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GAME, 

Application fled August 21, 1928. Serial No. 130,713. 

This invention is a game of the charac 
ter in which playing cards or other value 
indicating means are employed to indicate 
the extent and direction of movement of 
game pieces with respect to an associated 
game board. 
One of the objects of the invention is to 

provide a game board constructed to dia 
grammatically simulate a foot-ball grid iron, 
with division lines corresponding to the yard 
lines on a foot-ball field, so as to represent 
uniform units of value in playing the game, 
card receiving spaces being indicated at the 
ends of the board to receive various playing 
cards, each of which carries a designation of 
value to be utilized in determining the dis 
tance and direction of movement of a game 
piece movably resting upon said board. A 
further object is to provide a game board 
of the character referred to in which the 
card-receiving spaces are provided with 
legends which are duplicates of similar 
legends carried by the respective playing 
cards to be placed upon said spaces, said 
cards being arranged in sets, each set being a 
duplicate of the other set, the individual 
cards bearing indicia of value to indicate 
the direction and extent of movement of a 
game piece movably mounted on said board. 
A further object is to provide a game board 
with card receiving spaces positioned to 
simulate the line-up of a foot-ball squad, 
and sets of colored game pieces positioned 
contiguous to the respective card receiving 
spaces, each set of game pieces containing 
pieces of one color corresponding to the 
eleven principal players of a foot-ball squad 
and pieces of another color indicating any 
desired number of substitutes for the origi 
nal players. A further object is to provide 
a game board and playing cards of the char 
acter mentioned, associated with other play 
ing cards to indicate penalties and changes in 
character of the play as the game progresses. 
A further object is to provide a game board 
provided with sets of game pieces of differ 
ent colors and playing cards containing 
designations of value to indicate the direc 
tion and extent of movement of another 
game piece upon the board, the characters of 
the playing cards being of colors correspond 
ing to the colors of the sets of game pieces, 
so that the cards of the respective opponents 
playing the game may be readily distinguish 
able. A further object is to provide sets of 
cards containing indications of penalties and 

the like, the data on the respective cards be 
ing printed in contrasting colors, so that the 
player may readily distinguish between val 
ues of the respective cards for offensive and 
defensive plays. A further object is to pro 
vide a game board and playing cards as 
above indicated together with a game piece 
representing a miniature football, and 
means by which the said game piece may be 
Projected from any desired position in the 
field to simulate the effect of kicking or pass 
ing a ball during the playing of a football 
game. A further object is to provide a game 
board provided with markers adjustably 
mounted thereon for the purpose of indicat 
ing certain limits of areas in which the play 
is to be made, and other adjustable indica 
tors or markers for recording the plays. A 
further object is to provide a game board so 
constructed that it may be folded to form a 
box or container for the storage of the game 
pieces and cards when not in use, and which 
may be opened out into extended relation for the purposes of playing the game. 
The invention will be hereinafter fully set forth and particularly pointed out in the 

claims. 
In the accompanying drawings:- 
Figure 1 is a top plan view of the game 

board arranged in accordance with the in 
vention, the same containing marking to cor 
respond to the diagram of the standard foot 
ball grid-iron. Figure 1 is a detail sectional 
view illustrating the means for engaging the 
ends of the board sections. Figure 2 is a 
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similar view with the board folded and out - 
of use. Figure 3 designates the principal 
player cards of a set of playing cards, con 
taining indicia of values employed in playing 
the game. Figure 3 illustrates other cards 
of the set containing penalty indicia. Fig 
ure 3 illustrates cards of the set containing 
indicia of changes in the character of the 
play. Figure 3° is a view illustrating one of 
the substitute cards. Figure 4 is a view of a 
card from a duplicate set, but containing 
different colored indicia, it being understood 
that two duplicate sets of cards Figure 3 are 
used, the indicia of one set being of one color 
and the indicia of the other set being of a 
contrasting color. Figure 5 illustrates a set 
of substitute cards. It is to be understood 
that each set of cards is to be made up of any 
desired number of cards of the character 
illustrated in Figures 3, 3, 3, and 5, the in 
dicia on the substitute cards of Figure 5 bes 
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2 
ing of a color contrasting with the color of 
the indicia on the cards of Figure 3. Fig 
ure 6 is a side elevation illustrating one of 
the game pieces. Figure 7 is a detail view, 
illustrating the ten yard marker and the 
“down' marker. Figure 8 is a transverse 
sectional view illustrating the method of 
mounting the markers in the game board. 
Figure 8º is a detail view illustrating a modi 
fication thereof. Figure 9 is a side view 
illustrating the device employed for kicking 
the ball. Figure 9 is a view illustrating a 
modification thereof. Figure 10 is a view of 
one of the goal posts. Figure 11 is a view 
of the miniature foot-ball. Figures 12 and 13 
are views illustrating two forms of dice used 
in determining certain values in the play of the game. 

Referring to the drawings, A designates 
a game board which is formed of two sec 
tions 10 and 11, which are arranged to be 
placed end for end, the contiguous ends of 
the sides of the section 12 being provided 
with dowels 13 to hold them in alignment 
while the game board is in use. It will be 
noted that the board is drawn to represent 
a miniature foot-ball field, being provided 
with transverse lines 14 representing spaces 
corresponding to the yard lines of a foot 
ball field, every fifth line 15 being made 
heavier to indicate five yard intervals. The 
field is bound by heavy lines 16, those at the 
end representing the goal lines, circles 17 
serving to indicate the positions of the goal 
posts 18. Running longitudinally of the 
field are two lines 19 dividing the field into 
what may be termed “kick zones'. 
At the ends of the board, within the area 

between the goal posts, are indicated dupli 
cate Series of card-receiving spaces 20, there 
being at each end one row consisting of 
seven of such spaces extending across the 
board, and an additional row of four of 
such spaces, the last four spaces being ar 
ranged in pairs, each pair being separated 
by a substantial space at the middle por 
tion of the field. Each space contains a des 
ignation corresponding to the name and po 
sition of a player in the line-up of a foot 
ball squad, and immediately in front of 
each of said spaces is a circle to indicate the 
positions of the first team player pieces 22. 
On the left hand side of each set of card re 
ceiving spaces 20 is a space 23 which may be 
termed the “substitute bench', at which are positioned a number of player pieces 24. 

It will be noted that there is a set of card 
receiving spaces, and two sets of player 
pieces for each player of the game. The sets 
of player pieces are of contrasting colors so 
that the principal team pieces of one set may 
be readily distinguished from those of the 
substitute pieces of the set belonging to the 
sayne player. The principal and substitute 
pieces are thus readily distinguishable from 
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each other, and the pieces of one side are 
readily distinguishable from those of the 
other side. For instance, for one side the 
main player pieces may be colored red and 
the corresponding pieces of the other side 
colored yellow. The substitute players on 
one side may be colored blue and the sub 
stitute players on the other side may be col 
ored black. It is to be understood that these 
colors are arbitrary and may be varied with 
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75 
out departing from the spirit of the inven 
tion. 
To indicate the position of the foot-ball 

in play during the periods of the game, it 
is preferred to employ a game piece 25, 
which is of a color contrasting with the 
colors of the other game pieces and prefer 
ably white. It will be noted that all of the 
game pieces thus far described are provided 
with bases 26, from which project sharp 
pins 27, by means of which they may be 
stuck into the board at any desired posi tion as the game progresses. 
To simulate the kicking or passing of the 

foot-ball under the conditions which fre 
quently happen during the playing of a 
game, any desired means may be employed. 
It is preferred however, to use the kicking 
device K illustrated in Figure 9. This de 
vice consists of a piece of metal bent to pro 
vide a portion 28 of inverted V-shape, a 
ball-receiving portion 29, and an operating 
portion 30, the angle 31 provided at the 
point of union between arm 30 and the V 
shaped portion forming a pivot. In prac 
tice, to represent a kick, the football 33 
which is preferably weighted and nonre 
silient, is placed well upon the ball receiv 
ing portion 29, and by tapping the handle 
portion 30 Smartly with a finger, the device 
will rock on the portion 31 and project the 
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ball over the field in much the same man 
ner as the ball would be kicked during the 
playing of a regular game. If desired, the 
kicker device may comprise a base 31, in 
which the projecting device 32 is pivoted 
(see Figure 9). 
As is well-known in the playing of foot 

ball, the side which has the ball must ad 
vance a specified distance within a certain 
number of “downs'. To meet these condi 
tions in the present game, each of the sec 
tions 10, 11, of the game board are provided 
with a marker 35 (Figures 7 and 8), pro 
vided with pointers 36 extending over the 
contiguous foul line, said pointers in the de 
vice illustrated being separated a distance 
indicating a space often yards. It is to be 
understood of course that this distance is 
arbitrary and may be varied without de 
parting from the spirit of the invention. 
The marker is provided with a handle por 
tion 37 extending at an angle to the body of 
the marker, # projecting through a slot 
38 formed in a side 12 of the game board, 
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said slot being enlarged 8 
vide a space for a widened portion of said 
handle, which may be readily grasped by the 
player so as to slide the marker along the 
field. Each section 10 and 11 is provided 
with a marker 35 to cover the area of the 
field represented by the respective section, 
said markers being preferably colored to 
correspond to the colors of the player pieces. 
To indicate the number of points each Sec 
tion of the game board is also provided with 
a marker 39, having a handle 40 working in 
the slot 38, said pointer cooperating with 
a scale 41 containing suitable indicia. In 
Figure 8º the marker 36° is shown as pro 
vided with a bent portion 37 shaped to fit 
over the side 12 so as to slide thereon. 

Associating with the game pieces and the 
board are two sets of players cards of any 
desired number, each set consisting of team 
cards 45 (Figure 3), substitute cards 46 
(Figure 5), one or more forward pass cards 
47 (Figure 3), and any desired number of 
penalty cards 48, (Figure 3). It will be 
noted that the team cards 45 of each set are 
provided with numerical characters 45 of 
a color corresponding to the color of the 
: pieces 22 of the side to which they 
elong, and each card also contains a legend 

45 corresponding to the legends on the card 
receiving spaces 20. 
The substitute cards 46 are provided with 

numerical characters 46 which are colored 
to conform with the color of the sets of sub 
stitute player pieces 24 of the side to which 
they belong, and said cards also contain 
legends corresponding to the legends on the 
card receiving spaces 20. The forward pass 
cards are provided with legends 47e indicat 
ing the offensive play and other legends 47 
indicating defensive plays. These cards may 
be used for offensive and defensive play dur 
ing the game. The penalty cards are pro 
vided with indicia 48 indicating the charac-. 
ter of the card and other indicia 48º indicat 
ing the character of the offense which is pe 
nalized. The legends on the cards 47 and 48 
are contrasted in a way to readily indicate 
the offensive and the defensive plays. In asso 
ciation with the forward pass cards and the 
kick-off device, two dies 50 and 51 of con 
trasting colors are used, the die 50 which is 
preferably colored red, being used in asso 
ciation with the kick-off device K, and the 
die 51 (preferably white) being used in as 
sociation with the forward pass cards. 
In practice, it is preferred to provide each 

player with 30 cards consisting of eleven 
team cards 45, ten substitute cards 46, eight 
other cards which are made up of the for 
ward pass cards 47 and penalty cards 48, as 
may be desired. It is to be understood how 
ever, that the number of cards may be varied 
without departing from the spirit of the 
invention. 

ged at the top to pro In preparing to play the game the players 
may determine in any preferred manner as 
to which shall kick-off or receive the oppo 
nent's kick-off. For instance, this maybe 
done by the tossing of a coin. After shuf 
fling the cards, ??ch player deals seven cards 
to himself and places the remainder of the 
pack face downward on the glid ironboard 
in the area between the card receiving spaces 
20 and the contiguous end of the board. . 
The cards so placed become the “draw pile'. 
IEach player also sees to it that all of his 
first team player pieces 22 are at their posi 
tions on the field of play in the circles 21, 
and that the substitute player pieces 24 are 
on the substitute bench 23. As in a regular 
foot-ball game the ball shall be kicked off by 
the side designated by the winner of the 
toss. This is done by positioning the kicker 
device K at the forty yard line of the kick 
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er's side, placing the football 33 thereon, 
and then projecting the ball by striking the 
handle 32 of the kicker device, as already 
described. When the ball falls after a kick, 
it is allowed to remain on the board in the 
position at which it drops because it will 
not interfere with the progress of the game, 
After the kick-off the player of the side re 
ceiving the ball throws the die 50, and the 
number which turns up will indicate the dis 
tance in yards that his team will have ad 
vanced the ball after receiving it. This dis 
tance is counted from the yard line 14 or 15 
nearest the goal of the kick-off player indi 
cated by the position of the ball 33 when it 
falls. After this distance has been deter 
mined, the game piece 25 is placed on the 
yard line indicated, and this position indi 
cates the location of the ball at the first 
“down'. The player whose side has re 
ceived the ball and advanced it in the man 
ner stated is now playing the offensive. 

Following the return of the kick-off the 
ball is put into play by a “scrimmage, the 
player having the offensive being entitled to 
elect whether the ball shall be kicked or he 
shall play a card from his hand. Player 
cards are used either by the offense to make 
runs or by the defense to offset runs. The 
value of each card is the number marked on 
the face of the card. 

Examples of play with player cards:- 
Serimmage 1. 

14 - - - - - - - - - - - - - - - - - - - - - - - ??? ?Offin Se playS end 
Defense plays tackle-------------------- 12 

)yards( 2 ----------?------------------------------------- Gaim 
Scrimmage 2. - 

Offense plays tackle--------------------- 2 
Defense plays end---------------------- 14 

Loss ------------------------------ 2 (yards) 
Scl'immage 3. 

Offense plays half-back------------------ 27 
Defense plays full-back.------------------ 42 

Loss ------------------------------ 15 (yards) 
Scrimmage 4. 

Offense plays half-back ------------------ 77 
Defense plays half-back------------------ 37 

Gain ------------------- max x. wws na wp 40 (yards) 
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Thus the offense made a net gain of 25 yards 
in four downs and having gained more than 
ten yards in fours downs, is entitled to a new 
first down. 
Each side has eleven positions or spaces on 

the gridiron board. Whenever a player card 
is played it shall be placed face up at the 
corresponding position on the field of play. 
Not more than two player cards shall be 
placed at each position. No other card but 
half-back 77 shall be played at the half-back 
77 position, there being no substitute for 
half-back 77. Wherever there are two posi 
tions alike, as for example, the two ends, 
any two of the four player cards for the po 
sitions may be played at each position. A 
player card must never be played on another 
player card as long as there is a position va 
cant at which it may be played. A first team 
player card for a position may be played on 
a substitute card for the same position. 
Likewise, a substitute player card for a posi 
tion may be played on a first team player 
card for the same position. Either a first 
team player card or a substitute card maybe 
played at a position, regardless of whether 
the position is played by a first team man or a 
substitute. 
Each side shall place all other cards when 

played, including discarded player cards 
face up in a neat pile in his end zone. These 
cards form the discard pile. Each side 
shall always keep seven cards in hand, draw 
ing one card from his draw pile following 
each play of a card from the hand. When 
ever a side must draw more than one card to 
maintain seven cards in hand, he shall be 
penalized five yards for each additional 
card drawn. Each side shall voluntarily 
penalize his own team. If the cards in the 
draw pile are all drawn before a fumble is 
declared, the discard pile shall be turned face 
down without shuffling and used as the sec 
ond draw pile. If the cards in the second 
draw pile are all drawn before a fumble is 
declared, a new deal of all cards by both 
sides shall be made. 
Foul cards may be played as follows:- 

A-Distance penalty cards (5 or 15 yards). 
By offense-After defense has played once. 
B??? ???nse-After offense has played either once or Wilce. 
Distance penalty cards may be used regardless of what 

kind of play was made by the offense in starting the SCrimmage. 
B-Forward pass foul card. 

By offense-After defense has played once. 
Bytense-After offense has played either once or 

C?. - 

Forward pass foul cards shall only be used 
in a scrimmage which started with a forward 
pass. Neither side shall play more than 
twice during each scrimmage. The second 
card when played must be a foul card. Only 
one of the fouls listed on each card shall be 
declared against opponent when the card is 
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played. A Serimmage in which a foul occurs 
shall not count as a down except in the case 
of the forward pass foul. 
When the defense plays a forward pass 

foul card, the offense shall be penalized fif 
teen yards from the line of the preceding 
scrimmage. The scrimmage shall count as a 
down. When the offense plays a forward 
pass foul card, the pass shall be allowed and 
the offense shall roll the white die 51 to de 
termine the yards agained. The ensuing 
down shall be first down with ten yards tó 
go. To penalize the offense, the defense 
shall play a foul card. The down and point 
to be gained for the first down shall remain 
the same. To penalize the defense, the of. 
fense shall play a foul card. The ensuing 
down shall be first down with ten yards to 
go. When foul cards are played by both 
sides during the same scrimmage, there shall 
be no penalty on either side. The down and 
point to be gained for first down shall remain 
the same. This rule shall apply regardless 
of whether or not the foul cards played call 
for the same distance penalties. Whenever a 
foul is declared during a scrimmage, no other 
cards played during that scrimmage shall 
count. 
The offense in order to play a forward pass 

card must play it as the first card of a scrim 
mage. The defense, in order to play a for 
Ward pass card must play it as the first card 
played following the forward pass card 
played by the offense. The pass is completed 
whenever the defense is unable or unwilling 
to play a forward pass or a foul card. The 
defense shall so indicate by saying, “com 
pleted'. The offense shall then roll the white 
die 51 to determine the number of yards 
gained. The defense must then discard a 
card (any card in hand) to the discard pile. 
If a player card is discarded, the value of 
the card shall represent the distance the ball 
is advanced after being caught and shall be 
added to the gain made by the offense. The 
pass is intercepted whenever the defense 
plays his forward pass intercepted card. 
The passer’s side may roll the white die 51 to 
determine the distance the ball was thrown 
or the ball may be projected by the device K, 
the portion 29 being placed nearest the line 
of skirmish with one end of the ball 32 rest 
ing against it. The ball shall go to opponent 
at this point, who shall roll the red die 50 
to determine the distance the ball is returned 
or advanced from the point at which it was 
intercepted. The ensuing down shall be first 
down with ten yards to go. The pass is in 
complete whenever the defense plays a for 
Ward pass-incomplete card. There shall be 
no gain or loss on the first incompleted pass 
#Ã in the same series of plays before a 
new first down is obtained. A second and 
third incompleted pass which shall be made 
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in the same series of plays before the first 
down is obtained, shall be penalized by a loss 
of five yards. The point to be gained for 
first down shall remain the same but the 
scrimmage shall count as a down. Whenever 
a forward pass is made near opponent's goal 
line, the defense may, before playing, request 
the offense to roll the white die 51 to deter 
mine if the ball is thrown to or over the goal 
line. A forward pass-completed on or be 
yond the goal line is a touchdown. A for 
ward pass-incompleted on or beyond the goal 
line is a touchback. A forward pass-inter 
ted on or beyond the goal line is a touch 
ack. 
When a card is played it must be either a 

player card (example: half-back 77) or a 
forward pass card. After the offense has 
played a card the defense must either play 
a card or discard. If the offense elects to 
kick, the defense may play a kick blocked or 
a foul card or the defense may permit the 
offense to kick by not playing a card. When 
ever the defense plays his first card, the of 
fense may play a second time provided the 
second card played is a foul card. Whenever 
the offense plays a second time by playing a 
foul card, the defense may play a second time. 
provided the card played is a foul card. Not 
more than four cards shall be played in each 
scrimmage. 
Examples of scrimmage:- 

Scrimmage 1. 
Offense elects to kick. 
Defense plays kick blocked card. 
Offense does not play a foul card. 
Scrimmage completed. 

Scrimmage 2. 
Offense plays half-back 77. 
Defense plays a foul card. 
Offense does mot play a foul card. 
Scrimmage completed. m 

Scrimmage 3. 
Offense plays half-back 1. 
Defense plays full-back 37. 
Offense plays foul card. 
Defense does not play fou card. 
Scrimmage completed. 

Scrimmage 4. 
Offense plays forward pass card. 
Defense plays forward pass intercepted card. 
Offense plays forward pass foul card. 
Defense plays forward pass foul card. 
Scrimmage completed. 

After a scrimmage is completed, the piece 
25 shall be moved, provided the line of scrim 
mage has changed, from the previous line of 
scrimmage to the new line of Scrimmage. 
Each scrimmage shall count as one down un 
less a foul card has been played during the 
scrimmage. The offense must gain ten yards 
from the line of the initial scrimmage in four 
consecutive downs. Whenever the offense is 
successful in advancing the ball to or beyond 
the point, the ensuing down shall be a new 
first down. The offense shall then be allowed 
four more downs in which to gain the next 
ten yards. Whenever the offense fails to 
gain the required distance in four downs the 
ball shall go to opponent at the spot of the 
fourth down. 

5 
The offense may make any one of the foll 

lowing plays during a scrimmage:- 
Rur-Ilaying a player card from hand. 
Kick-Electing to use the kicker. 

No card is played. 
Forward E’ass-Playing a forward pass from hund. 

The defense may make any one of the fol lowing plays:- 
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To offset fun.--When offense has played a line player 
card, defense must also play either a line player card 
or a foul card. 

When offense has played a backfield player card other 
than half-back 77, defense must also play a backfield 
player card other than half-back 77, or a fou card. 

When offense has played half-back 77, defense must play 
R ???F card in hand, including half-back 77, ör a 

To offset a kick. When an offense has elected to kick, 

75 

defense aay play kick blocked card, or a foul card. . . 
Defense is not required to play a card and shall not 
discardi. 

To offset a forward pass.--When offense has played a 
forward pass card, defense may play any forward pass 
card or forward pass foul card, 

80 

The offense may elect to punt if he de 
sires, to kick the ball toward his opponent's 
goal line. Or he may call for a drop kick 
or a place kick when he desires to try for a 
field goal. When the offensive player an 
nounces his election for a kick the defense 
may play his kick blocked card, provided 
he has it in hand in any scrimmage in which 
the offense has elected to punt, drop-kick or 
place-kick. Whenever the kick is blocked 
the scrimmage ends unless the offense plays 
a foul card. Whenever a scrimmage ends 
with a blocked kick, the ball shall be re 
covered by the kicker's side at a loss of ten 
yards from the preceding line of scrimmage. 
(See blocked kick card.) The scrimmage 
shall count as a down. Whenever the de 
fense is unable or unwilling to play the kick 
blocked card or a foul card, the offense shall 
kick the ball. Whenever a kick is blocked 
on or behind the ten yard line of the kicker's 
side, a safety is made. Whenever the ball 
is kicked out of bounds from a scrimmage, 
it shall be put in play by opponent in the 
center zone and on the yard line that inter 
sects the side line at the point where the ball 
went out of bounds. " . 
The game may be divided into as many 

periods as may be desired. At the com 
mencement of the first period the ball shall 
be kicked by the side designated by the win 
ner of the toss, as already stated. If two 
periods are played the loser of the toss shall 
have the choice of kicking or receiving at 
the beginning of the second period, the side 
scored upon shall have the choice of kicking 
or receiving. The ball shall be kicked from 
behind the forty yard line of the kicker's 
side and no part of either ball or kicker shall 
be offside, i.e. extend beyond the forty yard 
line. If the ball is kicked out of bounds, it 
shall be kicked off again. If it goes out of 
bounds again, the ball shall go to opponent 
on his forty yard line and put in play by a 
scrimmage in the center "kick zone.' A 
touchback is made whenever the bail is 

85 

90 

95 

00 

05 

O 

5 

120 

es 



6 

kicked to or beyond opponent's goal line. 
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The ball shall go to opponent and be put in 
play on his twenty yard line in the center 
“kick Zone.' When the kick-off is neither 
out of bounds nor over the goal line, the ball 
shall be played in the “kick Zone' to which 
it is kicked until it is kicked into another 
“kick zone.' The side receiving the kick-off 
shall receive the ball at the yard line on 
which the ball is down, that is, nearest the 
opponent's goal line. The line shall be 
marked by the linesman 25 at the spot of the 
ball. The side receiving the kick-off shall 
roll the red die 50 to determine the yards 
gained or lost. The gain or loss shall be 
recorded by moving the linesman 25 accord ingly. 
fiterférence with fair catch is listed on 

the fifteen yard penalty card. The defense 
may declare this foul by playing the fifteen 
yard penalty card after the offense has 
kicked, thereby advancing the ball 15 yards 
from the line on which it was received. No 
returning of the kick shall then be permitted. 
Whenever a side has placed one or more 

player cards at each of the eleven positions, 
he has completed his team. The cards may 
be either first team player cards or substitute 
cards when first team men are at the posi 
tions. Whenever a side has completed his 
team he shall call “fumble.” All play shall 
cease immediately. Whenever a fumble is 
declared, the ball shall go to the side having 
the completed team, at the line of the pre 
ceding scrimmage. From the line of the pre 
ceding scrimmage the side in possession of 
the ball shall be permitted to advance 77 
yards, minus the number of yards repre 
sented by the cards showing face up in op 
ponent's first line of defense, i.e. centers, 
guards, tackles, and ends. In other words, 
add together the total value of opponent's 
line cards showing face ? on gridiron and 
deduct the amount from 7 
Example: 

No, No. 
Card 4. 2 8 O Card 
End Tackle Guard Center Guard Tackle End 

In this case the total value of cards is 
thirty-five yards. Seventy-seven yards minus 
thirty-five yards equals forty-two yards. 
The side declaring the fumble would there 
fore be entitled to advance the ball forty-two 
yards toward opponent's goal line. 
Whenever a fumble is declared, each side 

shall remove all first team men at positions 
where the top cards showing face up are 
substitute player cards. In other words, one 
side shall remove red pegs at positions where 
there are blue cards and the other side shall 
remove Orange pegs at positions where there 
are black cards. Whenever a man is removed 
from the game he shall be sent to his players 
bench at the side of the field. Whenever a 
first team man is removed from the game, he 
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shall be replaced by a substitute. In other 
words replace red pegs with blue pegs and 
orange pegs with ? pegs. First team 
men when removed shall not be returned to 
the game until the commencement of a new period. 

Substitutes, after replacing first team 
men, must remain in the game until the end 
of the period in which they entered the 
game. In order to legally declare a fumble 
when substitutes are playing, substitute 
player cards must be showing face up at the 
positions played by substitutes. To declare 
a fumble, when first team player cards are 
showing face up at positions played by sub 
stitutes, is illegal substitution. The penalty 
shall be half the distance to the goal line 
of the side which made the illegal substi 
tution. After a penalty for illegal substi 
tution, play shall continue as though no fum 
ble had been declared until another fumble 
is declared by either side. 
There shall be a new deal of all cards 

whenever either side has completed his team 
and declared a fumble and whenever either 
side has drawn all the cards in his second 
draw pile and at the beginning of each 
period. There shall be no new deal of cards 
following a score or when a side has de 
clared a fumble without properly complet 
ing his team. Play shall proceed from the 
? at which it stopped, pending a new 
e8. 

After a touchdown play shall recommence 
with a kick-off. The side scored upon shall 
have the choice of kicking or receiving. Af. 
ter a field goal play shall recommence with 
a kick-off. The side scored upon shall have 
the choice of kicking or receiving. After a 
safety, the side scored upon shall put the 
ball in play by a kick from scrimmage from 
their twenty yard line. 
The game shall be played in either one or 

two periods of not less than forty-five 
minutes each. The length of the periods 
shall be decided by agreement at the begin 
ning of each game. Time shall not be 
taken out during a period for any reason ex 
cept necessary absence from the field of play. 

Having thus explained the nature of the 
invention and described an operative man 
ner of constructing and using the same, al 
though without attempting to set forth all 
of the forms in which it may be made, or all 
of the forms of its use, what is claimed is:- 

1. The combination with a game board 
having division lines indicated thereon rep 
resenting uniform units of value, a normal 
ly stationary game piece having means for 
removably engaging said game board at any 
position thereon to indicate progress of the 
game, and two sets of duplicate playing 
cards, one set for each player of the game, 
each set of cards containing numerical value 
indicia, correlated with the units of value 
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indicated on the board, so that the differ 
ence in the numerical values of any two 
cards played in succession by the respective 
players will indicate the distance and di 
rection that the game piece is to be shifted 
on said board. 

2. The combination with a game board 
having division lines indicated thereon rep w ???? ?? ? resenting uniform units of value, a normal 
ly stationary game piece having means for 
removably engaging said game board at any 

: position thereon to indicate progress of the 
game, and two sets of duplicate playing 
cards, one set for each player of the game, 
each set of cards containing numerical value 
indicia, correlated with the units of value 
indicated on the board, so that the difference 
in the numerical values of any two cards 
played in succession by the respective play 
ers will indicate the distance and direction 
that the game piece is to be shifted on said 
board, said sets of cards also including other 
cards containing data indicating changes in 
the character of play which may be utilized 
by either player for moving said game piece 
to positions which may be more advanta 
geous to himself. 

3. The combination with a game board 
having division lines indicated thereon rep 
resenting uniform units of value, a normal 
ly stationary game piece having means for 
removably engaging said game board at any 
position thereon to indicate progress of the 
game, and two sets of duplicate playing 
cards, one set for each player of the game, 
each set of cards containing numerical value 
indicia correlated with the units of value 
indicated on the board, So that the dif 
ference in the numerical values of any two 
cards played in succession by the respective 
players will indicate the distance and direc 
tion that the game piece is to be shifted on 
said board, said sets of cards also including 
other cards containing data indicating 
changes in the character of play which may 
be utilized by either player for moving said 
game piece to positions which may be more 
advantageous to himself, said sets of cards 
also including other cards containing indicia 
having the effect when played of counteract 
ing the effect of playing any of the previous 
ly mentioned cards. 

4. The combination with a game board 
having division lines indicated thereon rep 
resenting uniform units of value, a normal 
ly stationary game piece having means for 
removably engaging said game board at any 
position thereon to indicate progress of the 
game, two sets of duplicate playing cards, 
one set for each player of the game, each 
set of cards containing numerical value in 
dicia correlated with the units of value in 
dicated on the board, so that the difference 
in the numerical values of any two cards 
played in succession by the respective play 

ers will indicate the distance and direction 
that the game piece is to be shifted on said 
board, said sets of cards also including pen 
alty cards which modify the advantages 
gained by a player by reason of said differ. 
ence in numerical value of the first men 
tioned cards. 

5. The combination with a game board 
having division lines indicated thereon rep 
resenting uniform units of value, a normally 
stationary game piece having means for re 
movably engaging said game board at any 
position thereon to indicate progress of the 
game, two sets of duplicate playing cards, 

Yone set for each player of the game, each 
set of cards containing numerical value in 
dicia correlated with the units of value in 
dicated on the board, so that the difference 
in the numerical values of any two cards played in succession by the respective players 
will indicate the distance and direction that 
the game piece is to be shifted on said board, 
Said sets of cards also including other cards 
containing data indicating changes in the 
character of play which may be utilized by 
either player for moving said game piece to 
positions which may be more advantageous 
to himself, said sets of cards also includ 
ing penalty cards which may modify the 
advantages gained by a player by reason of 
said difference in numerical value of the 
first mentioned cards. 

6. The combination with a game board 
having division lines indicated thereon rep 
resenting uniform units of value, a normally 
stationary game piece having means for re 
movably engaging said game board at any 
position thereon to indicate progress of the 
game, two sets of duplicate playing cards, 
one set for each player of the game, each 
set of cards 'containing numerical value in 
dicia correlated with the units of value in 
dicated on the board, so that the difference 
in the numerical values of any two cards 
played in succession by the respective 
players will indicate the distance and direc 
tion that the game piece is to be shifted on 
said board, said sets of cards also including 
other cards containing data indicating 
changes in the character of play which may 
be utilized by either player for moving said 
game piece to positions which may be more 
advantageous to himself, said sets of cards 
also including other cards containing indicia 
having the effect when played of counter 
acting the effect of playing any of the pre 
viously mentioned cards, said sets of cards 
also including penalty cards which modify 
the advantages gained by a player by reason 
of said difference in numerical value of the 
first mentioned cards. 

7. The combination with a game board 
having division lines indicated thereon rep 
resenting uniform units of value, and also 
having duplicate card-receiving spaces at 
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both ends, each space bearing a legend in 
dicating its functions, of a movable game 
piece having means for engaging said game 
board at any position on the face thereof 
to indicate the progress of the ganke, and 
two duplicate sets of playing cards adapted 
to be placed upon the card-receiving spaces, 
there being a set of cards for each player, 
the cards of each set bearing legends cor 
responding to the respective legends of said 
spaces, so as to identify the correlation be 
tween the cards and the spaces, said cards 
also containing numerical value indicia cor 
related with the units of value indicated on 
the board, so that the difference in the nu 
merical values of any two cards played in 
succession by the respective players will in 
dicate the distance and direction that the 
game piece is to be shifted on said board. 

8. The combination with a game board 
having division lines indicated thereon rep resenting uniform units of value, and also having duplicate card-receiving spaces at 
both ends, each space bearing a legend in 
dicating its functions of a plurality of Sets 
of normally immovable team game pieces 
removably engaging said board in positions 
contiguous to said spaces, a normally im 
movable play-indicating game piece also re 
movably engaging said board, two duplicate 
sets of playing cards adapted to be placed 
upon the card-receiving spaces, there being 
a set of cards for each player, the cards of 
each set bearing legends corresponding to 
the respective legends of said spaces, so as to 
identify the correlation between the cards 
and the spaces, said cards also containing 
numerical value indicia, the team game 
pieces and said numerical value card indicia 
of each player being colored to indicate their 
correlation and to distinguish them from the 
corresponding elements of the other player, 

9. The combination with a game board 
having division lines indicated thereon rep 
resenting uniform units of value, and also 
having duplicate card-receiving spaces at 
both ends, each space bearing a legend indi 
cating its functions, of a plurality of sets 
of normally immovable team player pieces 
and substitute player pieces removably en 
gaging said board, a normally immovable play-indicating game piece also removably 
engaging said board, two duplicate sets of 
playing cards adapted to be placed upon the 
card-receiving spaces, there being a set of 
cards for each player, the cards of each set 
bearing legends corresponding to the respec 
tive legends of said spaces, so as to identify 
the correlation between the cards and the 
spaces, said cards also containing numerical 
value indicia, the team and substitute game 
pieces of each player being of contrasting 
colors, the team and substitute player pieces, 
and the numerical value card indicia of each 
player being colored to indicate their cor 
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relation and to distinguish them from the 
corresponding elements of the other player. 

10. The combination with a game board 
having division lines.indicated thereon rep resenting uniform units of value, a normally 
stationary game piece having means for re 

70 

movably engaging said game board at any 
position thereon to indicate progress of the 
game, a projecting device, a game plece 
capable of being projected thereby, means 
for indicating the distance of return of the 
projected game piece, and playing cards 
bearing numerical value indicia correlated 
with the units of value indicated on the 
board and serving to define various changes 
in location of the first mentioned game piece. 

11. The combination with a game board 
having division lines indicated thereon rep 
resenting uniform units of value, a nor 
mally stationary game piece having means 
for removably engaging said game board 
at any position thereon to indicate progress 
of the game, a projecting device consisting 
of a fulcrumed projector, a game piece ca 
pable of being projected thereby, means for 
indicating the distance of return of the pro 
jected game piece, and playing cards being 
numerical value indicia correlated with the 
units of value indicated on the board and 
Serving to define various changes in location 
of the first mentioned game piece. - 

12. The combination with a game board 
having division lines indicated thereon rep 
resenting uniform units of value, a normally 
stationary game piece having means for re 
movably engaging said game board at any 
position thereonto indicate progress of the game, a projecting device consisting of a 
fulcrumed projector, a game piece capable 
of being projected thereby, means for in 
dicating the distance of return of the pro 
jected game piece, and playing cards having 
numerical value indicia correlated with the 
units of value indicated on the board anc 
serving to define various changes in location 
of the first mentioned game piece, and ad 
ditional penalty cards modifying the in 
dicated location of the first mentioned game 
piece subsequent to a projection of the sec 
ond game piece. 

13. The combination with a game board 
having enclosing sides, one of which is pro 
vided with angularly disposed intersecting 
slots extending longitudinally thereof, of an 
indicator member having angularly related 
portions slidably mounted in said slots so 
that one of said angular portions may pro 
ject over the face of said board and be 
moved with respect thereto. 

14. The combination with a game board 
having enclosing sides, one of which is pro 
vided with langularly disposed intersecting 
slots extending longitudinally thereof, of an 
indicator member having angularly related 

75 

80 

85 

90 

95 

00 

05 

10 

5 

20 

125 

30 



1,675,619 9 

portions slidably mounted in said slots, one larly related portions mounted in said slots, 
of said indicator portions being provided one of said portions being widened at the 
with spaced apart indicator members pro- top to fit within the said widened portion, 
jecting over the face of said board so that the other angular member of said indicator is 5 they may be moved with respect thereto. member projecting over the face of said 

15. The combination with a game board board so as to be moved relative to said 
having enclosing sides, one of which is pro- face. 
vided with angularly disposed intersecting In testimony whereof I have hereunto set 
slots extending longitudinally thereof, one my hand. 

10 of said slots being widened at its outer por 
tion, of an indicator member having angu- HAROLD A. SORLIEN. 


