Remember, at the stroke of the bell EVERY player without
exception must begin to trads. The noise and excitement that
ensues is half the fun of the game.

If you trade more than one card at a time, the cards you trade
must be of the same kind. You cannot hand a player one Barley
card and one Qats card; for instance, after calling “TWO! TWO!
TWO!” both cards must be exactly alike.

If a player wishes to trade three or four cards, and other
players will only exchange lower numbers, he may drop
his call and trade the smaller number of cards.

If you find it hard to corner one commodity try another.

If a player calls corner before he has one, or if a player
begins to trade before the Dealer rings bell, or calls “The
Pit is Open” 20 points are deducted from his score.

“PIT” FOR PROGRESSIVE PARTIES

“PIT” is a novel, exciting imusement for progressive parties.
It has more life than any other game for this purpose. Another
advantage of “PIT” as a game for a large party is that any odd
number of persons may take part.

Five or six players should sit at each table, one “PIT” pack
being used for each table.

The first player winning TWO CORNERS at one table, changes
to the next table, provided his going will not make more than
seven players at that table.

From the highest table the player with the lowest score always
descends when a new comer is added.

A player’s score should be kept in a column on a card.

Prizes may be given for tle highest scores.

PARKER BROTHEES, Inc., SALEM, MASS.
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“PIT” is Pure, Harmless, ‘? Exciting, Unadulterated Fun

THE GREAT

E LEARNED
NEW CARD GAME I IN TWO MINUTES

REG. U. S. PATENT OFFICE

Copyright, 1919, by PARKER BROTHERS, Inc.

THE JOLLIEST GAME EVER INVENTED FOR AN
INFORMAL GOOD TIME

RULES

IDEA OF THE GAME. The game is based on the exciting
scenes of the American Corn Exchange, usually styled the “Wheat
Pit.” There are nine cards ea I of Wheat, Corn, Barley, etc. The
idea is to obtain, by trading, all pine cards of any one kind. If you
do this, you have a CORNER. 1f you corner Wheat, (by getting all

hine Wheat Cards), you get 108 points; Corn, 75 points; Oats, 6V
points, etc., as indicated on the cards. The game is 500 points.
: : VEN PLAYERS.
This PIT pack is for THREE, FOUR, FIVE, SIX or SE
1f l';‘HREga;]ay use only THREE CCMPLETE SUITS (say Corn,
Wheat and Oats, 27 cards). If four play use only four suits (say Corn,
WBeat, Oats and Flax, 36 cards), etc. For seven players use complete

pack. For larger parties see progressive rules.

TO PLAY. Shuffle the carcs thoroughly and deal to the play-

ers. (Each player will then heve nine cards of Varioqs kinds).
SdRT YOUR CARDS as guicly as possible on receiving them

and decide mentally which ariicde you will corner (whether corn,
wheat, or something else). You will naurally start to corner the article of which
you have the most. .

TaE DEALER, having allowed about half a erute (but not more,)’
for this sorting, STRIKES A BELL, or ca11§ THE PIT IS OPEN,
from which moment every player begins without waiing fqr turn,
to trade (i.e., exchange) from ore to four cards at a time with any

players, as quickly and as often as he can.

A player trades cards he does not want, in hopes he will det in
exchange cards of the kind he wants to corner.

REMEMBER, from the moment the bell strikes all players must
begin to trade. There is no waiting for turn. Get at it immediately!
Players all call at once. Such are the manners of the Wheat Pit.
The more rapidly the trading proceeds, in fact the greater the babel
the more laughter and ludicrous th: excitement,

HOW TO TRADE. Take from your hand any card or cards
(ALL OF THE SAME KIND) that you wish to exchange and holding
these cards up (without waiting for turr) call rapidly and loudly thus—
“TRADE ONE! ONE! ONE!”, or “TWO! TWO! TWOQ!”, or
“THREE! THREE! THREE!”, or ‘ FOUR! FOUR! FOUR!” (which-
ever number of cards you wish to tradej, continuing calling until someone
exchanges with you. Whoever wishes to exchange this number of
cards with you must call in return “ONE! ONE! ONE!”, “TWO!

TWO! TWO!I” (or whatever the number of cards may be), AND TAKE YOUR
CARDS, GIVING YOU AN EQUAL NUMBER OF CARDS (all alike) FROM
HIS OWN HAND. )

DO NOT SHOW THE CARDS IN TRADING, keep them face-side
down, merely calling the number of cards which you wish to trade.
KEEP ON TRADING WITH EVERYBODY AND ANYBODY to obtain
additional cards of the kind which you wish to Corner.

WHEN YOU GET NINE CARDS OF THE KIND, RAISE YOUR ARM
AT FULL LENGTH ABOVE YOUR HEAD, CALLING “CORNER ON
WHEAT,” (or whatever it may be). You score whatever amount
is marked on the article you corner (wheat, 100 points; oats, 60
points, etc.) When a “corner” is won the cards are reshuffled
and dealt and another “corner” is played for.

THE GAME IS WON by the first trader getting 500 points.

IMPORTANT NOTICE

“PIT” is a LIVELY Game. Put ENERGY into your trading
and trade as quickly as you can.
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THIS PACK CONTAINS A SULL AND A BEAR CARD

WHICH APPEAR ONLY IN THE

BULL AND BEAR EDITION

REG. U. 8, PATENT OFFICE

THE_GREAT GAME

SOLD EVERYWHERE

Copyright, 1919, by PARKER BROTHERS, (Inc.) Salem, Mass., U. 5. A.

Sole Makers of “PIT,” “PiLLow DEX,” “PING PoNG,” and many other famous
games. The game “PiT” is protected by r¢gistration at the Patent Office at Washing-

ton, and by U. S, and foreign copyrights.

__This Pit Pack can he nead in the menal way NITHOUT the Rull and Rear Carde if decired
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To USE THE BULL AND BEAR CARDS, observe the following rules:

THREE, FOUR, FIVE OR SIX PLAYERS MAY TAKE PART.

If three play, use three suits of nine cards each, —say Wheat, Corn and Hay and
the Bull and Bear Cards. (Discard all other Cards).

If four play use only four suits,—say Wheat, Corn, Qats and Hay and the Bull

and Bear Cards. .
If five play use five suits and Bull and Bear Cards.
If six play, use six suits and Bull and Bear Cards.

Shuffle the cards and deal (if five are playing, three players will
receive nine cards each and two players ten cards each).

Play to get a “CORNER’ OF ANY NINE CARDS OF A KIND, as
in the regular game, only NOTE the values and penalties attached
to the BULL and BEAR Cards AS FOLLOWS:

IF you have a Bear Card in your hand when “CORNER” is
called, it counts 20 points against you.

And if you hold a Bull Card when someone else obtains a
“CORNER” it counts 20 points against you.

But IF YOU HOLD THE BULL CARD, you can call “CORNER” IF
YOU GET EIGHT OTHER CARDS ALL ALIKE (instead of nine cards).
This is called a Bull Corner.

) Should you get NINE CARDS ALL ALIKE and ALSO hold the BULL CARD
in addition, you have a “DOUBLE BULL CORNER” WHICH DQUBLES THE
SCORE of the article cornered.

Trade as in ordinary Pit, but if (for example) you wish to trade three cards, you
can call “three, three, three,” and when ycur opponent calls “three, three, three,” vou
can hand over, say two QOats Cards and a Bear Card for the third. (You cannot p'ass
over one Corn Card, one Oats Card and a Bear Card for three cards, as aside from the
Bear Card, if you trade other cards, the others must be all alike as in ordinary Pit).

READ THOROUGHLY THE RULES FOR THE REGULAR GAME OF PIT,
AND PLAY THE REGULAR PIT BEFORE TRYING TO USE THE BULL AND
BEAR CARDS.

TO PLAY REGULAR PIT, OMIT THE BULL AND BEAR CARDS FROM
THE PACK.

EXAMPLES

If a player gets nine Wheat Cards, he has a corner on Wheat, counting him 100

points.

If a player gets eight Wheat Cards and holds the Bull Card, he may call “Bull

Corner on Waeat” and get 100 points. (If he has eight Qats Cards and the Bull

he would make a “Bull Corner on Oats,” counting 60 points, etc¢., etc. '

If a player gets all nine Wheat Cards and holds the Bull Card beside, he calls
- “DOubLE BULL CORNER” and gecs Z00 points. (if ‘he obtains nine Qats

Cards and the Bull Card, he would have a ‘‘Double Bull Corner on QOats,” counting

him 120.)

As before mentioned, if a player holds a Bull or Bear Card when someone else gets

a “Corner” (which of course any player can do if he gets nine cards of a kind),

player loses twenty points from his score, or if he has no score he would be

marked minus 20 (—20).

It is of course both dangerous and foolish to retain the Bear Card in your hand.

Pass it on in trade to your neighbor as soon as it gets into your hand.

It is of course fairly easy to get a corner with a Bull Card, because you only need

eight cards of one kind instead of nine.

It is, however, quite extraordinary to get a “DOUBLE BULL CORNER.”

PIT is sold by all prominent dealers in Games in the United States, England and
Canada. If your dealer does not have PIT in stock, send 75 cents direct to us at
Salem, Mass., and PIT will be promptly mailed, postage prepaid to your address.

If you wish the Bull and Bear Cards included in the set sent you, specify “Bull
and Bear Edition.”

PARKER BROTHERS, Inc.
New York

Salem, Mass. London
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Now the Most PpuLlur Board Gme ’
A new kind of FUN*
A new pleasure in lif(;." y f
Not only. Fashionable ... "
‘ . atruly Great Game. -,
Don’t delay the pleasure”
. of playing it. .
- Ask your Dealer. - "t
PARKER' BROTHERS, Inc.
. SALEM, MASS. | .
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| PLAY Rook

THE MOSF[’ POPULAR OF HOME GAMES

i

| “THE GAME

O OTHER . game compares in

; popularity with ROOK. It is the

best loved, and the largest selling

Home Game in the world. ROOK is a

f :amous group of copyrighted games,
¥ ull of an absorbing fascination, skill ’

and charm that are all its own. Com.

"1 plete rules come with each set. - '
f

[ . Price 75 cents

i
:
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Sold by your DEALER, or by mall r.rom‘

PARKER BROTHERS, Inc.’
SALEM, MASS. -

TOURING {
A thrill 4 minute in TOURING until i
the last card is played!
) A game of 99 finely
finished cards. En-
tircly different from
other games—in
play, in appearance
and in all its fea-
tures. Played by
Lo two to six people,
individually or as partners. ~The New
Great Game. It is very novel and
very exciing; it will delight you.
Price 75¢ at Dealers or by mail.
ROOK

ROOK is a famous
group of copyrighted
games of immense
popularity. Itis full
of absorbing fascina- |
tion, skilland charm |
that are all its own. i

Price 75 cents
TARKER BROTHERS, Inc.
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"+ Beg, borrow or'buy

CAMELOT, but be sure
"to PLAY Camelot!

{ Milton C. Work says — “It is a brilliant :
. game of extraordinary fascination. Came-

; lot i8 one of the few really great games.” .
_E. 'V. Shepard calls it “a masterpiece in
! games—a new delight.” . &

! ~ Editions of CAMELOT _

BEST - TOURNAMENT ' EDITION: With
,large Squares and large ‘'playing Pieces.
“The Pieces are weighted and have felted

bases ; handsome cloth bound board stamped
cin gold. vivveieveenaerinosa. . Price $7.50

CASTLE EDITION: (So marked.) New,

Extremely popular. IHeavy board red bound,
.gold stamped; pebbled playing field and
. with finest red and white Ivoroid piece§ and
"illustrated booklet of rules. No. 5. Price $5
| LANCELOT EDITION: A popu'lar set,

i heavy folding board, pebbled playing sur-

¥ face, bound in red leatherette, gold sta{nped,v

! Lacquered playing pieces. No. 80, Price $3

{ POPULAR EDITION: Red board, geroll
heraldic design. .. Enamelled playing pieces.

ENO A0, ceeiienenneaiensseeses . Price $1.50
“ Cheap Edition, Green, with waxwood pieces.
i Price, $1. For western distribution, $1.26.

Other Editions, Ten Dollarsto Fifty Dollars, ;
| . YOUR DEALER WILL SUPPLY YOU *

- -

© A thrill a ‘minute. in. TOURING " .,
till the last card is played! -~ - " 1
- A game of 99 finely!" - ;
finished cards. Ea-: q
. tirely | different from ;= [
-, +other. games — in.,
" play, in appearance
and in all its feat-
ures. - Played by twizuy:
10 six people, indi- ' 7}
“ vidually or as part-"" "%
- ners, The NEW.
GREAT GAME. . :
It is very novel and very exciting;
it will delight you.. - : ;
Price 75¢. at Dealers or by mail.
" For young and old.
For Laughter, excite~
ment ‘and.a general
good " time, PIT has
no equa}. N
‘ Sold everywhere, |
! Learned in Two Minute_s sPrice 75 Cents
. Sold by all Dealers in Games or‘by‘mall‘from
PARKER BROTHERS, Inc." :

SALEM, MASS.
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