RULES
FOR THE USE OF THE PLAYING FIELD OF THE GAME

WIT'S 1BNNID

TRADE MARK

The elements of skill and chance are nicely balanced — providing
amusement and surprises throughout the game.

Copyright 1948 and 1950 by

THE OBJECT OF THE GAME

Wit's End is a delight-
ful new game in which
opposing players try to
outwit each other by
matching cards. Certain
cards are numbered and
each time they are
played they advance
corresponding Pegs to-
ward the goal at Wit's
End.

As the game progresses
other cards are brought
into play which either
speed up or retard the )L
Pegs, and which add considerable excitement to the game.

THE EQUIPMENT
A Playing Field, with an individual section of squares for each player.

A set of 6 colored pegs, to be inserted in the colored squares, blue on Blue,
red on Red, etc.

The figures underneath these squares indicate the numbers of the Pegs,
and the rows on which they travel.

4 sets of 9 cards, each set exactly alike,

1 H H . s s

Q Q s
QUICKIE | QUICKIE STOP!
CARD CABD

[ rowe Qe o
P ADVANCE ADVANCE
A TOTAL OF A TOTAL OF

4 4

moves moves
Toar awmd T ot

Kdreres Wo. 1 Foy Bdvmes He 3 Pre Rbvemes Ma 1 Pag Advancetio 47eg [ Mivanee ko 3 Peq Advance K § Py
owt sPACE owE seace o sPACE OnE spacE owE seacE

Note: Six cards in the set are printed with large size numbers. The others are
special cards, but all nine are held at one time, in the customary manner.

A bag of small but very important numbered tickets. The “numbers” are all
in 3 figures, such as 123-654-362, etc.



PREPARATION

Place the Playing Field within reach of all players.

Each player is given one SET of 9 cards and also a set of 6 pegs to be placed
on his colored squares. Next, each player draws a “Secret Number” out of the
bag, keeping this number undisclosed.

Choose a player to begin the game. This player “Calls the Plays” and is
known as the Caller, until his turn ends.

TO START THE GAME

“CALLING THE PLAYS”

The Caller begins the game by selecting any NUMBER card from his hand,
holding it face down and calling “CARDS DOWN.” All other players quickly
choose one of their own NUMBER cards and also hold them down trying to
match the card laid down by the Caller. The Caller now calls “UP” where-
upon all of these cards are turned up for everyone to see.

MOVING THE PEGS

Regardless of whether or not the Caller’s card is matched by one or more
of the other players, the Caller advances a peg one space. Advancing means
moving the pegs from the colored squares toward the Star Squares. The peg
moved must be the same number as that printed on his card. Thus; if he
turned up a No. 5 card he would move his No. 5 peg one space — a No. 3 card

advances No. 3 peg and so on. (Cards are immediately taken back into
the hand.)

Only the player acting as the Caller can move his pegs —the other players DO
NOT MOVE, but instead try to outguess the Caller by matching the cards he plays.
So long as the Caller can out-wit his opponents, he has the great advantage of
advancing his pegs while other pegs remain idle, except when the Stop and Quickie
Cards are brought into play later.

MATCHING THE CALLER

If he is not matched, the Caller continues to “Call the Plays” until he is
matched — that is, until some player turns up a card the same number or

kind as the Caller’s.

CHANGING THE CALLER

When the Caller is matched he surrenders his title and further chance to
move to the player on his LEFT. However, before he does that, he is per-
mitted to make “one more move” — to move the peg for the last card he
played.

THE WHITE SQUARES

As the game progresses the pegs advance D D
space by space. When a player has advanced
at least TWO of his pegs onto his WHITE D DD-.

SQUARES the Quickie cards and the Stop
card may be used anytime thereafter by that m @ @ 4 [5] @

player whether he is Caller or not. These

cards speed up or retard the movement of EXAMPLE ABOVE: FEGS 2 AND § HAVE
BEEN ADVANCED INTO WHITE SQUARES
the pegs.




WHEN AND HOW TO USE
“QUICKIE” CARDS

Q.
QUICKIE By reading the Quickie eard it will be seen that

CARD the pegs can move ahead more quickly —FOUR
All "Quickie” spaces at a time instead of only one. Furthermore,
QDTX%TCOE ANY peg may be advanced. Say, one peg FOUR

spaces or, two pegs TWO spaces EACH, or, perhaps
4 one peg ONE space and ANOTHER peg THREE

spaces etc. so long as the moves add up to four.
MOVES When Quickic cards are turned up, only those
Then discard. players showing them are permitted to move their
pegs — players of number cards do NOT meve.

DISCARDING QUICKIES

Important! Quickie cards must be discarded every time they have been
played. We’ll tell you how to get them back into play later.

THE “STOP” CARD s
The purpose of this card is to try to slow down the STOP!
progress of the opposing players when they seem to ‘

be too far ahead of you. For example: if you turn
up a STOP and one or more QUICKIES are also B K ol of y i

turned up. » total of 4 moves.

turned up by your opponents, then the players of (B,
QUICKIE cards must move BACK a TOTAL of 4 NUMBER cos oo« FREE RIOE
spaces. Number cards do not move. vt NUMBER et o ot oo

STOP cards are NOT discarded, but are always retained in
the hand. Take back one discarded QUICKIE.

ANY pegs may be selected to retreat but the total moves must equal 4
spaces. If you cannot move back the total of 4 you must forfeit the balance
of the move.

“FREE RIDES” ji.e., FREE MOVES

If your opponents all turn up NUMBER cards and you turn up a STOP,
then each of the NUMBER cards enjoys a free ride — equal to the number
printed on the card they have played.

REGAINING DISCARDED QUICKIES

If you turn up a STOP card you may alse take back one of your discarded
QUICKIE cards which may then be replayed by you at any time.

THE STAR SQUARES
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Pegs must remain on the star squares after reaching them until all six
squares are occupied.

They are the jumping-off spaces for Wit’s End.

No peg may move BEYOND the Star Squares on the turn in which it
reaches them. If no other move is possible then the balance of the count is .
forfeited.



When a player has filled all six Star Squares, he can begin to move his pegs
into Wit’s End when it’s his turn to Call.

The only Cards that can move the pegs out of the Star Squares and into
Wit’s End are the Number cards,

Pegs resting in the Star Squares are not affected by the play of opposing
Stop and Quickie Cards.

MOVING PEGS ONTO WIT’S END N .
The player who first moves three of his

pegs out of the Star Squares and onto Wit's
End, wins the game. These three Pegs MUST
appear IN THE SAME ORDER as the “Secret
Number” appears on that player’s ticket.
Thus, if his ticket reads 654 — then the Pegs
on Wit’s End should read 6-5-4 also. If his
ticket reads 315 the Pegs should read 3-1-5. These Pegs may reach Wit’s End
in any order.

In the latter case the No. 5 Peg may reach Wit’s End first followed by the
No. 3. Some time later the No. 1 Peg arrives completing the number.

Just be sure to place these pegs in the same order, on arrival, as they appear
on the ticket.

THE WINNER
The player who first moves out his 3 pegs corresponding to the “secret
number” printed on his ticketr, WINS THE GAME!

NOTES AND HINTS

The Caller should “call the plays” briskly, just allowing sufficient time for
the other players to select their cards.

Do not reveal your ticket number to your opponents by moving only
3 pegs — move one or two other pegs occasionally to throw your opponents
off the scent.

Remember that only the number cards can be played unitil ar least 2 pegs
have been moved onto a player's WHITE SQUARES; after that the
QUICKIE and the STOP cards may be played at any time and by that player.

Remember also, that only the number cards can be used to move the pegs
out of the star spaces. A QUICKIE can move a peg onto a Star Square but
not beyond it, even though you must forfeit the balance of the move.

Any questions arising will be gladly and promptly answered upon request
by addressing the publishers of this game.
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SALEM, MASSACHUSETTS
NEW YORK CHICAGO
MADE IN U.S.A.

Publishers of Monopoly, Camelot, Rook, Van Loon’s Wide World Game,
Pollyanna, Pegity, Pit, Rich Uncle, ete.



