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(57) ABSTRACT 

A deck of cards/dice, real or simulated, characterized by a 
Master Joker, colored jokers, card suits and null cards. These 
suits are of any tWo, three, four or more fundamental colors, 
tWo or more suits of each color per joker under a designated 
Master Joker With an optional methodology to capture cards 
from opponents. Depending on the game, null cards can 
have very dramatic in?uence. The preferred form of this 
present invention is a deck of playing cards and related 
family of card games. Peg boards may be used to tally 
scores. Card backs are usually uniform. This deck has the 
“look and feel” of a traditional deck With more challenging 
and exciting options. For example, during the play, players 
may demand an opponent “Toss” (forfeit) a trick, then that 
opponent may “DoubleCross” and repossess the original 
cards plus additional cards. These decks and family of 
games are knoWn as Toss. 
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GAMES WITH UNIQUE DECK, DICE OR IMAGE 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application claims precedence to and bene?ts 
of provisional patent application: Games With Unique Deck 
or Dice; EF354355402US, Jul. 7, 2002 submitted by Dennis 
D. King and Carolyn E. King. 

1,448,441 March 1923 Haas 273/305 
1,632,941 June 1927 Abell 273/303 
4,006,906 February 1977 Gruber 273/292 
5,106,100 April 1992 Yih 273/292 
5,887,873 March 1999 Freeman 273/303 
6,070,877 June 2000 Saint-Victor 273/303 

[0002] Other Publications: Hoyle’s, Rules of Games, 
ISBN 0-452-28313-2. 

[0003] 
[0004] 

No federally sponsored research or development. 

No reference to micro?che appendiX. 

BACKGROUND OF THE INVENTION 

[0005] This invention pertains and relates to card and dice 
games With either a true physical deck, set of dice, or images 
thereof, displayed by use of any electronic, image produc 
ing, mechanical and or electromechanical devices. Games 
have been played throughout history in Which symbols and 
colors are assigned With a particular rank or relationship 
determining relative value or strength of a player’s position 
Within play of the game. Such games include games of 
chance With the use of instrumentality’s such as, tiles, cards, 
spinning Wheels and reels as in slot machines or any other 
devices With displayed images or mechanical devices. The 
advent of computers and associated monitors and their use 
Within the gaming industry has provided essentially unlim 
ited potential for the eXpansion of games into different 
instrumentality’s as Well as providing the older, traditional 
instrumentality’s in different formats. Many different types 
of cards decks and card games have been proposed in an 
attempt to provide games that require skill and strategy yet 
fun to play. Most of these, hoWever, require learning Whole 
neW sets of rules or players have to get used to neW decks 
With strange and unfamiliar symbols and indicia. 

[0006] In vieW of the previous disadvantages inherent in 
the knoWn types of card, dice, slot machines and computer 
games noW present in the prior art, this present invention 
provides improved card decks and games Wherein more 
playing skill can be utiliZed. As such, the common purpose 
of the present invention, described subsequently in greater 
detail, is to provide neW and improved decks of cards and 
games Which have the advantages of prior art games plus 
many neW and interesting features With feW, if any, disad 
vantages. 

[0007] Some scholars believe the traditional deck evolved 
from the tarot deck, Which has four suits and auXiliary cards 
Which may be found serving as a ?fth suit. The number of 
cards, suits and colors in a “traditional” deck is arbitrary. 
This limits the kind of games and number of people or teams 
that can play and, often, alters the game play by adding or 
omitting certain cards to make the deal come out even for the 
different numbers of players. 
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[0008] There have been surprisingly feW attempts at sub 
stantively changing the organiZation of a deck of cards. US. 
Pat. No. 1,448,441 to Haas (1923) shoWs four suits, tWo 
pairs distinguished by symbol and tWo distinguished by 
color. The intent Was not to create functional color groups 
equivalent to, but independent from, suits. Instead, his patent 
uses multiple suit symbols, color, and tWo sets of values to 
create subsets and supersets of suits. In trick taking games, 
an obvious focus of the Haas patent, this construction alloWs 
trump to be a suit, tWo suits, or even half a suit. In melding, 
discarding, gambling, and solitaire games, there seems to be 
little usefulness to this con?guration Which is often confus 
ing and uncoordinated. While his patent describes multiple 
suits and has cards of color groups, it is so different from 
both traditional decks and this present invention called the 
Toss & DoubleCrossTM deck and card games that there is no 
apparent con?ict of patent. 

[0009] US. Pat. No. 1,632,941 to Abell (1927) discloses a 
speci?c game using a 60 card deck that separates color and 
suit but, as in the Haas patent, it fails to make them 
equivalent. Instead, color groups are suits, and “spot suits” 
are subsets of suits, Whose primary purpose is perhaps to add 
compleXity to a scoring system, but Whose actual primary 
function complicated and confused card ranking. Within 
Abell’s scheme, in Which both “spot suits” and “color suits” 
are ranked or ordered (the former by geometric shape, the 
latter by an arcane system Which even Abell has dif?culty 
explaining), a ?ve could be higher than a siX but loWer than 
a deuce and vice versa. This biZarre arrangement, confusing 
to one of average skill and baffling to most prospective 
players, is enough to discourage the player audience. Far 
from taking advantage of the bene?ts of separating color and 
suit, Abell’s invention seems strati?ed and intractable. 

[0010] US. Pat. No. 4,006,906 to Gruber (1977) discloses 
a speci?c game using a one hundred tWenty and one (121) 
card deck that seems to split color and suit. The card game 
of the invention comprises a creator’s card and one hundred 
tWenty (120) other cards, Which are divided into tWelve 
groups each having ten cards numbered Zero to nine. The 
one hundred tWenty cards are divided into four groups, each 
having thirty cards of the same pattern. Thus, thirty cards 
have a bar pattern, thirty have an arc pattern, thirty have a 
point pattern, and the remaining thirty cards have a semi 
circle pattern. The one hundred tWenty cards are divided into 
three groups, each having forty cards of the same color of 
one of three different colors. Thus, forty cards are red, forty 
cards are green and the remaining forty cards are blue. 
HoWever, nothing in the patent speci?es that suit, color, and 
rank must be genuinely autonomous, and their eXact rela 
tionship remains obscure. While this patent has cards of 
three color groups it is so different from both traditional 
decks and this present invention that there is no apparent 
con?ict of patent. 

[0011] US. Pat. No. 5,106,100 to Yih (1992) is a deck of 
siX sets of siX suits With siXty four (64) total cards. Sixty of 
these cards, representing “Students, Farmers, Soldiers, Fac 
tory Workers, Clerks, Teachers, Doctors, Bureaucrats, May 
ors and Generals” are of three colored suits, red, yelloW and 
blue While one “Student leader” card is multi-suited and tWo 
“Vice-Premiers” have no color nor does the “Chairman.” 
This game is different from knoWn card games in several 
respects. For eXample, rather than playing cards according to 
a particular suit, the card game requires players to play cards 
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in a particular category. In playing the game, there are three 
major rules of ranking: 1. Color-When all numerical values 
are equal, color or suit ranks are, red (highest), yelloW 
(second highest), blue (loWest); 2. Timing-?rst one doWn 
rule subsequent cards laid on a play cannot be exactly the 
same as the cards previously played, but must be of a higher 
rank. That is, a vice-premier cannot be played directly on 
another vice-premier already played. In the same manner, 
pairs cannot be played on pairs of exactly the same rank and 
color; and 3. Wild cards—a four-of-a-kind (gang of four), 
?ve-of-a-kind (gang of ?ve), six-of-a-kind (gang of six), 
seven-of-a-kind (gang of seven) are alWays Wild. It Would 
seem that use and popularity Would be gravely restricted 
because the Yih (1992) deck does not have the traditional 
“look and feel.” No claim therein is made relating to color 
or colors of cards, suits or jokers structured to three sets of 
same colored suits nor a Boss Joker nor null cards. While 
this patent has suit cards of three color groups it is so 
different from both traditional decks and this present inven 
tion that there is no apparent con?ict of patent. 

[0012] US. Pat. No. 6,070,877 to Saint-Victor (2000) is a 
deck of six sets of six suits multiplied by six symbols, i.e. 
birds, butter?ies, ?oWers, horse, ?sh and turtles. The deck 
ends up With ?ve hundred and four (504) cards containing 2, 
3, 4, 5, 6, 7, 8, 9, 10,jack, queen, king, ace and 6 jokers. The 
unWieldy deck siZe, as Well as the look and feel are limiting 
factors toWards any popularity. No claim therein is made 
relating to color or colors of cards, suits or jokers structured 
to three sets of same colored suits nor a Boss Joker. 

[0013] US. Pat. No. 5,887,873 to Freeman (1999) dis 
closes a unique deck of playing cards of many strange and 
confusing symbols. It offers three suits of three colors (as 
opposed to six suits of three colors as claimed by one form 
of this invention) Within a ?fty four (54) card master deck 
and seventy tWo (72) cards Within a member deck. Within 
these combinations there are multiple ruling jokers and 
regular jokers. Once again, limited use and popularity is 
severely restricted because this deck does not have the 
traditional “look and feel” of Which the majority of card 
playing population is familiar With and Willing to accept. 
While this patent has three suits of three color groups it is so 
different from both traditional decks and this present inven 
tion that there is no apparent con?ict of patent. 

[0014] Because of the disadvantages of traditional decks, 
other alternative games ?nd Wide spread use. A successful 
alternative game is PARKER BROTHERSTM popular 
ROOKTM card deck. See HOYLE’S RULES OF GAMES©, 
third revised & updated edition, pages 114 through page 116. 
This deck uses different colors for each of the four suits and 
moves dramatically aWay from the “look and feel” of the 
traditional deck. By assigning a different color to each of the 
four traditional suits, this approach is actually less ?exible 
than having tWo colors and four suits, ie as used in most 
solitaire games, Where one alternates the tWo colors from the 
four suits; With a Rook deck, they are equivalent. 

[0015] Conventional, traditional four suit decks lack spe 
cial or auxiliary cards many other games require. This forces 
other cards into “Wild card” or “special poWer” engagements 
for Which they are ill-suited. The result of confusing rules 
and asymmetrical rankings makes games harder to learn and 
dramatically limits their appeal. Although limiting factors of 
conventional decks of cards are often disguised by anam 
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nesis and recognition, then sancti?ed by traditions, the 
standard, four suited, tWo colored deck can easily be 
improved. 

[0016] As a consequence, there exists a need for card 
decks and games that require more strategy and skill but are 
not excessively complicated to play. This present invention 
and games offered for play Will appeal to a Wide audience 
looking for card games that are neW and exciting, yet 
seemingly familiar in the “look and feel” like a the tradi 
tional deck. By adding the elements of unpredictability and 
surprise the games are much more challenging. Therefore, 
the neW game deck(s) Would appeal to an audience that 
includes children, teenagers, adults and senior citiZens alike. 

BRIEF SUMMARY OF THE INVENTION 

[0017] The present invention, named Toss & Double 
CrossTM, is a deck or decks of cards, set of dice represented 
by physical cards and or electromechanical or displayed 
images having a plurality of fundamental colors, each fun 
damental color representing tWo or more suits, linked to a 
joker of the same fundamental color, under a Boss Joker. 
Each suit contains a plurality of cards. Also included are null 
cards, representing no suit, value or poWer. 

[0018] The standard Toss & DoubleCrossTM, game deck 
customarily contains eighty four (84) cards representing six 
suits plus jokers and null cards. This standard deck is shoWn 
in ?gure one (FIG. 1). There is also a premium deck that has 
additional cards as shoWn in ?gure ?fteen (FIG. 15). The 
premium deck has one hundred thirteen (113) cards com 
prised of the 84 cards of the standard deck plus the addi 
tional cards shoWn in ?gure ?fteen (FIG. 15). The Toss & 
DoubleCross Premium DECKTM is exactly like the standard 
deck except it offers an eight-suited Boss Joker to replace the 
six-suited Boss Joker (When needed), tWo additional card 
suits, a joker of the same color as the tWo additional suits, 
and one more one null card. 

[0019] HoWever, for the majority of this document, the 
standard deck of 84 cards is employed as examples. Therein 
the three colors Will be described as black, red and blue and 
the indicia and symbols used Will be clubs, spades, hearts, 
diamonds, crosses, and shields (FIG. 4). For the purpose of 
this document the fundamental colors of this standard deck 
are described as black, red and blue While the indicia and 
symbols used Will be identi?ed here as clubs, spades, hearts, 
diamonds, crosses, and shields (FIG. 4). The physical siZe 
of the cards or dice is not important, Therefore not speci?ed 
except that all cards Within a deck be of the same siZe and 
that all die be of the same siZe and Weight Within each dice 
set. 

[0020] Each standard deck consists of six suites, With 
three fundamental suit colors, tWo suits of each color and 
four jokers (FIGS. 1 to 12). The three fundamental colors of 
this deck, as Well as the indicia and symbols used on the face 
of the cards may change from time to time but the deck Will 
alWays contain three pairs of same colored suits, a “boss” 
joker (FIG. 2) re?ecting all three colors of the six suits, plus 
three jokers, one for each pair of same colored suits (FIG. 
3) and tWo null cards With no suit or value. 

[0021] Most games represented herein by this present 
invention, offer tWo rule variations referred to as basic or 
deluxe. With deluxe games the number of cards in the 
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standard deck usually remains the same, however the rules 
of said game(s) are more complex than the basic variation. 
The ancillary rules found Within the details of the various 
card games claimed offer unique methodologies of capturing 
or “stealing” tricks and cards from your opponent during and 
after plays. 

[0022] Each game and distinct deck has variations of rules 
and poWers of the cards but the cards and identi?ed card 
games should still be considered as a part of the Toss & 
DoubleCrossTM family of games. The same kind of standard 
deck play action is also achieved With the dice game of 
fourteen, siX-sided cubes. This game is called Toss & 
DoubleCross DiceTM (FIGS. 13 and 14). 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0023] FIG. 1 shoWs a representative vieW of a standard 
Toss & DoubleCrossTM deck of playing cards. 

[0024] FIG. 2 shoWs, in close-up, a representation of a 
Boss Joker of a standard deck. 

[0025] FIG. 3 shoWs, in close-up, all four jokers of a 
standard deck. 

[0026] FIG. 4 shoWs, in close-up, the indicia and color of 
siX suits of the standard deck. 

[0027] FIG. 5 shoWs, in close-up, the spade and club suits 
under the Black Joker. 

[0028] FIG. 6 shoWs, in close-up, the cross and shield 
suits under the Blue Joker. 

[0029] FIG. 7 shoWs, in close-up, the heart and diamond 
suits under the Red Joker. 

[0030] FIG. 8 shoWs, in close-up, siX different cards from 
each of the siX suits. 

[0031] FIG. 9 shoWs, in close-up, three possible con?gu 
rations of the Peg Board and pegs. 

[0032] FIG. 10 shoWs, in close-up, tWo possible con?gu 
rations of meld. 

[0033] FIG. 11 shoWs, in close-up, tWo possible con?gu 
rations of a meld using jokers. 

[0034] FIG. 12 shoWs, in close-up, a front vieW of a null 
card and a typical card’s back. 

[0035] FIG. 13 shoWs, in close-up, a representative vieW 
of tWo dice from the fourteen dice set. 

[0036] FIG. 14 shoWs, in close-up, a representative vieW 
of a cube “exploded” shoWing all siX surfaces. 

[0037] FIG. 15 shoWs, in close-up, the additional cards of 
the premium Toss & DoubleCrossTM deck. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0038] The present invention, named Toss & Double 
CrossTM standard and premium card decks, dice, peg boards 
and family of games, includes physical card decks, dice, 
tiles, spinning Wheels or reels, peg boards and pegs or 
similar playing pieces, real or simulated on a computer, 
image producing device, or any electromechanical device 
shoWing a deck of cards having null cards and a plurality of 
fundamental colors Within a plurality of suits, each different 
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fundamental color accommodating tWo or more suits, each 
suit therein containing a plurality of cards With distinct 
indicia linked by color and indicia to a distinct joker, With a 
plurality of jokers under a Boss or Master Joker. 

[0039] This invention is a substantial improvement over 
traditional decks and use thereof. The primary improve 
ments are the use of additional fundamental colors for 
additional suits, With jokers linked to pair of suits of the 
same color, plus null cards and rules and methods for 
capturing opponent’s cards. The standard card deck contains 
siX (6) thirteen (13) card suites, tWo (2) suites for each of 
three (3) fundamental and distinct colors, four (4) jokers and 
tWo (2) or more null cards (FIGS. 1 to 12). The preferred 
form of this present invention is a series of related playing 
cards and games, utiliZing siX to eight suits, grouped as tWo 
suits each of the fundamental colors, With a joker for each 
color and a Boss Joker over all colors With null cards Whose 
use is optional and methods of capturing cards from oppo 
nents. 

[0040] Customarily the Toss & DoubleCrossTM standard 
or premium decks Would have the look and feel of a 
traditional deck of cards but it can be foreseen that a client 
or game corporation may commission decks to be produced 
With commercial type characters such as those found Within 
STAR WARSTM movies or With indicia or markings other 
than those described herein. A client may order custom 
decks With fundamental colors not listed herein. Conse 
quently, the eXact con?guration of the faces of the cards, 
colors and symbols used herein are, must be considered as 
an ancillary aspect and may change from time to time but 
color grouping and relationships to nulls and the jokers Will 
alWays be similar to those groupings and relationship 
described herein. 

[0041] Each card in the deck, eXcept jokers, represents a 
unique combination of a single suit, a single color, and a 
single value even if that value is null. Each of the “regular” 
jokers normally play across tWo or more suits of common 
color and the Boss Joker plays on all colors and suits. 
Discarding or melding games alloWs players to match suit, 
color and or rank. Trick-taking games alloW play by suits, 
and poWer value Within on the game rules of choice. With 
the premium or standard deck the use of jokers and null 
cards is alWays subject to agreement among players or rules 
of the house. Some games dictate that null cards or cards of 
value be set a side to even the number of cards held in hand 
or distributed to a blind or WidoW. 

[0042] Independent aspects of the suits, colors, jokers, 
face cards, numerical cards and null cards provide better 
card playing entertainment. 

[0043] As previously stated, the three fundamental colors 
of standard decks, as Well as the indicia and symbols used 
on the face of the cards may change from time to time but 
standard decks Will alWays contain three pairs of same 
colored suits, a Boss Joker (FIG. 2) re?ecting all colors of 
all suits, plus a joker for each suit color (FIG. 3) and tWo or 
more null cards. Each suit provides cards of this sequence: 
2, 3, 4, 5, 6, 7, 8, 9, 10, Jack, Queen, King, and Ace. 

[0044] Descriptions and operation of a Toss & Double 
CrossTM standard deck of 84 cards (FIG. 1). This deck can 
be used to play a multitude of games in much the same 
fashion as conventional cards. It is particularly Well suited to 
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poker, draW poker, hearts, spades and other introductory 
games such as solitaire games. The inherent ?exibility of 
this present invention makes it easy to tailor games for 
diverse levels of dif?culty. In playing these games, skill, 
strategy and experience counts much toWards the successful 
outcome of any game. An ability to remember Which cards 
have been played or picked up contributes much toWard 
success. 

[0045] Through the use of imagination among players the 
“old and familiar” games can be played With more players 
and With more versatility than With traditional decks. 

[0046] In use of standard decks determining the highest 
card in a trick is as easy as the traditional deck based on face 
value of the cards. A default scheme available to resolve 
con?icts of “ties” gives precedence to the last-played card of 
the same value. 

[0047] This neW standard deck serves many various func 
tions better than most other card decks in existence. Games 
for six players or up to three teams of tWo players bene?t 
from more cards than the traditional, 52 card, deck provides. 
Elaborate melding games can employ more Wild cards or 
more exotic melds. In nontraditional fantasy games, that 
make heavy use of special rules and individualiZed poWers, 
a variety of distinct nulls, picture cards and jokers Work 
better than an increased plurality of number cards. In gen 
eral, aces and picture cards play like those in traditional 
decks. Picture cards outrank number cards; jokers outrank 
picture cards and null cards may be played in a variety of 
neW Ways. 

[0048] In trick-taking games, the regular jokers are the 
highest valued cards of their respective nontrump suits and 
color groups; the relative strength of a dual suit joker versus 
single suit jokers depends on Whether a hand is played in 
suits or colors. The Boss Jokers, usually, is of the higher 
poWer. 

[0049] All games can be played With a premium card deck 
of 113 cards or a standard deck of 84 cards. For ease of 
understanding the standard deck is employed as the example 
deck in most of the folloWing unique game rules. 

[0050] Toss & DoubleCross RUMMYTM rules and con 
?gurations; (as opposed to deluxe rummy explained later). 
This game is played in similar fashion to the rummy games 
described in HOYLE’S RULES OF GAMES©, third 
revised & updated edition, pages 117 through pages 148. 
Players of tWo, three, four, ?ve, or six people can play With 
one standard deck of cards (FIG. 1). Each person may play 
and score individually or players are divided up into equal 
teams. Teams may consist of tWo or three players. Multiple 
teams may compete With one deck. If more teams or players 
Wish to participate then additional standard decks or pre 
mium decks may be physically added or images thereof 
represented in computeriZed sessions. 

[0051] The standard Toss & DoubleCrossTM Deck Pack. 
Including the 4 jokers (FIG. 3), there are 84 cards in one 
deck With six (6) suits of three (3) colors (FIGS. 1, 4, 5, 6, 
& 7). Within this game, no suit is (customarily) of higher 
value or poWer than any other. 

[0052] For additional clari?cation of the standard deck 
Within the Writing of this document the folloWing indicia and 
colors are used: The club [II] and spade [6] suits are both are 
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black. The heart [V] and diamond [Q] suits are both red. The 
cross [1'] and shield suits are both blue. {In shoWing the 
suit indicia above or shoWn elseWhere Within this document, 
there are slight differences betWeen the “typed” indicia the 
indicia shoWn in “?gures” due to limitations Within and 
betWeen the graphic arts application and the Word process 
ing application} 
[0053] Cards in a suit; thirteen (13) A, K, Q, J, 10, 9, 8, 7, 
6, 5, 4, 3 and 2. Jokers are included, (four) they are the Boss 
Joker, Black Joker, Red Joker and a Blue Joker. The Boss 
Joker may be used as a Wild card for any suit. All other 
jokers may be used as described in the “Object of the Game” 
and “The “DoubleCross” as mentioned in later portions of 
these rules. The tWo null cards are included in the deck but 
not usually used in this version of rummy. 

[0054] The Start; The players draW or cut for deal and the 
player With the highest card deals ?rst. In the case of a tie, 
all players draW again. 

[0055] The Shuffle and Cut; Only the dealer shuf?es. The 
player to the dealer’s right may request to cut the cards at 
any time before the deal is ?nished. Since the deck is 
someWhat larger than a traditional deck, cutting is consid 
ered as a courtesy because the dealer Will pick up only half 
the deck to begin dealing. 

[0056] The Deal; The dealer distributes one card at a time, 
clockWise, face doWn, beginning With the player on their 
left. When tWo people play, each person gets 10 cards. When 
three, four, ?ve or six people play, each receives seven cards. 
The remaining cards are placed face doWn in the center of 
the table, thus becoming the draW deck (sometimes referred 
to as the stock). The top card of the deck is turned face up 
and becomes the upcard. It is placed next to the draW deck 
as the start of the discard pile. 

[0057] When tWo people play, the loser of the last hand 
deals the next. When more than tWo play, the deal passes to 
next the player on the left. 

[0058] Object of the Game; Each player tries to group 
matched sets consisting of three or more of a kind (sets), or 
sequences (runs) of three or more cards of the same suit. 
This is called melding. It is up to you to chose hoW you Will 
lay your meld doWn. Once meld is placed doWn and you 
have discarded you may not exchange them or add more 
meld. 

[0059] Three Aces of different suits, A[']‘] A[#] A[V] 
(FIG. 10), could be melded (as a set) in any order, as long 
as one ace is distinctly shoWn as the top card of that meld. 
So could a meld of a three cards, (FIG. 10) for a run in the 
cross suit be laid doWn as long as one card Was distinctly on 

top. In a run, such as, 8[']‘] 7[']‘] 6[']'], either the 8[']'] or the 
6[']'] could be the top card but not the 7[']‘] nor any other 
seven. 

[0060] Jokers can be used as meld in the folloWing Ways 
(FIG. 11). Any joker can be used as a card in a set of three 

or more of a kind, i.e., the A[4][Boss Joker] and A[V] can 
be melded as “three Aces.” When used in runs, as opposed 
to set melds, the joker must be of the same color as the suit 
(FIG. 11). For example, the Blue Joker can be used as a 7[']‘] 
in the run sequence of 8[']‘][Blue Joker] and 6[']'] but Within 
this same run a Black Joker could not be used. 

[0061] Melding to an opponent’s matched set or run 
sequence; Aplayer, in turn, may meld one or more cards that 
























