THE GAME EDF CRIB-INO

s game s played with o special
: of 4B cards, each card divided
inlo 4 triangles. Fuch Irfangle 8 a dif
!hrom color, and s given a numbar,
I'he numbers run from | 1o 10 and are
fn'rl:mg-u-.i scienlifically as o number cand
coler combinations. The & Is under-
_.'sf-:re-'i so as o lell ! readlly from the 9.
he Loltom ol each nuniber is always
1o the outer edge of the cerd.

THE OBJECT OF THE GAME is lo
!:-!-\r; out each hand by always maich-
ing color oand "matching” or
‘sccfring” nuink When scoring the
tulal of the louching numbers must
B R o mulliple of 5, that is,
10, 15, 20, 25, ele, Play may be made
ONLY on the last card played, OR by
making an "opportunity play”, thal is,
In any corner or space whoere two or
more sides of the card come in conlact
with other cards when played.

aither

1 I
add to 5 or

3

each ol the other players 5, polnis ' for
each card they hold. S e met s

When a player makes an opportunity
play thal is surrounded on all  sides
he count he makes ls deubled.;:

Opporlunily Play
{4 Sided)
Malching 6 &6
‘Beoring 10 & 515
L 580
‘8 &.2-10

-_--.—"'--'-- Ly {4 Sided

" Alterihis play noside

. s leliopen toplay en,
‘sa the hand ends un:
leas there la another
opportunily play ., on
which everyone has

Coatuenee oy

Three® hands censtifute cne game.
Counters are added up and player, with
highest tolal: ,wlnaé ,Play' as many

[N K | " Doubled)
A 4 Scéli! 70

ALWAYS MATCH COLOR

MATCHING
Numbers (7 & 7) Maleh
Bul Do Nol Score

SCORING
Numbers 7 & 8 Seore 15
Points (Multiple of 5

TO START THE GAME all counters
dre el dn box le make the "Kiny”,
from which the dealer pays all players
B ring,  The counter values are as
followrs:

Purple couniers 50 points
Read i 20 "
Groon i G M
Yollow " B, M

I:.imffln and deal out 6 cards lo each
player.  Place remainder of deck on
3

-gomnes: as desired and add. scores  for

each game to give grand . lotal ; for

evening.

When more than 4 are playing, add
up countera every Iwo hencla, 1

' OPPORTUNITY PLAY :

(3 Sided)’
. Makching''s . 36& 3
10610 — 20

Scoring . . .
o L 84
e c ) Score. . W
é.-'-‘--} ’ 2 7 .

PARTNERS o

When pldying pariners deal only 4

cards to each player. A player may
)

lable - dare down  lo lorm "drawing

stack”. Dach playoer arranges his caids

an lable in front of him laces up. Dealer
slarls play by playing any of his cards
m centor of lable.  He should try to
pluy e card whose tolul of numbory
adds up to a multiplo of b, fer il he can
dr_u se ho scores the lolal number, and
letkos trom the "kitty” counters lo tlotal
the number scored.

Caeds whose numbers
ples of 5, are mdrked by
cenler, E
) One card played constiyies o turn.
'he next player to the dealers lefl then
plays, and so on around the lable. The
dealor pays from "kitty” lo each player
the amount he scores. A card can nol
be taken back when once played. I
a player can nol play he must draw
from the "draw stack” and may draw
onough cards to make a total of six
cards in hand, bul no more. If he can
nol play after drawing he must pass.

)

1whd te multi
solid dot in

play from his oWwn or his pariners cards,
When drawing draw up lo 4 cards for
oach ‘hand only. All other rules apply
as dbove, "' P

" SOLITAIRE

Shullle deck and take ofl three cards
and lumn lace. up on fable.. “Play . lop
card tq dentér of table and-then play
on thig cdrd actording 16 praceeding
rules ‘of ‘game, from cards lurned up.
Turn up three more cards if:first three:

" are played oul or as'far @s' possible,

than: lurn up three more and so on, Go
through the deck asg many lmes as
possible. ,If yow play -oul all the cards
you win, If- you get sluck, you loose,

Questions regarding this game will be

gladly and promptly - answered if a
three-cent self addressed. envelope i3
; enclosed for reply.

8

The one playing ocut all his cards
firat onds the hand-and all other players
holding cards, must pay him § polnls
for each card held. The deal then goos

to nex! player lo the left.

OPFORTUNITY PLAY
{2 Sided)
Malching . . 444
Seoring . o . 1048 5~ 15
Score 15

A player may make a play by
maiching  both  colers and ™ numbers
although he does nol score, bul gnals
rid of one card.

Wh_an the game becomes blocked,
that is, no one can play, the player
having played last Is said 1o have
Ulocked 'the game, and he collects from

3

,.RULES FOR GRME OF
‘CRIB-INO
. . | TRADE MARK ' "'

Two- to Seven may fpla;} -
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