Rules for Playing

Calling All Cars

({TRADE MAREK)

*

PARKER BROTHERS, INC.
HALEM, MASS,
NEW YORK, CHICAGD, LONDON

*

The object of this game, which may be playved by
2 to 5 players, is to move your piece, which represents
a Police Car, from your starting space at the corner
of the board to the Police Station in the center, moving
as directed by the spin of the two indicators.

TO START, you select a playing piece and place it
on one of the corners, marked Car 721 (or 2 or 3 or 4)
Btart Here,

All players in turn first spin the large indieator.
The one spinning the highest number starts first by
gpinning both indicators at the same time. When Lhe
arrows stop, the player whose car is indicated on the
smaller spinner {regardless of who spun) should ad-
vanee, remain, or go back the number of spaces desig-
nated by the space on the large indicator on which the
arrow stops.

Should the arrow on the smaller indicator stop on
the space marked “Calling all Cars”, all playvers move
their pieces in accordance with the instructions indi-
cated on the larger indicator.

The player who has just moved may spin the indi-
cator for the next move or one playver may be zelected
to do thiz throughout the pame. Should five play, one
player is the announcer and spine and announces the
play throughout the game. In this case, the winner of
one game hecomes the announcer for the next one.

The player who first reaches the Central Police
Station, (he does not have to do this by exact spin)
WINS THE GAME.




