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Good Things
Do Grow‘

PUZZLE-PEG, has grown.

When it was first offered by
us we had confidence that the
merit of the game itself would af-
ford much amusement and recre-
ation, but we knew of only one
way to solve it.

Since then our friends throughout
the country have worked out ma-
ny problems the solving of which
is just as stimulating and interest-
ing as the original game itself.
Most of these problems were acci-
dentally discovered and it now
seems as though the possibility for
combinations is endless.

In this booklet we have worked
the game down to certain lay-outs
and submit them for your consid-
eration with confidence that they
will afford continuous interest.
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PROBLEM 1 and 1A

After a little practice the layout above
can be obtained by a simple routine
of moves. When you get this layout
the game can be won in two:ways.
This is the simplest method we know
of for working the complete game—~

After you get it we offer 28 other
problems in the pages following. If

~ you devise any problems.yourself

that you think are unique we will be
glad to have you submit them to us
and in case we find it possible to in-
clude them in later editions we will
be glad to credit you with their dis-
covery by printing your name and
address under the problem. Address

PuzzLE EDITOR,
LUBBERS & BELL MFG. Co.,
CLINTON, Iowa, U.S. A.

Remember if replies are wanted to-
correspondence to enclose stamped,
self-addressed envelope to get prompt
attention as our mail is heavy.
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~ Problem 2 elel le
L . . Problem 6
® This one is easy— ele e
T one for the girls Not so hard.
L and boys. . e s [
B s
Problem 3 =
i e |® Problem 7 & (e || |
This is a little elele 1K)
harder. One move @ I I LOOk.S syl oue ] Y0
fhiat will ool yious tricky move.
L ]
Problem 4 Problem 8
& & e e s ofe’ 1
® @ This one is very ele ik a. puz.z er:
— . L] Real satisfaction
® ® simple when you
det gofn, &|® when you get
@ ® this one.
Problem 5 )L Problem 9 L
Wait until after eje e Chase ’em around ‘== JLs
diz.merbefore trying @0 86| until they look L ®
this. Guaranteed ®/®|® queer. Then you e [ele]
to test dispositions. ] have it. @
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PMZz/e-Peg Matkes an ldeal Gift

No inexpensive gift that

we know of will afford so .

much continuous, wholesome
amusement and be so long appreciat-
ed as a set of Puzzle-Peg. When
a gift is appreciated it repays the giver
ten-fold. To spread wholesome fun
and to erase from the mind the re-
membrance of everyday cares and re-
sponsibilities even for a little while
will afford you as much pleasure as
the gift does the recipient.

If you have enjoyed the game
you no doubt can think of some friend
who would enjoy it equally well.

Puzzle-Peg is a boon to
old people, shut-ins and inva-
lids. It is unique in that it re-
quires no table but can be played

——shile sitting in a chair or lying in bed.

It completely takes their minds from
their troubles.

Puzzle-Peg is also wonderful
for girls and boys who have reached
the reasoning age.  Anything that
amuses and still stimulates the mind
has educational value. To solve
Puzzle-Peg one must think and to
learn to think is the primary object of
education.

M a/ée Somebo.

H appy T oday

Manufactured by Lubbers & Bell Mig. Co., Clinton, Iowa, U.S. A.

Extra Pegs for Games May Be Had for 15¢c a set.
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é® Problem 10
] = 2 This is called
e : ‘‘dizzy pin”’.
@ ©® Moves have no
& sense to ‘em.
HB
@ A
Problem 11 | e |
What a relief after 88
No. 10. SIS
&
Te Problem 12
@i This one has a
e @ @ move that will fool
you for a while.
Problem 13

This is a perfect
lady—bard to
understand but

quite nifty.
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) Problem 14
eie|® This is simple—if
@ @® you move right.
Problem 15 oejeje
It sometimes pays ee
to go backward. e
stats @ Problem 16
]
The person who
@i®

sent this in thought
it was hard. What
do you think?

Problem 17

All over the board
and takes some
see-sawing.

e Problem 18
®le ) This one will be
elele easy on your
® nerves.

Problem 19 1010
Like a foot race— L JL 202 )
all in the start. U010
. 2
® : L Problem 20
& This isa ““pup.”’
e
Problem 21 &

Seventh inning—
rest before treading
the crooked path
from here on.
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5 Problem 22
@
Play with one
ojei® @ diagonal move.
| ®i® Not for the
primary class.
Problem 23
Two diagonal oeee
moves. Winit one
minute and forget 1®] 1®
it the next. el
ol e Problem 24
) s Two diagonal
but not so
elele moves
® hard as No. 23.
Problem 25 103
Two diagonal ® ®
moves but easy. ® @

éie
e Problem 26
©i9|® ;
) Two diagonal
® moves. Watch
your first move.
Problem 27 A
Three diagonal L1l
moves. Now you eeie
are in the algebra L1 2
class.
® Problem 28
@ Three diagonal
elele moves. Bet a
green derby hat
1L you can’t get it in
fiftteen minutes.
Problem 29
Four diagonal )
moves. If you get ® ]
this we will confer ()
the degree D. P. P. _—u* ol [e

—Doctor of Puzzle-
Peg. Arise Doctor.




