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This invention relates to parlor games and more par 
ticularly concerns a combination board and card game 
playable by two or more persons using a playing board, a 
deck of cards, player pieces or tokens and dice. 
The most signi?cant single element of the invention is 

the playing board which is divided into spaces each repre 
sentative of a card in a standard deck of playing cards. 
Each player takes a turn in throwing a set of dice and is 
able to acquire title to a particular space by landing his 
token on the space and paying a ?xed charge. Ownership 
of a particular space is indicated by individual playing 
cards delivered to the owner. 

All monies from the sale of space and other fees and 
penalties incurred by the player during the course of the 
game are, for the most part, deposited in selected loca 
tions on the board and normally distributed to the various 
winners at the conclusion of the game. Four suits are 
represented on the board and the primary object of the 
game is to acquire ownership of as many diamond cards 
as possible. When there are no more diamond cards avail 
able the game ends. 

This general description is only by way of introduction 
and the objects and features of the game will become 
clearer upon a detailed description of the various parts 
of the game and the rules governing its conduct. This 
description will also include reference to the accompany 
ing drawings in which: 

FIG. 1 is a top plan view of a game board arranged 
according to the invention, 
FIG. 2 is a view in perspective of the dice used to de 

termine the moves of each player, and 
FIG. 3 is a view in perspective of two player pieces 

or tokens that may be used to represent a player’s posi 
tion on the board. 

Referring now to the drawings, the reference character 
It) generally indicates a ?at, rectangular playing board 
which, for convenience, may be folded along the center 
line thereof. The playing board 10 is provided with a 
number of illustrated rectangular card spaces 12 organized 
about the marginal portion of the board with each space 
bearing a representation of the different playing card. In 
a preferred embodiment of this invention only the playing 
cards from the two spot to the queen are used with one 
suit arranged in order along each side of the board. While 
the particular cards are shown represented only by Arabic 
numerals and letters, it may be desirable from a stand 
point of merchandising to reproduce on each space the 
particular cards in their more commonly accepted colors 
and forms. 

In the central portion of the board adjacent each corner 
there appears four additional spaces 14, 16, 18 and 20, 
three of which 14, 16 and 18 are circular, while the 
fourth, 20, is rectangular in outline. The rectangular 
space 20 is preferably labeled with the legend “Title Cards” 
and, at the beginning of the game, a standard deck of 
playing cards, less all aces and kings is placed thereon. 
During the play of the game, when a player takes title 
to a particular card space on the board (as will be presently 
explained) he is given a corresponding card from the deck 
as evidence of his title. 
The three circular spaces 14, 16 and 18 are used as 

collecting areas for “monies” paid into the “house” by 
the players during the game. These “monies” are pay 
able for several different reasons and are therefore divided 
into three separate funds. These funds for convenience 
may be labeled “Players Fund” represented by the circu 
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2 
lar area 14; “High Point Casino,” represented by the 
circular area 16; and “Diamond Casino,” represented by 
the circular area 18. The “monies” used in this game 
may be chips or coins such as are suitable for collection 
within the limited con?nes of the collection spaces. Cups 
or pots may be placed thereon to serve as receptacles for 
these chips or coins. 

FIG. 2 illustrates a set of three dice which are thrown 
by each player in succession. It will be seen that the 
two dice 20 and 22 bear the Arabic numerals 1 to 6 on 
their faces, whereas the die 24 displays the indicia of the 
four card suits. It will be noted that while four faces 
of this die display each of the four suits the remaining 
two sides are marked with an “X.” Any other symbol 
could be substituted for the “X” shown since it is only 
necessary that the mark thereon differ from that of the 
card suit indicia of the remaining four faces. 
The function of the three dice of FIG. 2 is to provide 

chance means for determining each player’s position on 
the board. In practice, when the dice are thrown, the die 
24 determines the suit and the total of the dice 20 and 
22 determines the particular card in the suit. For ex 
ample, assume a throw in which the dice ‘20 and 22 
turned up as 5 and 3 respectively and die 24 showed the 
diamond. This would of course mean that the 8 of dia 
monds had been thrown and the player would move his 
token to that space. Throws totalling 11 and 12 corre 
spond to the face cards jack and queen. Throws in which 
“X” turns up on the die 24 have special signi?cance as 
will appear in the rules of the game. 

In FIG. 3 there are illustrated two typical player pieces 
or tokens 26 and 28 that may be used in the game. Each 
player is represented on the board by a token which is 
normally moved to whatever card space is indicated by 
the player’s throw of the dice. Obviously if more than 
two players are involved the number of tokens will be 
increased accordingly. In practice it has been found that 
this game is best played when the number of players 
is between two and eight. 

The Rules 

The game may start as soon as the board is arranged 
with the deck of title cards in its proper position and 
each player in possession of a token. Each player in turn 
throws the three dice and places his token on the card 
space designated by the dice. Upon landing on a particu 
lar space the player has the option of purchasing the space 
if it is not already owned by another player. The price 
for each card space may be conveniently set at two cents, 
which sum is deposited in the “Diamond Casino” pot. 
The corresponding title card from the title card deck is 
given to the purchaser as an indication of his ownership 
of the card space. Once ownership of a card space is 
established any player thereafter landing on that space 
is obliged to pay the title holder thereof a ?ne correspond 
ing to the face value of the ‘card. For instance, for the 
2 of any suit the ?ne will be two cents, the 3 will be three 
cents, etc., with the jack costing the trespasser eleven 
cents, and the queen twelve cents. - 

In the event that the player lands on a space already 
occupied by the token of another player then those two 
players shall “wage war” with one another. Each player 
waging war shall throw the dice once with the player 
rolling the highest number being the victor. The losing 
player shall surrender his highest diamond card to the 
victor. If no diamond cards are owned by the loser he 
may surrender any card of his choice except the queen 
of spades. 
The game ends when all of the cards in the diamond 

suit have been purchased. The player who has accumu 
lated the greatest number of diamond cards shall be the 
winner of the “Diamond Casino” pot. In the event of a 
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tie, those involved will add up the face value of their 
diamond cards and the player having the highest total will 
prevail. Should a tie still exist the players involved will 
divide the monies evenly amongst themselves. 
To add variety and interest to the game special rules 

are applied when a player rolls the dice and turns up an 
“X” on the die 24. These rules, which may be printed 
on the surface of the board for the convenience of the 
player are as follows: 

(1) A player throwing an X-2 must purchase the queen 
of diamonds for twice its face value (twenty-four cents) 
from the present owner. Title is immediately transferred 
to the player throwing the X-2. Should the queen of 
diamonds not yet be owned the player has the option of 
purchasing the space at its face value (twelve cents). 

(2) A player rolling an X-3 will roll the numbered 
dice 20 and 22 twice. Should these two rolls add up to 
16 or more, then the player will collect whatever “monies” 
have accumulated in the “Players Fund” 14. 

(3) A player rolling an X-4 ‘shall remain at his present 
position but shall throw the numbered dice again and 
pay the owner of the two diamonds twice the amount 
shown on the dice. If the two of diamonds is not owned, 
the player may purchase it at the regular price of two 
cents. 

(4) In the event of X—'5 is rolled by a player the 
title holder of the queen of spades will pay to that player 
a ?ne of twenty cents. 

(5) A player rolling an X-6 shall pay ?ve cents into 
the “High Point Casino” 16. 

(6) Upon rolling an X-7 the player shall remain at his 
present position on the board but shall take over owner 
ship of the queen of spades. There is no payment re 
quired for this transfer of title. 

(7) A player rolling an X-8 shall donate ten cents 
to the “Players Fund” 14. 

(8) A player rolling an X-9 shall pay ten cents into 
the “High Point Casino.” 

(9) Upon a throw of X-10 the player shall remain at 
his present position but shall throw the numbered dice 
again and pay to the owner of the three of diamonds 
twice the amount shown on the dice. If this card is un 
owned the player may purchase it at its face value. 

(10) A player rolling an X-ll shall pay a ?ne of ?ve 
cents into the “Players Fund” 14. 

(11) A player rolling an X~12 shall collect ten cents 
from each player participating in the game. 
At the conclusion of the game, when all the diamond 

cards have been purchased, the several pots are distributed 
to their respective winners. 
the “Diamond Casino” 18 is won by the player owning 
the greatest number of diamond cards. 
At the end of the game the various players shall add 

up the face values of their title cards and the player hav 
ing the highest count shall be the winner of the “High 
Point Casino” 16. The player having the best poker 
hand in title cards shall win whatever money may be left 
in the “Players Fund” at the games end. 
From what has been described herein it will be appre 

ciated that the game involves an interesting combination 
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4 
of skill and chance. The position of each player is deter 
mined by chance, yet, there is a certain element of dis 
cretion in that the player is ordinarily given the option 
of purchasing or not purchasing a particular card. It will 
be readily apparent that the queen of spades is an nude- 
sirable holding and that the unfortunate owner will be 
most anxious to divest himself of it. The many op» 
portunities of receiving as well as paying ?nes, not only 
between the players but also into the several pots, add 
to the element of risk that is present in the game. The 
novel manner in which playing cards have been incorpo 
rated into a board game together with the unique dice for' 
determining the moves of the players make the game un~ 
usually interesting. 
The length of the game of course varies, but an average 

game will usually last in the neighborhood of an hour, 
so that several games may easily be played in the course 
of an evening. 

Obviously a great many variations may be made to the 
game without departing from vthe spirit of the invention. 
For instance, since the players do not follow any par 
ticular course or path the various card spaces may be 
rearranged in adjacent columns rather than marginally 
above the board. Also the fees and penalties may be 
altered to suit the desires of particular players. Many 
minor modi?cations may also be made to the rules set 
forth herein. 
What I claim and desire to secure by Letters Patent 

of the United States is: 
l. A board game including a rectangular board having 

each side divided into spaces, each space bearing a desig 
nation to represent cards of a different suit and each space 
further bearing a value designation, in combination with 
three dice, one of which has a different card suit designa 
tion depicted on each of four faces said die suit designa 
tions being identical to the space suit designations, and 
the other two dice having on faces thereof means for 
indicating different ones of the value designations of said 
spaces. 

2. A board game as de?ned in claim 1, further char 
acterized in that the card-representing spaces of the board 
are eleven in number on each side of the board, the suit 
indicating die carries non-suit symbols on two of its faces, 
and the game includes also a deck of cards comprising 
four diiferent suit groups carrying value designations cor 
responding to those of the board spaces. 
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