DIRECTIONS FOR PLAYING
THE EXCITING AND NOVEL GAME OF

66__99

-MEN

“SALEM, wASS.. NEW Yoni, LoNDaN
THE OBJECT OF THE; GAME is for the “G” MAN to capture the
PUBLIC ENEMY (hercafter referred to as P.E). The plaver who,
during his turn, brings both plaving pieces together on
thereby CAUSING B e e TASTURE e P WINS THAT

THE EQUIPMENT:
A FOLDING BOARD, upon which is illustrated the route taken
by the P.E. and the “G” Man during the chas
THREE FIGURES, the yellow one Fonressnting the PE. aud ths
blue ones representing the “G” Man.
ACTION DIAL, which indicates the moves of both the P.E. and
the “G” Man.
TELEPAD, used to
“G” MAN CARDS,
portant information relating m the P.E. and the “G” Man, (The
information printed on the “G” Man cards is very plain and
self-explanatory.)

HOW TO PLAY THE GAME

To begin the game, all players spin the arrow on the Action Dial.
The player s:nnnq the highest numher. using only the “G” Man numbers,
begins the game. The winner of the first game begins the next game, etc.,
the play movmg around the table to the left. ALWAYS MOVE THE
P.E. FIGURE BEFORE MOVING THE “G” MAN FIG

THE FIRST PLAYER now takes the Dial and spins the arrow to
determine where the ACTION in the game begins. FOR EXAMPLE: He
spins the arrow and it stops pointing to the town of Greenburg on the
outer rim of the Action Dial. Locate Greenburg on the illustrated board
and place the YELLOW FIGURE on that space. The “G” MAN is placed
on the space marked HEADQUARTERS at the belnmnq of every game
as that is the point from which he always starts.

Now thst the Scenc of Action has been located, d:e same player

spins the arrow again ut how many spaces each piece will move.

TO CONTHV UE OUR EXAMPI E, let us say that the axrow now points

to P.E. 8 and “G” Man 10. This means that P.E. advances 8 spaces

from Greenburg going to the left and the “G” Man moves from head-

quarters 10 spaces folvmrd on the track. The P.E. now rests on a

blank space and the “G” Man rests on a space which reads “Draw

‘G’ Man card.”




“G” MAN CARDS

This same player now draws a top card from the “G” Man cards,
turns it over and reads it aloud. (When he has followed the directions on
this card it is placed on the bottom of the pack.) SUPPOSE that the
reading on the card is as ollows BB, moves to Johesboro” and ‘G’ Man
moves to Great Falls” The player immediately moves the two picces to
these spots on the board, Al this foregoing action took place on the first
play of the game and illustrates in a general way the action throughout
the whole game.

THE NEXT PLAYER to the left now takes the Dial and spins the
arrow, ignoring the name at the top rim of the dial, as the Scene of
Action has been located by the first player, only paying attention to the
aumber of spaces which he wil move the BE. and the “G~ Man. The ohor
players then continue in order around the board, spinning and moving
the two figures in accordance with the directions on the Dial and board.

ME goes on until the two figures—the P.E. and the “G” Man—
COMS TOGHTER on any space on the board. This means that the
P.E. has been captured by the “G” Man and ends that particular game.

Some games are longer than others because at times the P.E.

.E. E
AII:IIAD EVENTUALLY THIS HAPPENS, THEREBY ENDING

THE HIDE-OUT
When either playing piece lands on a space. ma)ked “GO TO HIDE-
OUT", that piece is placed on the space marked “HIDE-OUT” which is

on the separate circular track among dense wuvds and rocks. Neither
piece fon leave the HIDE-OUT except by landing on space 3 or space 12
on the HIDE-OUT track. Both of these spaces 1ead “Go to the place
shown on Actmn Dial.” This is done by moving that piece to the location
at which the arrow on the Dial may be pointing. Otherwise the pieces
move around and around on the HIDE-OUT track urml they land on either
space 3 or 12, or come together.

AN EXAMPLE OF A CAPTURE

Here is an example of how a capture may be made. Let us suppose
that the P.E. is on the space marked HIDE-OUT and the “G” Man is at
the Tamarack Hotel. The next player spins the Dial and the arrow points
to d “G” M: This player moves the P.E. 10 spaces forward
around the HIDE OUT track and the “G” Man 5 spaces forward from
the Tamarack Hotel where he lands on a space marked “GO TO HIDE-
OUT.” So he is immediately placed on the HIDE-OUT entmnce The
next player now spins the arrow and it stops on P.E. 1 and “G”

He moves the two figures as directed and now it can be seen that the
“G” Man has almost captured the P.E. On the next player’s turn the

Dial reads: “P.E. 5’ “‘G’ Man 9.” Move as dlrected and you have
made the CAPTURE and WON that game! You, as WINNER of
that game, start the next game by spinning the Dial for ACT!ON LOCA-
TION and then spinning again for the number of spaces to move the men.



THE TELEPAD

Secret messages are often exchanged between the “G” Man in the
ﬁeld and officers in some other location. There(cre we call into play the
LEPAD or Secret Message System. that during the game a
“G" Man card is turned up which reads 5 s to Tamarack Hotel”
and “‘G’ Man reports to Headquarters and recel\'es TELEPAD Message.”
Th\s jmeans that the P.E. is moved at once to the Tamarack Hotel and
e Man is then placed at Headquarters on the space reading
"STAR’I‘ HERE.”

This same player now ¢ takes the TELEPAD and without letting
the other players know what he is writing, puts down, for example,
this message (BEFORE THE NEXT PLAYER SPINS): “Go to
Tamarack Hotel.” After this message has been written, the pad is
closed and handed to the player whase next turn it is to spin the Dial.
This player DOES Nt OOK AT THE MESSAGE until AFTER
he has spun the arrow. xnd MADE HIS PLAY by moving the pieces
as indicated. AFTER HE HAS DONE THIS, he reads the message
Now it may happen that by this time the P.E. ’ Man
both far away from the Tamarack Hotel. However. the TELEPAD
reads: “Go to Tamarack Hotel” and so the “G” Man is immediately
placed there. That completes this play and the next player now
continues by spinning the Dial for his move. The TELEPAD is

“cleared” for the next time by following the directions printed on it.
REMEMBER that all TELEPAD messages refer ONLY to the
“G" Man, NOT to the P.E.

HOW THE FINGERPRINT CHART COMES INTO PLAY
Refer to the Fmgerpr’nt Chart and note that at the top of each of

the Fingerprints is a letter: A-B-C-D-E. Undemeath eac]
printed: “ADVANCE 10 SPACES; ADVANCE 3 SPACES”

stops on a space reading “Draw ‘G’ Man card.” Say this ca H
“P.E. goes to Movie Theatre to meet a Pn]" and underneath: “Fingerprint
stcmered‘—l‘(efer to Charts C and B.” The P.E. is moved at once to
the space marked “Movie Theatre” and the “G” Man refers to Chart C
and notes that this advances him one space forward and Chart B advances
him three more forward, a total advance for him of four spaces. After
he has made these moves, the “G” Man card is placed at the BOTTOM
of the pack and the next player spins the Dial for his move. REME MBER
in !‘eferrmg to the Fingerprint Chart to advance the “G” Man THE SUM
OF 'WO FIGURES indicated on the Chart. (If reference had been
to c and E, the “G” Man would move six spaces or A and D would move
him seventeen spaces forward, etc.)

A GAME IS WON when the P.E. and the “G” Man both land on the
same space regardless of who gets there first.

NOTES
R.R. CROSSING. If a playing piece lands on the R.R. crossin;
CANNOT STOP there but must move back one space and wait untll the
next player’s turn.



Always complete the moves indicated by the Action Dial before making
the secondary moves—such as drawing a card or reading a message on
the Telepad.

essages written on the Telepad apply to the “G” Man only because
these messages are sent to him by his superior officer.

The track is laid out as a winding road running from Headquarters
around the board to the left and that direction is followed throughout the
Play of the game.

Draw a “G” Man cald wlry time either piece lands on a space reading
“Draw ‘G' Man n follow instructions printed on the card, or
cards, drawn, BT sttt nch & snes and (s P Bk e
on another, draw a card for the “G” Man—follow the printed instruc-
tions and then draw a card for the P.E. and follow the instructions on
that card also.

After Thirty Minutes!

If the Public Enemy has not been captured after about thirty minutes
of play we suggest that you call in another G-MAN to hasten the capture.

‘When the second G-MAN is called into play the figure is placed on the
same spot where the original G-MAN now rests. This gives them a chance
to talk over the situation before the next play is made which sends them
out to continue the searc]

not. chax'ge the general play of the game, but instead adds
cunslderable interest to the play.

The only difference between using one G-MAN and duecung t\\o
G-MEN in the field is that the moves mdlcaled for the G-MEN m;
mwded between both of these G-MEN. stance, if the arrow pumled

move nine spaces,” it may be o move one G-MAN
Lhree spaces and the other six spaces. Then again, it may be advisable to
leave one G-MAN resting just where he is, and move the other
the entire nine spaces. It will be noticeable at once that two G-MEN have
a better chance of closing in on the Public Enemy than would one GMAN.
It may happen that both G-MEN may come together on one space. ~This
merely indicates that the G-MEN are talking the situation over and that
they will undoubtedly move to different spaces on the next spin of the

Please remember that the only difference between using one G-MAN
and two G-MEN is that you are able to split the moves between the two
G-MEN with a view to closing in more quickly on the Public Enemy. We
know you will find this Featuire of using two G-MEN very interesting.

Other famous Parker Games you will enjoy:

MONOPOLY, POLITICS, LEXICON, PING-PONG, MAKE A MILLION, PIT,
TOURING, ROOK, QUOITENNIS, VAN LOON'S WIDE WORLD GAME.
DERBY DAY, POLLYANNA, SORRY, GRAND CAMELOT, PEGITY, PIGSKIN,
TELL IT TO THE JUDGE.

BUY THEM FROM YOUR DEALER.



