recre-

*ation.  No parent purchasing these games is in danger of introducing Into his family

anything objectionable to the most fastidious. Send stamp for complete priced Cata-
logue, illustrated, to

MILTON BRADLEY & CO., Springfield, Mass.

THE GAME OF WHAT-IS-IT

—OR—

THE WAY TO MAKE MONEY.

‘FHIS Game, whenever properly uhderstood, is very popular with youth
and adults having a genius for business; but although the rules have
heretofore “been very explicit, many have failed to understand them
fully.  We trust the present edition of rules will overcome this objec-
tion, and we believe that no one will experience the least difficulty

if the instructions here given are strictly followed.  First read the rules and
explanations through carcfully once or twice, not more. Then assemble a
company of players, not more than four nor less than three, for the study of
the game; and beginning with the rules of the game, follow them closely
step by step, doing just what they direct without any questions as to the
reasons.  Remember that during the first few games it is not of the least con-
sequence who wins.  If anything can be learned by the showing of any hand
to.the company, let the cards Jbe shown. ~As-300n as one person geis the
idea of the game, all is accomplished. Tt will be scen that the game consists
of 52 cards and four record dials.

The cards have names of various articles of merchandise, which are grouped
in s¢ts; and in order to indicate readily the cards ‘belonging to cach set, the
names are arranged in the same manner that the names of the author and his
books are arranged in the game of authors. To illustrate :

The Railroad set comprises the Railroad, Locomotive, Passenger Car, and
R. R. Ticket. Each card has its individual name in large letters at the top,
and beneath that the names of the other cards belonging to the same set. The
names in small -type are only for reference, and do not belong to the eard,
Each article represented by its card has a value set opposite to its name, thus:
Railroad 20, Locomotive 10, Passenger Car 5, R. R. Ticket 0.

Each card is always worth as much to its holder as the figures on the card,
and, by certain combinations that we shall explain after the rules of the game,
some of these values may be increased. The whole game is an auction in
which each player in turn becomes, for the time, auctioneer for the sale of
some card that he holds; the card representing a piece of property.

The record dials are only a convenient cash account to avoid the paying of
cash or its representative in counters. Thus, on each dial at the commence-
ment of a game the pointer is set at 50, indicating a cash capital of 50 dollars.
When money is paid out, the pointer is turned back so as to represent a reduc-
tion in the cash capital, If money is received, the pointer is moved forward
as many points as there are dollars received,



RULES OF THE GAME.

Rure 1. Let some player, called Dircctor, thoroughly mix the cards, and
distribute them all to the players, one at a time to each player.  Alter the
dealing of the cards, each player must look over his cards and assort _them,
bringing together those of each set, so that when the combinations are under-
stood the salable ones may be easily selected.

Ruri 2. 'The cards having been distributed and the p) wyers all being
ready to begin, the first player to the left of the dealer h.ns Lhe right to offer
some card for sale, stating what the card is.

Rure 3. The person offering a card for sale is at liberhy to bid for it the
same as any other player.

Any person offering a card and bidding it in ]()\C‘i nothing and gains
nothing, and of course no change is made in the cash accounts.

Ruee 4 When a player has the right by turn to offer a card for sale, if
hie has no eard that he wishes to sell, he may call for the sale of any card he
wishes to buy, and the player holding such card must ofler it for sale. It will
be seen that such player is not obliged to sell, as he may bid in the property.

Ruei 6. Whenever a player buys a picee of property, and pays, say 20, he
must move his pointer back 20 towards figure 1, and the player who sells
must advanee his pointer 20.

Rure 6. The right to offer or eall for property goes by turn from right to
left,

Rure 7. Whenever an article is for sale, any player may bid as often and
whenever he pleases.

Rure 8. Whenever any player hesitates about what to offer or call for,
any person may suggest what they would like to buy or sell, and if the player
first named chooses to avail himself of such suggestions he can do so.

Rure 9. The right to call for or offer an article may go five times around
the company, unless «/l the players wish to stop sooner, as they will'if the
company is large, .111«1 it is more interesting not to (Ollllllll(: each g‘nne too
long.

Rure 10. If all the players wish to continue the game more than five
times round, it may be so continued.

Rure 11, Before commencing a game, a majority of the players may
decide on the num¥er of times round that the bidding shall be continued, and
this shall not be changed during the game except by the consent of all the
players. :

Rure 12, The Dircctor must keep account of the number of times the
bidding has gone round, and his account shall be accepted by the company.

Rurs 13. When the bidding has terminated, the property held in the hand
of each player mast be reckoned up and added to the cash capital represented
by the pointer on his dial, and the player having the greatest amount of
property, inclnding the cash represented by the dial, wins the game.

Thus far the value of each card has been reckoned at the figure set opposite the cArRD
NAME, but in reckoning up the account of stock at the end of the game the values of
many of the cards are very much changed by the combinations of the cards of the same

set held in one hand; and of course these prospective combinations in the account of
stock are the objects in view in the purchase and sale of the cards daring the game.

Rule 14.—At the close of the game, all cards of the same
set held inone hand count each equal in value to the value
set against the highest card of that set held in that hand.

Thus, suppose a player at the end of a game holds the Railroad, Locomotive and
R. R. Ticket, The TLocomotive and R. R. Ticket will each be worth 20, making the
three worth together 60, while if they had been held by three separate players they
would have counted only 30. If a player holds Locomotive, Passenger Car and
R. R. Ticket, each is equal to the Locomotive, the aggregate being 30, If the Passenger
Car and R. R. Ticket only are held, each is 5.

Rure 16. There are four cards mm'kcd What-is-it, which may be counted
inany set that is not full, provided that only one What-is-it card shall be
counted in the same set.

’]hnq supposing as above that the Railroad, Locomotive and R R. Ticket are held,
and in the same hand with a What-is-it card.  The What-is-it card may be counted with
that set, and cqual to the Railroad, making the four amounnt to S0,

If any player gells property so as to wish to record more than 100, he can move his
pointer on towards the second time round, remembering of course that he has so many
more than 100,

Any company who will spend a half hour in actual practice of the above rules, ag
suggested at the commencement of these directions, can not fail to comprehend the
point of this game, which, when once understood, is more orlginal and scientific than
any other modern eard game published.

To aid those who wish to see info the game a little more before beginning, we give the
following example; but if any person finds it incomprehensible, we advise such to let it
alone and learn the game from above rules.

The object of cach player i3 to increase the value of his property by buying such
cards as will be worth to him, in connection with his other cards, more than the amount
he pays for the card, and to sell such cards as he can obtain more money for than {he
value of the card to him. But to explain more clearly, let us take for example the set
which comprises the Farm, House, Barn, and Cat. Now upon one card arc these four
names, with the Farm at the top. This is the Farm card, the other three names being
placed below mere ly to show what cards compose that set.  Oppositerthe name Farm is
thé number 15, which is the value of the Farm. On another card the Honse is first
with its value 7; another the Barn 8, and another the Cat 0. Now by certain combina-
tions these values may be increascd; thus, suppose John holds, with other cards, the
Farm, numbered 15; James the Cat, numbered 0; and George the House, numbered %
and Barn 3. Now the Cat is worth nothing to James, but it John had it, it would count
equal in value to his Farm. George has the House and Barn, which makes the Barn
count eqnal to the House. If George should buy the Farm, it would raise the value of
his House and Barn, each to 15. If George had bought James’ Cat, the Cat would have
been worth to him as much as his House. The picture cards never increase in value,
and yet they are often worth much more than their value because of their effect on other
cards,

As this is intended to be a social game, the more talk the better. If a small company,
say 3, are playing, it may be more interegting to play as follows: Distribute the cards
as if four persons were playing. Tay the extra hand away, face down. Play the game
as before directed. At the end let the Director sell the extra hand, one card at a time,

to the highest bidder, letting the cards lay together, face down, and removing cach card -

arter it is sold. This often makes as much interest as the rest of the game, although of
cowrse it is all mere chance.
RuLe 14 CONTAINS THE POINT OF THE WHOLE GAME,
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