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ABSTRACT: A game apparatus in which a speci?c form com 
prises a plurality of value pieces such as poker chips for divi 
sion among the players and placement in one of two playing 
trays during the game, a plurality of cards containing picture 
elements, one of said cards containing at least two picture ele‘ 
ments, one of which elements corresponds to a picture ele 
ment of another card and the other of which elements cor 
responds with a picture element of a second separate card, 
and a special set of dice exempli?ed by eight cubical dice, 
each die having ?ve blank faces and one face containing a 
marking, said markings on the eight dice indicating the num 
bers one through six and the pair of picture elements cor 
responding to the two picture elements carried on said cards. 
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GAME APPARATUS UTILIZING DICE AND CARDS 

BACKGROUND OF THE INVENTION 

The present invention relates to a game apparatus, and 
more particularly to a game apparatus utilizing dice for deter 
mining the progress of play. 
Games utilizing ordinary dice are will known, and have pro 

vided a large variety of games giving the public a tremendous 
amount of amusement and enjoyment. However, most of these 
games involve advancing a playing piece around a game board 
on a ?xed path or the like, and have become somewhat com 
plicated. Other games are more completely determined by the 
dice, and are therefore simpler in construction. The present 
invention belongs to the later class of dice games. 

SUMMARY OF THE INVENTION 

Thus in accordance with the present invention, a novel dice 
game is provided which utilizes a novel form of play, yet which 
has all of the advantages of determining the winner mostly by 
casting of lot. However, it will be appreciated, that some skill 
still remains in the ordinary play of the game of this invention. 

Accordingly, it is a primary object of the present invention 
to provide a novel set of dice capable of providing a large 
number of combinations of results, whereby considerably 
variation in game play is provided in a relatively simple ap 
paratus. 
The dice of this invention will be constructed of regular 

polyhedrons in the usual form so that symmetrical faces are 
provided on a symmetrical solid geometric device, and 
preferably the dice are cubical. The dice are characterized by 
providing blank faces as well as faces with numbers, the 
majority of the faces being blank on each die so that the possi 
bility of casting a large number of dice, say eight dice, will still 
provide a reasonable likelihood of bringing no marking in the 
counting position from the entire set. Another feature of the 
dice of this invention is to provide markings indicating number 
values on some faces of the dice, and picture elements 
representing a symbol rather than a number on other faces of 
the dice. In its broad aspect, the number of faces incorporat 
ing mumber markings, and the number of faces incorporating 
picture markings may be varied as well as the number of dice 
used in each set. However, the set of dice should contain blank 
faces as a preponderance, faces marked with numbers, and 
faces marked with pictures. Preferably, the dice are cubicals 
with each die having ?ve blank faces and one marked face. 
The game also includes a plurality of cards providing sym 

bols corresponding to certain of the markings on the dice. In 
other words, there should be a card containing a picture ele 
ment which matches a picture element on one face of the dice, 
and preferably there are at least two cards having two dif 
ferent picture elements matching the picture elements on the 
faces of two dice. In the preferred form of the invention, a 
cord is provided that has two picture elements to provide a 
correspondence with the condition where the same two pic‘ 
ture elements are exposed when the dice are cast. Another 
card is provided to indicate a situation corresponding to the 
zero cast or the cast of all blank faces on the dice. It will be ap 
preciated, that more or even less of these cards may be util 
ized, or suitable substitute indicators may be used, the cards 
being provided for convenience in the play of the games incor 
porating the special dice constructed according to this inven 
tron. 

A further feature of the invention is to provide two trays for 
use in playing the preferred game utilizing the apparatus of 
this invention. The purpose of the two trays is to provide two 
separate pots or kittys so that additional interest and variation 
of play is provided, without unduly adding to the game ap 
paratus and complication of the game. 

It is therefore seen that another object of the invention is to 
provide a game apparatus having special dice castable to ex 
pose one or more picture elements, and cards or like indicia to 
indicate such picture elements, said cards or indicia being 
capable of being bought and sold during the course of the 
game and owned by certain of the players. 
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2 
A further object of the invention is to provide a game ap 

paratus of the caharacter described, usable in a game having 
special cards and special dice together with value pieces such 
as poker chips played from individual ownership through a 
plurality of pots or the like on a plurality of trays so as to pro 
vide increased interest and variety of play. . 

Further objects and advantages of the invention will be ap 
parent as the speci?cation proceeds and the new and useful 
features of the game apparatus will-be more fully defined in 
the claims attached hereto. 

BRIEF DESCRIPTION OF THE DRAWING 

The preferred form of the game apparatus of the invention 
is illustrated in the accompanying drawing, forming a part of 
this description, in which: 

FIG. 1 is a perspective view illustrating a game played ac 
cording to this invention in progress on a table with the ap 
paratus utilized in the game fully shown; 

FIG. 2, a plan view of typical cards utilized in the preferred 
form of the invention; and 

FIG. 3, a perspective view of a set of dice constructed ac 
cording to the invention together with a typical dice cup suita 
ble for casting same. 

While only the preferred form of the invention is shown and 
described in detail, it should be understood that various 
changes or modifications may be made within the scope of the 
claims attached hereto without departing from the spirit of the 
invention. 

DESCRIPTION OF THE PREFERRED EMBODIMENT 

Referring more particularly to FIG. I, there is shown a typi 
cal large table 11 illustrating a game played according to this 
invention with 14 players participating. As seen therein, a plu 
rality of poker chips 12 are provided, and these are distributed 
around the table in stacks indicating ownership by each 
player, and on two trays or pots l3 and 14. Four cards l6, l7, 
l8 and 19 are provided, and these cards are owned by four dif 
ferent players as indicated. In addition, a set of dice 21 are 
provided together with the dice cup of 22 for convenience in 
casting the dice 21. 

Referring more particularly to FIG. 2, it is seen that the card 
16 simply shows a hammer, and the card 17 simply shows a 
bell. It is, of course, immaterial just what picture elements 
these cards show, but they should show two separate picture 
elements as indicated. It will also be noted that card 18 con 
tains both of the picture elelments shown in cards l6 and 17. It 
will also be appreciated that there will be at least one marking 
on a die showing a hammer, and at least one marking on 
another die showing a bell. In this way, the two dice together 
will be able to show both the bell and hammer shown in card 
18. 

Since the actual picture markings are unimportant, picture 
elements other than a bell and hammer may be used, but it will 
be appreciated that the picture elements used should cor 
respond between the cards and the dice. It will also be ap 
preciated that there should be at least two picture elements 
and preferably three cards with one of the cards showing both 
elements so as to cover the combinations. If desired, a third 
picture element could be provided on a third card and on a 
third die. The additional combinations of pictures thus 
achieved may be provided on additional cards having further 
combinations of picture elements. However, the three cards 
with the two picture elements are basic and will illustrate a 
preferred form of the inveniton. 

It will also be noted in FIG. 2 that a special card 19 is pro 
vided and that it contains apiecute which does not conform to 
any picture element on any of the die faces. lnstesad, the card 
19 is utilized to match the condition where the dice expose all 
blank faces as shown in the layout in FIG. 3. This card will typ 
ically bear the name of the game, and I prefer to call my game 
Reno-Keno, and designate this as the Reno-Keno card. How 
ever, it will be appreciated that any name may be utilized to 
identify the game and/or card. 
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The card also typically shows the sun or the like with radi 
ants extending therefrom. However, this design may also be 
varied as desired. 

Referring now to FIG. 3, there is shown a set of eight dice, 
each in cubical form, but each marked on only one face 
thereof. Six of these dice contain numbers one through six 
respectively, and these may be laid out in the usual dot form as 
shown in FIG. 3, or contain numerals or any other suitable 
designation. Two of the dice contain picture elements cor 
responding to the picture elements of cards 16 adn 17. In this 
way, the dice provide variable casts with a range of values ex 
tending from zero to 21. The zero condition occurs when a 
blank face of each die is in the counting position; the numbers 
one through six, as each of the mumbers one through six occur 
alone; and combinations of numbers which add up to a total of 
three and ?ve through 21 respectively, the ?gure 21 being the 
total sum of all of the numbers one through six. In addition, 
the dice will show no picture element, either one of the picture 
elements, or both. In this way, any one of the three cards, 16 
through 18 may or may not be designated. It will be ap 
preciated that this appraatus or its equivalent is illustrative, 
and that variations may be made by utilizing more or less num~ 
bered dice, if desired. 
The preferred game played with the game apparatus shown 

in FIGS. 1 through 3 is fully described below, but it should be 
appreciated that this game is an example of the preferred 
game played according to the game apaparatus of this inven 
tion. ‘ 

The game is preferably played with 14 to 20 players, 
because a large number of players provide the possibility of 
substsantial winnings for one or two of the players. Obviously, 
when more than 20 players are present, the disadvantages at 
tendent on large numbers of players such as infrequency of 
turn, and infrequency of holding a valud card occur, however, 
more than 20 peopls can play, if desired. In additon, less than 
l4 people are also able to play and enjoy the game, but at least 
four player should be present to spread the four playing cards 
around. However, too few players provide the disadvantage of 
reducing the relative value of holding one of the cards. 

In order to play the game, the players ?rst elect a director 
who simply performs a ?xed administrative function and ob 
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tains no advantage by being director. He may be either one of - 
the players or a bystander. The director collects an entry fee 
from each player and this entry fee is typically 20 chips. If 
desired, the entry fee may be raised with numbers of players 
less than 14, if desired. The director takes these entry fees and 
places them on cash tray 14 which is the main kitty or pot. 
Form this cash tray, 21 chips are removed and placed over on 
tray 13 which is designated as the Reno-Keno tray. ’ 
The director then sells the four cards to various players by 

auction or some other suitable method of sale, but preferably 
by auction. The money collected from the sale of the cards is 
also placed into the cash tray and play is ready to begin. It 
should be noted, that this auctioning procedure provides for a 
certain amount of skill, because the more players, the more 
valuable the cards will be, yet the more paid for the card the 
more valuable the card must be in order to recoup the cost 
thereof. In additon, the players not buying a card have an ad 
vanttage if the price piai is high because they receive winning 
form the cash tray, and the more money placed in the cash 
tray the better chance each non-card-holding player has to 
receive money back during play. ' 
With the cards distributed and the cash placed in the trays 

as indicated, play begins typically with the player to the right 
of the director, although play may begin by any player 
selected by lot or the like, if desired. The ?rst player casts the 
dice on the table, with several possibilities of combinations oc 
curing. In one situation, one or more of the dice will show a 
number on the upper face, and no pictures will be shown. In 
this case, the director will pay the player casting the dice the 
total amount indicated by the exposed numbers from the cash 
tray 14. Accordingly, each player has a chance to recoup his 
entry fee and even come out with winnings. 
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Another combination of the dice that occurs is the case 

where one or more numbers shows, and one or both pictures is 
also exposed. If one picture is shown such as say the bell, the 
director will pay the amount indicated by the numbers cast to 
the player holding the card of the bell, the payment being 
taken from the cash tray as before. Similarly, if with the 
number or numbers shown, the die with the hammer comes 
up, but not the bell, the total amount will be paid to the player 
holding the card with the hammer. In the event that both the 
bell and the hammer come up, the total amount shown will be 
paid to the player holding the card with the bell and hammer, 
but the amount paid will be twice the sum of the numbers ex 
posed. 7 

Other combinations involve the situation where none of the 
numbers come up. In such a case, the'bell might come up, the 
hammer might come up, both the bell and hammer might 
come up, or neither the bell nor the hammer might come up. If 
the bell or the hammer comes up, every player must pay one 
chip to the holder of the respective card. If both the bell and 
hammer come up, every player must pay two chips to the 
holder of the card having both the bell and hammer. On the 
other hand, if no number or picture comes up, all of the upper 
faces of the dice being blank, then every player must pay one 
chip tothe holder of the Reno-Keno card. 

Play continues in rotation with each player casting the dice 
when his turn comes up until the cash in the cash tray is ex 
hausted. It will be noted that on the last play, the player 
receiving payment from the director might be- entitled to more 
cash than is present on the tray. In this case, however, he will 
only be paid the amount of cash actually in the tray. 
When the cash in the tray is thus exhausted, the dice con 

taining the bell and hammer are removed from play and the 
cards showing the bell, hammer and bell and hammer are also 
removed form play. Play then continues utilizing the Reno 
Keno card and the cash trays with simply the numbered dice 
cast in rotation taking up from the position left off. Before 
each roll, the director will announce the value of Reno-Keno, 
the valve being 21 as play ?rst continues. _ 
The dice cast will now have the possibility of showing num 

bers or all blank faces. With the bell and hammer removed, 
the possibility of exposing all blank faces is somewhat greater, 
and the Reno-Keno card is still in effect. This is what make the 
Reno-Keno card 'more valuable, because a, throw of all blank 
faces will continue to require every player to pay one chip to 
the holder of the Reno-Keno card. If, however, the player 
throws the dice so that one or more numbers show, the num 
bers are totaled and, if less than Reno-Keno, the director will 
pay that amount form the Reno-Keno tray to the person cast 
ing the dice, If, however, the player should throw the value of 
Reno-Keno, he is said to have made a Reno-Keno, the game 
ends, and he receives the amount of REno~Keno from the 
Reno-Keno tray," a Reno-Keno from each player, ‘and all 
money paid into the cash kitty during this second round. Obvi 
ously, if the first player throws a 21 there will be‘ no, money 
paid into the cash tray, but his winning will be high because of 
the high value of the Reno-Keno. ' - 

If, for example, the ?rst player throws an amount of say ?ve, 
the director would pay the player ?ve chips from the Reno- . ' 
Keno tray and announce that Reno-Keno is now l6.- If the next 
player should throw a seven, the director would pay him seven 
chips from the Reno-Keno tray and announce that Reno-Keno 
is now nine. In other words, each time the director pays a 
player chips from the Reno-Keno tray, and thus depletes the 
number of chips in the tray, Reno-Keno becomes the value 
remaining in the tray. In the event that a player casts the dice 
to show a value higher than Reno-Keno, he must pay into the 
cash kitty (tray 14) the difference between the amount thrown 
and Reno-Keno. In this way, play continues with the holder of 
the Reno-Keno card receiving payment each time all blanks 
turn up, the Reno-Keno tray being reduced and the player 
paid the amount reduced from the Reno-Keno play when the 
number is less than Reno-Keno, and the cash kitty receiving 
chips whenever the number is more than Reno-Keno. How 
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ever, sooner or later, someone will throw a Reno-Keno and 
the game will end with that player collecting the amount of the 
Reno-Keno tray, that amount from each of the players, and 
the money in the cash kitty at that time. 
From the foregoing description, it is seen that the holders of 5 

certain of the cards, and particularly the Reno-Keno card have 
a chance to gain substantial winnings. It is also seen that the 
player who wins by throwing a Reno~Keno has a chance to 
gain substantial winnings. In this way, interest remains right 
down until the end of play, because the ?rst place winner is 
generally not determined until the very end of play. 
From the foregoing description, it is seen that a novel game 

is provided, which utilizes a special set of dice in combination 
with other game pieces so as to provide a novel form of dice 
game capable of providing many hours of enjoyment, yet 
which is relatively simple in construction. 

I claim: 
1. A game apparatus for a plurality of players- consisting of 
a ?rst cubical die having a numerical marker indicating the 

value one on one face thereof and having ?ve blank faces, 
a second cubical die having a numerical marker indicating 

' the value two on one face thereof and having ?ve blank 
faces, 

a third cubical die having a numerical marker indicating the 
value three on one face thereof and having ?ve blank 
faces, - 

a fourth cubical die having a numerical marker indicating 
the value four on one face thereof and having ?ve blank 
faces, 

a ?fth cubical die having a numerical marker indicating the 
value ?ve on one face thereof and having ?ve blank faces, 

a sixth cubical die having a numerical marker indicating the 
value six on one face thereof and having ?ve blank faces, 

a seventh cubical die having a ?rst picture element on one 
face thereof and having ?ve blank faces, 

an eighth cubical die having a second different picture ele 
ment on one face thereof and having ?ve blank faces, 

a ?rst card having the ?rst picture element imprinted 
thereon, 

a second card having the second picture element imprinted 
thereon, and 

a third card having both the first picture element and the 
second picture element printed thereon. 

2. A game apparatus as de?ned in claim 1, in which the ?rst 
picture element is a hammer and the second picture element is 
a bell. 

3. A game apparatus for a plurality of players consisting of 
a ?rst cubical die having a numerical marker indicating the 

value one on one face thereof and having ?ve blank faces, 
a second cubical die having a numerical marker indicating 

the value two on one face thereof and having ?ve blank 
faces, 

a third cubical die having a numerical marker indicating the 
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6 
value three on one face thereof and having ?ve blank 
faces, 

a fourth cubical die having a numerical marker indicating 
the value four on one face thereof and having ?ve blank 
faces, 

a ?fth cubical die having a numerical marker indicating the 
value ?ve on one face thereof and having ?ve blank faces, 

a sixth cubical die having a numerical marker indicating the 
value six on one face thereof and having ?ve blank faces, 

a seventh cubical die having a ?rst picture element on one 
face thereof and having ?ve blank faces, 

an eighth cubical die having a second different picture ele 
ment on one face thereof and having ?ve blank faces, 

a first card having the ?rst picture element imprinted 
thereon, 

‘a second card having the second picture element imprinted 
thereon, 

a third card having both the ?rst picture element and the 
second picture element imprinted thereon, and a fourth 
card having indicia different from the indicia on the 
marked faces of the dice for utilization when the dice are 
cast in a combination exposing only blank faces. 

4. A game apparatus for a plurality of players consisting of 
a ?rst cubical die having a numerical marker indicating the 

value one on one face thereof and having ?ve blank faces, 
a second cubical idie having a numerical marker indicating 

the value two on one face thereof and having ‘?ve blank 
faces, 

a third cubical die having a numerical marker indicating the 
value three on one face thereof and having ?ve blank 
faces, 

a fourth cubical die having a numerical marker indicating 
the value four on one face thereof and having ?ve blank 
faces, 

a ?fth cubical die having a numerical marker indicating the 
value five on one face thereof and having ?ve blank faces, 

a sixth cubical die having a numerical marker indicating the 
value six on one face thereof and having ?ve blank faces, 

a seventh cubical die having a ?rst picture element on one 
face thereof and having ?ve blank faces, 

an eighth cubical die having a second different picture ele 
ment on one face thereof and having ?ve blank faces, 

a ?rst card having the ?rst picture element imprinted 
thereon, 

a second card having the second picture element imprinted 
thereon, 

a third card having both the ?rst picture element and the 
second picture element imprinted thereon, a fourth card 
having indicia different from the indicia on the marked 
faces of the dice for utilization when the dice are cast in a 
combination exposing only blank faces, and a plurality of 
value pieces. ' ' 


