WIT & VWWISDOM.

Before commencing the game one of the party must be chosen
dealer.

The dealer takes all the slips, both 7ed and dlue, keeping the red
separate from the blue; he shuffles the 7ed slips (which are the puzzle’
or wisdom slips) and deals them equally around to each and every
player including himself ; he also mixes the blue slips (which are the
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""" The game continues in the above ‘manner until all the keys have

been drawn from the dealer, when the player holding the largest
number of pairs is the winner.

The dealer of course is sure to be able to pair all the keys
(returned to him) with his puzzle slips, as the other players have not
been able to, and therefore, at the end of the game he is sure to have
as many pairs as keys returned to him.

After the first player next the dealer has drawn the first key and
tried it on all his puzzle slips without success, and passed it to the
next player, he may draw another key from the dealer and be trying
it on his puzzle slips while the first key is passing on; but if he suc-
ceeds with the key the second player will at once draw the second
key. This principal should be carried out all through the game, and

no one will then be idle
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