TO LOVERS OF GOOD GAMES.

Out of two hundred games published by them, the firm of Parker
Brothers especially recommend the following :

POPULAR BOARD GAMES.

POST OFFICE GAME. A new and elaborate game. Letter carriers i
lettters on a game board representing the gny of New Yorl:.r °|'>ng§f'¥ffs:§"
THE .\VIDB WORLD. The finest game of travel ever published The board is
covered with photographic views of the principal cities of the world, and
players, in the course ot the game, travel through them all. Price, $1.50.
WATERLOO. A battle game. combining judgment and chance. Price, $1.25.
PRISONER OF ZENDA. An exciting game. modelled on the famous story ot that

name. Price, $1.2S.
PILLOW:sDEX.

PILLOW-DEX. Jolly fun for all ages. The most popular game of the year.
C

» 20€ , S0c. .
PILLOW-DEX TENNIS. Comes with Racquets, Pillow-Dex Balloons and. .&1(" l?gr

indoor playing. Price, $1.25.

CARD GAMES FOR CHILDREN:
HAPPY FAMILIES. Price, 25 Cents.

UNCLE SAM AND OTHER FOLKS. Showing the flags of all nations
BLACK CAT PORTUNE TELLING CARDS. Price, 25 Cents. Feiee, 25 Lonts:

Send two-cent stamp far PARKER BROTHERS' lilustrated Catalogue of Games.
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- Black Cat
&2 Fortune Telling 2
. ‘Cards.

-

Parker Brothers, Salem, Mass., USA.
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DIRECTIONS FOR PLAYING

Black Cat Fortune Telling"Card’s |

i
3

ExrrLANATION. The pack of Fortune Telling Card:s consist:s‘of 24
cards. % .
Each card contains on the back 24 lines of reading matter. Boforo
cach line stands a number; and the cards are so arranged that when
four cards of a set are placed in a row, side by side, there will be one
line (and one only) where the numbers 1, 2, 3 and 4 will run in con- .

secutive order from the left across all four cards.

Dikkcrions. Mix or shuffle the cards thoroughly. Let the por-
son whose fortune is to be told cut the cards. Take one at a time from
the top of the pack, and arrange them in the following order on the
table, placing them picture side up: " .
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First Row, which tells the Past. - /'\\»»——/ \
Second Row, which tells the Present.
Third Row, which tells the Future.

Fourth Row, which refers to iiové Matters. \

Fifth Row, which giv'e‘s‘ General Advice. ~/ 7 j
Sixth Row, which warns against Danger. (See’ DiaEr:m;)\

CavuTtioN. Do not assort thé cards, but after shufling draw ono .

card at a time from the top of the pack.. If it relates to the Past,’

“place it in the first row; if it reads Danger, place it in the sixth row,

and so on until all the cards are drawn awd all six rows are filled up.

To tell the fortunes, after the cards have been drawn and placed in
the above manner, TURN the Cards of the first row over, and find the
line on each where the numbers 1, 2, 3 and 4 run in consecutive order
across the cards, and these lines will tell the Past fortune. The Pres-

ent fortune is told by turning the second row in the same manner, and .

s0_on with the Future, etc.
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Each set of c_a\rds is‘capab]e of twenty-four combinaticns, by .
altering their arrangement in the row., -
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