JOIN THE
_GSP.M-” :
- PLAYERS CLUB
(No charge or obligation)
Would you like :—

\. details (when ready) for running
i P.M.” or ** SORRY * Drives to raise
funds for charities, clubs, etc., in
which you are interested.

3. to attend a “P.M.” or ‘¢ SORRY "
Drive in your district.
3. to meet other ** P.M,” players in your
. district, play Tournaments and Com-
petitions, etc. (Names and addresses
will not be given withount sanction).

3. us to forward you any new Rules or
ideas concerning ‘‘ P.M.” which may
come into operation. ?

8.' us to answer any gueries or settle any
disputes regarding ‘' P.M.” you may
send to us. -

PLEASE. NOTE =

As “P.M." is an absolutely new game immediate
:ssponse to, your Enrolment Form should not be
sxpected, as, naturally, some considerable time must
slapse before sufficient data has been collected to put
‘hese schemes into operation. The Inventor of "P.M "
will at all times be pleased to answer your queries and
sear your opinion of P M." in fact, he would greatly
wppreciate it if you would mark on your Enrolment
Form which of the three games— SORRY™, ""P.M." or
*CAR-SOC" you like the best.

The *‘ P.M.” Players Club,
192 Lower Addiscombe Road,
Croydon.

Co the Secretary,
The “P.M."” Players Clab,

Please enrol me as a member of the

bove and advise me (without obligation '

»n my part) of all activities concerning

(Here give the letters of items which
interest you).

[ think your best Game iS.......c.covnivmnnrienn, '

P.M.8

v
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THE FIVE MINUS CARD

These five cards may be played asjand
when it is considered advisable, and|are
SUBTRACTED from or ADDED to the top
card played by the previous player, ac »rd-
ing to their value. For example, if the top
card is a PLUS 5, and a player plajs a
MINUS 7 card, he MUST move one of his
men BACKWARDS 2. Again, assuming the
top card to be a PLUS 5, and a player plays
a MINUS 3 card, he MUST move one of his
men FORWARD 2. If however, the top
card is a, MINUS 3 and he plays a PLUS
3 card HE DOES NOT MOVE AT ALL,
Where the top card is a MINUS 3, and he
plays a MINUS 9, he MUST move one of
his men BACKWARDS 12.

Whilst the actual rules regarding the
MINUS CARDS are very simple, | the
beginner may find the playing of them a
little confusing and in order to assist the
memory and further illustrate their use| the
following rhyme is given:—

RED greater than BLACK —— go BACK
BLACK greater than RED — go AHEAD

RED equal to BLACK nejther
FORWARD nor BACK
RED upon RED “ nuff ? gaid!

A player is allowed to return a man to
the stars at the top of the Board leven
though that man is not moved backwards
the full amount as determined by the
MINUS card played.

MINUS Cards MUST NOT BE USED by
the LEADER to start the game, !

GENERAL RULES

It is VERY VERY IMPORTANT that
each player conceals his cards from all
other players.

Each card must be laid down before the
man is moved. Al card once laid down is
deemed to have been played and CANNOT
be taken up, and any possible move MUST
be made even though it may *‘bust” a man.

Reference MUST NOT be made to cards
that are covered.

The men are placed on the dark circles
on the Board, and NOT on the actual
numbers. g

No player can have two men on the same
number on his Board at the same time
(excepting of course on the 25).
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“BUSTING”

In order to move a man on to 25 a player
MUST play such a card as will, when added
to the TOP CARD (played by the previous
player) make up the EXACT number re-
quired to take that man on to 25.

If a player plays a card which would,
when ADDED to the top card (played by
the previous player) make a total of MORE
than the EXACT number required to move,
a man on to 25, that man has gone ** over
the top” or *‘bust’’ and MUST be returned
to the stars at the top of the board, to
make a re-start.

A player is NOT COMPELLED to “‘bust"’|
a man if he has another man which can be|
moved without going over 25. A player|
may purposely move a man over 25, and so
shust,” even though he may have anothe
man which could be moved without goin
over 25. It may be to his advantage t
“bust’” that man in order to make
re-start.

If a player has his men in such positions!
that the only moves available with the
cards in his hand would force him either
to move a man on to a number that is
occupied, or *‘bust” another of his men, he
MUST take the latter alternative, and send
one of his men back to the stars at the top
of the board to make a re-start. NOTE—
the man he “‘busts” must be one that with
the card played would be carried beyond 23,

A player cannot “bust’” a man from the
stars at the top of the Board if he has
ANY other man in play. For example, a
player has two men on 25, one man on 17,
and his fourth man on the stars at the top
of the Board. The top card is a PLUS 15
and he plays a PLUS 11, making 26, and
since HE CANNOT *‘bust’” a man that it
on the stars at the top of the Board, ht
MUST “bust” his man on 17. {

HINTS

Whilst the first object of each player ig:.
undoubtedly to get his men on to 25, con-
siderable, skill may be developed in play
which will affect the position of the other
players, more particularly the opponent on
the immediate left.

‘Many opportunities will arise in which it -

may be considered advisable to abandon the
immediate prospect of moving a man on to
25, in. favour of playing a card which woulil
prevent an opponent from :scoring, or
alternatively force him over 25.

RULES AND HINTS
FOR
t PLAYING

[ i

 PLUS:MINUSBAL

b [TRADE _MARK] _,

aPM " AMoll

. s parnhy ol )

THE MOST
INTRIGUING
-GAME
EVER INVENTED

s

THE GAME EVERYONE HAS
BEEN WAITING FOR
FOR YEARS !

ABSORBING FOR THE ADULT
INTERESTING & INSTRUCTIVE
FOR THE CHILDREN.

—_———

i Arranged for
2to 8 Players

2 TO 4 PLAYER OUTFITS ¢
2 TO -8 PLAYER OUTFITS

(coPYRIGHT)




THE RULES OF
“ P.M.”

(PLUS AND MINUS)

So simple are the rules of ““ P.N.”
that the method of play is covered
in the one short bold paragraph belpw,
which in most cases will be found
sufficient for anyone to play the game.
Any query can easily be settled by
reference to the amplified rules and
examples which follow.

Each Player has a board and four
men. The object is to move the four
men from the stars at the top of the
Board om to 25. [Eleven cards are
dealt to each Player. A Player plays
any card from his hand and adds the
number on it to the number on
the TOP CARD ONLY (i.e. the
card that was played by the pre-
vious Player) moving one of his
men accordingly. Men driven over
25 return to stars and restart.
The Minus Cards are subtracted.

SCORING
50 pcuintg for every man on 25.

20 points DEDUCTED for every man still
on the stars at the top of the Board.

Other men score according to the num.
ber they occupy at end of the game.

Thus a player bhaving four men on 25
scores 200 points,

A player having two men on 25, one on
15 and one on the stars at the top of
his Board, scores 95 points,

Minus scores should be ringed on the
score sheet to denote that they must be
snbtracted when totalling the Rubber,

FIVE Games constitute a RUBBER,
the WINNER of the RUBBER being
the player with the HIGHEST number
of POINTS.

DEALING THE CARDS

Each player takes a Board and four men,
placing the men on the stars at the top
of the Board.

The cards are shuffled and cut for Dealer.

The Player cutting highest deals for the
first game. The next player on the left
deals for the second game, and so on.

Before dealing, the cards must be cut
by a player other than the Dealer.

The Dealer, commencing with the player
on his left, deals ELEVEN Cards to
each player. The cards must be dealt one
at a time to each player, face downwards.

If there are four players the whole pack
of 44 cards are dealt. If only two or three
players, the remaining cards, which are not
dealt, are put on one side and MUST NOT
be disclosed during that game. For the
next game the COMPLETE pack is again
shuffled before dealing.

Players play one after another in a clock-
wise direction, commencing with the player
on the left of the Dealer. NOTE—Kach
player MUST Elay ONE CARD ONLY
from his hand, EVERY time it is his turn.

As each card is played it is placed
NUMBER UPWARDS in the large com-
partment of the card container, which is
placed on the table.

All PLUS cards are BLACK. The FIVE
MINUS cards are RED and are marked
MINUS.

OBJECT & FINISH

The OBJECT of the Game is to move the
men from the stars at the top of the Board
on to 25 at the bottom.

The FINISH of the Game is when one
of the players has moved his FOUR men
on to 25, or ALTERNATIVELY when the
last player has played his last card and
moved accordingly.

NOTE CAREFULLY—NO FURTHER
MOVE CAN BE MADE after one player
has moved his fourth man on to 25.

STARTING THE GAME.

The game is commenced by the player on
the left of the Dealer playing ANY PLUS
card from his hand and moving one of his
men on to that number on his Board, i.e.,
if he plays a PLUS 3 card, he places a man
on 3, if a PLUS 11 on 11, and so on,

The next player on the left mow plays .

a card from his hand, and after ADDING
the number on that card to the number on
the card played by the previous player, he
moves one of his men accordingly. For
example, if he plays a PLUS 4 card, and
the card played by the previous player was
PLUS 3, he moves one of his men on to 7
on his Board. Similarly if he plays a PLUS
13 card, and the card played by the previous
player was a PLUS 4, he would move one of
his men on to 17 on his Board.

In this way each player brings his first
man into play on the board.

Thronghout the game, as each card is
played, the number on it MUST BE ADDED
to the number on the TOP CARD ONLY,
i.e., the card played by the previous player.
(This is the general method of play
throughout the game, subject to certain
provisions in respect of MINUS Cards).

Once a man has been started out it is not
necessary to keep moving that man, but if
desired another man may be brought into
play at any time during the game,

It will thus be seen that if a player has
moved his first man on to say 11 on his
Board, with his second turn he can
EITHER move that man ONWARDS from
11, OR start another man out. Ior ex-
ample. if the top card (played by the
previons player) is a PLUS 4 then by
placing down a PLUS 5 card from his
hand, he makes a total of 9, and can
EITHER move his man from 11, ON-
WARDS 9 to 20, OR move a man from
the stars at the top of his Board on to 9.
(A player can only decide which is the
better move when he has become skilful
enough to appreciate the value of the cards
in his hand).

Thus the game proceeds by each player
in turn playing a card from his hand, the
number on which is ADDED to the number
on the TOP CARD ONLY (played by the
previous player)and moving one of his men
accordingly—subject to certain provisions
respecting MINUS CARDS (see page §).

.

players. When five, six or seven
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THE GAME FOR MORE
THAN FOUR PLAYERS

As a party game for more than four
players, “P.M."” is irresistible. In the 28
Player Outfit the two packs of cards are
shuffled together and eleven cards dealt out
to each player, exactly as described for four
eople
are playing, any cards not dealt are placed
on one side and MUST NOT be distlosed
during that game. For the next Ja
poth packs are again shnfiled
dealing.

The method of play is exactly the sathe as
already described for four players.

It will of course be appreciated that whe
eight beginners are playing, more timg will
be taken than if they were skilled plajers.
Therefore when playing the party dame
with eight beginners, it i1s desirable to
a trial round in two sections. Four in tach
section where there are eight players

players, each using a separate c
cards, (one of circnlar design an
octagonal). For five and six players|the
party game will probably be found qnick
enough for beginners. Played as a party
game for eight players there is an elerpent
of chance in the game which makes it ex-
tremely enjoyable and the time taken per
game when eight experienced pmpltiare
playing should be in the region of twenty
minutes.

When eight people are playing the card
container for receiving the cards may be
passed round the table to each player.

Cut along the dotted line.

ong the
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(Block letters state Mr., Mrs. or Miss)
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