If 4,1,9,5, 9 and QUIEN SABE card are played; the QUIKN
(tn]»l,\ll'('s. This capture is worth 30 points, 5 for the hand 25 for the QUIEN SABE enrd.

If 3,9,4,10,12, 12 are played, as the two highest cards pair,

or tie, these cards remain in the pool and arc captured hy the highest,

playo(l next l,im(', untess there is another tie, in which ease the eards stay in the pout

until the tic is broken and the pool captured.

The more who play the merrier (a5 many as can
comfortably sit arownd amedium sized table). A special pack fo: 8
or fewer players is made, selling at 75 cents. When a still Targer
number wish to play, wse two packs, one pack with red backs and

one 1»;\(-.k with dlwe 1):!('](&, one taking the Bed A set, another the Blue A set, ete.
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QUIEN SABE

has created the greatest sen-
sation In games since our cel-
ebrated games of Ping-Pong
and Pit.

S|
lPARKER BROTHERS (Inc.)

~ Salem, Mass., New York and Londen

-

Sole Makers of QUIEN SABE, PIT, BLOCK, PING-PONG
and 500 other games

Sold by leading dealers throughout the world, or mailed by us on
receipt of price

(Aut,/'} has éaﬁ-)

Greatest Fun of any Game in the World

— As
The New Parker Game :

QUIEN SABE

(Pronounced KEY EN SARVY. Spanish, meaning Who Knows)

COWBOY GAME

TRADE-MARK

4 Learned in Two Minutes!
Catchy as WILDFIRE!
The Acme of Novelty and FUN!

Copyright 1906 by

PARKER BROTHERS (Inc.)

SALEM, MASS., NEW YORK and LONDON

This pack is for three, four, five or SIX players. A special
edition of Quien Sabé for eight players is published for 75 cts.

RULES

QUIEN SABE should be played quickly and with spirit.

This pacK is for three, four, five or six players
(20 cards for each player, one of which is the QUIEN SABE card).

The letters on the back are simply to distinguish one player’s
cards from another when they are distributed.

Draw from the pack to see who gets the highest card, the player
drawing the highest card acting as “rounder up” during the game.

The duties of the “ rounder up Y are simply to distribute the
cards, eall “down’ and “up” at the proper time, and keep
the score.

The ¢« rounder up”

gives one player all the .t setl, another all the
17 set, another all the I set, ete.  If less than six play, use only os

many letters as there are players, 1. €., set aside the W set, ete.



Each player arranges his hand so that he may easily get at the
high and low numbers.

His hand will consist of 20 cards, all bearing the samne leller on
the buck, one of the cards being u QUIEN SADE eard, and
there will be three 3x, three 10s in each player’s hand, bul only
one card each of the otlher nunbers.

When the players are ready, the “rounder up” calls “down.”
ALL PLAY AT ONCE, each player drawing from his hand awy card
Tie desires to play, and reaching it towards the center of the tuble,

> then

holds it fice down, 5o it cannot be seen. The “rounder up’
cally “up,” «nd each pluyer quickly turns his card fuce stde up.

Whoever has played the card bearing the highest numbei
takes all the cards played. Should, however, two or more players
tie upon the highest number played, the cards are left on the table
forming a pool.  Lach player then selects another card, and at
the word <« down,” plays to the center of the table, as before, — the
highest card played (unless there is another tie) capturing all cards
played, including the pool.

The object of each player is to capture the cards thus
Played in hopes that he may sceure thereby a number of «COUNT
CARDS,” cards 5, 10, 15 and QUIKN SABE being the only
cards that count. All other cards are worthless to capture or saoe.
A QUIEN SABE card will carture all cards below 11, thut s,
including 10 down, but is captured by cards from Il up. (s cap-
{uring sbitity 1s heretors as 0. The QUIEN SABE card
counts 25 points, however, to the player who
captures or saves it

SCORING. When the last card has been played, each player
examines the cards of the tricks he has taken and scores as follows:

Each 5 counts 5.
Each 10 counts 10.
Each 15 counts 15,

Fach Quien Babé counts 25.

The game is won by the player first obtaining 5900 points.

Tf, when the last trick is played, there should be a tie of the
Dighest number, the pool thus formed is left on the talble. The player

who takes the first trick of the new round-up will eapture the pool.

Tn this case the new hand of each player will be lesy than the regular hand of twenty
cards, but all of the sawne letter that formed his set before.

After all the cards have been played, divide the pack according
10 the letters on the back, giving each player the same letter he had
hefore.

REMARKS. It will be noted that all players start each new
hand holding the same number and value of cards. The suceess of
the game depends upon the judgment and skill used in playing the
right card at the vight time, and guessing what the others will play.

Study closely the characteristies of your opponents.  If you are

~amind reader you can win all games.

One should rarely play all his high cards first, nor is it always
best to hold all of the highest eards until the laxt.

When a player plays «o count card, and it proves to be the
highest card played (thereby capturing the trick), e is said to
Saave ! that card. A saved card counts for its owner, when
scored, just as it it were captured from some une else.

As each player has a Quien Salid card, and desires to save it, he
will naturally play the Quien Sabé card at a tinee when he thivks the
other players will play low cards,

The interest of the game is intensifiod whenever there is a tie,
and the eapturing of a tie containing count eards increases greatly
your chances to win, - Much depends upon your remembering what
cards have been played. Your plan of action will he varied i each
game with the idea of frustrating the plays of your opponents.
Do not think that you discover all the good features of this
game at one sitting. New points and interest develop the more
you play it. The shrewd player in the long run stands the best
chance.

EXAMPLES. If 7,10,4,8, 11 and QUIEN SABE are played,
11 (ﬁ:t])t,lll'(ts (and the hand, although it is not scored untit all the cards have been

played, will count the capturer 10 points for the 10, and 25 points for the Quien Sabe eard,
i. €., 35 pointy).



