' ARE‘«GROQP'E%‘
GAME PSS

» -‘u"l‘%’}n \EJ*UL‘E
- _-‘.‘ ." &

fﬂ%_"‘g;afmdﬂ Wz

tus. v letdid ,g:w
R‘T gyl gl B !"“1 }i
4 | -4-33: 4Bl e C“ 'l

Hbf— -u-.;f Hy 8.9
2 'ﬂlt% SR L gnet g

e f‘l" ¢“:“4 vc, ?-1..-1&"* lal v Uy XY
W, 1t the. eager? child listens in open-mnuthed wonder to the story of
“how-mttla ‘Blaek Sambo ‘met “all'those four tigers in fhe jungle, gave

fupsand then won:back from them his little red coat, the pair of beau:
unu, blue. trousers, .the . wbrslla and purple shoes with
**  crimson -linings, "what. gp u think he Will'do “when' hé is given a
+ “bandsome iwh i _

*k 42 a‘,sr.ory? v
% There's LitthrBln
3raa,b tigers l‘wilth,pha?
'cq o at the ¢
SR Th Gamsmmd‘u 10graphad dn-colors. There 167
:.sonarat.e,,;;mn yr:iilfh.,mn;a}.prthg.ﬁuhatmtlal spinner and the men.

a ge {pﬁﬁﬂ&}s at vely labeled. -

self, he'ls pursmad by #4hé four
thi m.torrejts when he is vvertaken—and

T LA RS I
_ kron,j Ohib

4 e ) ',.--

igle .trl.sndp 3»14? out

Mtardbiean - < v

' = sn:h-l iﬁ,na '.t

b .'._

Loodn s 1..-:--—& -

y Mw
. e ‘.’ ..

_,'..:..,,._, _;,*‘ww:..n-‘.- n-’ﬁ
sl s A

il

GAME



T B it Y

R T TR AR e

I“'_-" T

W T T T ST R e T

APPROPRIATE
FOR
"
"PRIZE
AS
A
VOLUME
OF
THE

BILLY WHISKERS SERIES

THE SAALFIELD PUBLISHING CO.
AKRON, OHIO

r— e

INSTRUCTIONS FOR PLAYING

TO PLAY THE FASCINATING GAME OF BILLY
WHISKERS, each player selects two men of the same
color, placing them in the corner to his right marked
Billy, Button, Nannie or Stubby, as the case may be.

Progress is always made to the right of the board.
Place the spinner in the center of the board.

To start the game, each player uses the spinner, the
one having the lowest sum total of the arms of the spin-
ner becoming Player No. 1,

Player No. 1 uses the spinner, but cannot start a man
out until he gets a five count on one arm of the spinner

.or a total of five on the two arms. In case of a double

five, he may bring out both men.. If he does not get a
count of five, Player No. 2 has his turn and so on,




When a player spins a 5, he brings one man into the
space marked “Start” and moves it on as many more
spaces as the other arm of the spinner indicates, if any.

The second man owned by each player cannot be
brought out until a second 5 count is made by the player,
but a player may proceed to move his first man on the
board according to his spinner counts.

When a player turns the spinner and the number of
one of the arms brings a man on a space where he re-
ceives instructions to go ahead, the player may split the
total of his spinner count AS THE NUMERALS READ,
and take advantage of it; or if by splitting the total count
he should come on a penalty space, he may use the com-
bined numeral count, if he so desires, thereby escaping the
penalty.

If a player turns the spinner and the count of either
of the numerals, or the sum
total of the two arms places
his man on a space then oc-
cupied by an opponent’s man,
he butts the opponent’s man
off the space and may ad-
vance either of his own men
20 spaces. The man butted

off the space returns to his corner
to start all over again,

If one player succeeds in get-
ting both his men on one space
simultaneously, it is called A
BLOCK. No other player can pass
a block and he misses his turn.

If a player stops on a space
marked MISS A TURN, he misses
his next play.

If a player when starting gets on a space marked
BACK TWO, BACK FOUR, ete., his man goes back that
number of spaces, but does not return to the corner of
the board.

When a player brings his man into the turn on the
left of his starting place, he must spin the exaet num-
ber of counts with either one or both arms of the spin-
ner needed to take his man home and so catch Billy
Whiskers, this correct number being designated by either
one arm or the total of both arms of the spinner. The
player succeeding in getting both his men into the cen-
ter of the board first wins the game.

When a player spins a double he receives a second
turn. If a player spins three consecutive doubles, the
man furthest on the way to the center of the board must
begin over again, going back into the cormer,
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When a man lands on a space where an opponent’s
man is standing, he sends that man back to his starting
corner, and receives a 20 cout. If in addition the space
reads AHEAD a certain number, he is entitled to that ad-
vantage also. If it should read BACK a certain number
of spaces, he must likewise stand that penalty.

If a player stops on a space marked AHNEAD or
BACK a certain number, the continuous play must be
made with that one man.

Be sure to take full advantage of the full value of
both the numeral counts on the spinner, and of splitting
the counts as the numerals show,

Remember the aim of the game js to get both men
into the center of the board first—one man home does
not make the winner.

THIS GAME SOLD AT ALL TOY DEPARTMENTS
OR
POSTPAID ON RECEIPT OF PRICE, $1.00

THE SAALFIELD PUBLISHING CO., AKRON, OHIO
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The Famous Series of

WHISKERS BOOKS

are sold in most Toy Departments and in all Book De-
partments. They are the rollicking stories of a frolicsome
goat—his capers and tricks keep the children in a con-
tinuous uproar. The titles are as follows:

1. Billy Whiskers 13. Billy Whiskers in an Aero-
|
2, Billy Whiskers’ Kids i
: : 14, Billy Whiskers in Town
. Bill i
y Whiskers, Junlor 15. Billy Whiskers in Panama
4. Billy Whiskers' Travels
5

16. Billy Whiskers on the
Billy Whiskers at the Mississippi
Circus 17. Billy Whiskers at the

6. Billy Whiskers at the Fair L mﬁ"z‘;ﬁ“:"' i
7. Billy Whiskers’ Friends ooy i

19. Billy Whiskers in the

Eilly Whiskers, Jr., and South
His Chums 20. Billy Whiskers in Camp
9. Billy Whiskers' Grand- 21. Billy Whiskers in France
children 22. Billy Whiskers' Adventures
10 Billy Whiskers' Vacation 23. Billy Whiskers in the
Movies
1. Billy Whiskers Kidnaped 24 Billy Whiskers Out For

12.  Billy Whiskers’ Twins " Fun

Buy these books for your children. They will love
Billy Whiskers as a million other children already do.

Each is substantially bound in boards, with cover
and jacket in colors, and six full-page illustrations in

colors, Price per Volume $1.25




