Photography within the Reach of All
ANY CHILD OF (2 YEARS CAN MAKE
A PHOTOCRAPH WITH

HORSMARNS No. 3
- “ECLIPSE” OUTFIT.

PRICE $S10.00.

Jamera makes a full size CABINET PHOTOGRAPH or View
size, 414 by 614 inches, and is provided with an attachment
for makmg vertical or horizontal pietures.

It'consists of Polished Hardwood Camera with Foldm;z
Bed, Donble Plate Holder, Fine Brass Mounted Lens with
set of stops, Folding 'I‘n’pnd Carrying Case, Printing Frame
and Complete Chemieal Outfit,

Specimen Photograph made with No. 3 Outfit by mail on
receipt of t0e. i
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PROGRESSIV.

HALMA” PARTY
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HOW. TO PLAY

PROGRESSIVE “HALMA.”

. (Copyrighted 1889, by “*_l‘h,e, Halma Ct‘lmp_a._n.y.”i

BE_M&RES--: =4

8 trnlv qucmat*‘ng' and nmeutxﬁc game well
~ deserves its univ &rs:d populant} It amuses
'ancl entertains an .v:,___mx;l-oj (-;mnpzm'jf- hette-i: than any
er progressive game. _' s :
Progressive “Haltna.” t*nt.e“tams the young and
old ahLe, and is the means of "opomnw the doors”
of many houses to & --qoua.-l evening ga.thermg
As the means of m-kag people dequainted with
one another Prorrresswa “Halma ™ is unexcelled,
When the game is conducted according to rule, the
change of partners cach time ngs the gentlemen

an opportuum to play with d,h'l]D‘iL every lady in
the ro_om.




This combination of several ““tables” playing u
connected game increases the enjoyment and social
features of the occasion.

PROGRESSIVE ''HALMA’* HAS COME TO STAY.

INVITATIONS.

Invite an even number of congenial people; ag
many ladies as gentlemen, if you can get them.

By all means see that you introduce your com-
pany. It is more important to have your guests ac-
guainted in a game of Progressive ** Halma” than
in any other entertainment.

Four to ten couples may take part in the game,
although sixteen persons make the most interesting

party. Rules apply to any number of tables.

RULES.

‘1. Four or more tables may be used, numbered,
{rom one upwards, and arranged in line if parlor
admits. Each table should be provided with =
whistle, or a bell may be used.
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2. Sides are chosen as in Progressive Euchre,
and Tally Cards A and B with gold ribbons are
drawn for among the ladies, while Tally Cards Al
and B1 with red ribbons are drawn for among the
gentlemen.

3. In the first game lady A plays black and her
partner Al plays yellow; while the opposing lady B
plays red and her partner Bl plays green

4. In each corner of the board is a yard of tern
golden squares, npon which the men are placed.

9. A lady or gentlemen acts as dérector for the
evening, gives the signal to start, and should any
guestion or dispute arise, the director’s decisiom

must be final.

THE GAME.

fi. The object of each player is to transfer his or
her men into the opposite yard, and the player who
first accomplishes it a@f arny table wins the game,
and should immediately blow the cchistle, when
play must instantly stop at all tables. The winner
with his or her partner then advances to the next
table, and changes partners. A complete change of

partners is then necessary at all the tables.
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Y. When whistle is blown, #he side which is
ahead at other tables is entitled to progress. This
is determined by ascertaining which side has most
men into the opposite yard. Should fhere be a tie,
it must be decided by each lady drawing a slip of
bapbr from a book in hands of director. The one
s_Irﬁwiﬂg longest slip will progress.

8 After whistle has blown, dircetor will mark
stars with colored pencil for all who have pro-
aressed, and after seeing that all players have their
men properly arranged upon board, will blow
whistle as a signal for starting a new game, and no
one is allowed to commence playing until such
signal is given.

9. In first game, lady A begins, and in games
which follow lady who has progressed plays first.

10. Talking across the table, or intimating, in
any way, to your partner what move to make,

is not allowed.

PRIZES.

The taste and ingenuity of the hostess is fully

tested in providing prizes.

A turst prize, second prize, and **Booby prize” for
the ladies, and an equal number for the gentlemen,
are all that are required

Progressive ‘‘Halma,” unlike Progressive Euchre,
gives every player at all the tables an equal chance,
as p}*'tfzes are awarded for progression, and not for
remaining at head table.

When couple at head table progress they change
to last table in room.

The lady who has progressed more games than
any other lady, and has the greatest number of
stars, wins the ladies’ first prize. The lady who
has the next highest number of stars, wins the
ladies’ second prize. The lady who has progressed
the least number of games takes the Booby prize.

The gentlemen’s prizes are distributed in the
same manner.

It two or more ladies are “tied” for the first or
second prize, they may play a gcame of ““Halma,” or
draw for it. The one who wins this game, of
course, is entitled to the prize. Gentlemen are
regulated by the same rule.

When there is a tie for the Booby prize, the con-
testant must draw for it.



1st.  Ladies’ Progressive Prize.

2d. Qi [ oy
3d. b Booby

1st. Gentlemen’s Progressive Prize.
gd. A (ol e
3d. - S Booby gf

If desired, to make this game still more inter-
esting, german favors may be awarded to each
player throughout the evening, who makes game

and blows whistle.

STARTING TIHE GAME.

Before commeneing to play, it is well to decide
how long the game shall continue. For example,

vou play from eight until eleven o’clock.

<« POINTERS” FOR PLAYERS.

Bring your wits with you: they will be needed.

Do not waste time seolding your partner for

making a bad play; you may do worse yourselt.

HINTS TO THE HOSTESE.

Do not play yourself, but act as director; and see
that.all are introduced.

It. is best to serve refreshments directly after the
game is concluded, rather than divide the¢ game in
two.

Bon-bons containing tissue-paper caps serve Lo
decorate the heads of your guests. _

You may have two rows, of four tables each, in
the same room, playing two separate games of

Progressive *‘ Halma.”

THE METHOD OF PLAYING.

Only two kinds of moves are permitted. namely,
a grEP and a HoP.

By a stEp, or shove, a man may be moved one
square in any direction where the square is vacant
for him; forward, backward, sidewise or cornerwise.

By a nop a man may be moved an/equal number
of squares in any direction, even entirely across the
board under favorable conditions. A hop is a move
peculiar to this game and gives it its name “Habwa'”

—leaping ;: & man may jump over & man of @ther



color, standing in either of the eight adjoining
squares; and then jump again, in any direction, for-
ward, backwurd, sidewise or cornerwise as often
and as far as he finds opportumty and chooses; all
as part of one move. Each jump of the hop must
be over a man and of course into an empty square.
A hop may consist of only one jump, or of many,
and may be straight, zigzag, or winding. As the
object of the game is to transfer all the men from
one vard to the other, there Of_"fi:tmrsc' can be no
taking or losing of men, Hut all remain on the
board from the beginning to the end of the game,
and when a game is finished the board may be
turned around and the winner’s men are all ready
for another game. Of course the players move by

turn, the same as in any other game. A step may

or may not move a man to a square of a color dif-
ferent in color from that on which it stood; but a
hop, short or long, can not possibly take a man to
a square different in color from that on which it
started. This test will deteet the error when a
player has inadvertently taken a false jump—as a
Knight's move in chms—-whlch is not allowed, but :
is a very natural mistake with novices and care]eas

players in this game.




