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MELDING CARD GAMES WITH SOLVING
COMPONENT

RELATED APPLICATION

[0001] This application is based upon and claims priority
under 35 U.S.C. §119(e) to U.S. Provisional Patent Appli-
cation No. 60/765,429, entitled “Melding Card Games with
Solving Component,” and filed Feb. 3, 2006, the disclosure
of which is incorporated herein by reference in its entirety
for all purposes.

SUMMARY OF THE INVENTION

[0002] The present disclosure is directed to card games,
and more particularly to card games in which players play to
form certain card combinations or “melds,” in order to
collect information that in turn allows the players to solve a
puzzle.

[0003] Forexample, some embodiments may include vari-
ous playing cards, information cards with pieces of infor-
mation relating to a possible solution, and a solution card
that indicates the possible solutions. In an exemplary
method of game play, a predetermined number of informa-
tion cards may randomly be selected prior to game play, the
information on the selected cards collectively indicating one
of'the several possible solutions. During game play, forming
a meld of playing cards may allow a player to attempt to
discover the piece of information on one of the information
cards, for example by attempting to satisfy a requirement
associated with a particular piece of information. In such a
method, the goal of a player who has succeeded in discov-
ering enough pieces of information may be to correctly
determine the solution based on the discovered information
in order to win the game.

[0004] Traditional card games in which players attempt to
form melds include Rummy and variants such as Gin
Rummy, Canasta, Five Hundred, Go Fish, and Old Maid.
Specialized decks have been developed for use with some
card games, such as Mille Bornes® (Parker Brothers, Inc.),
Uno® (Mattel, Inc.), and the melding card game disclosed in
U.S. Pat. No. 6,247,697. Some specialized decks include
cards that have certain effects on game play. For example,
the game of Uno includes cards that instruct a player to
perform an action such as drawing a number of additional
cards.

[0005] Other examples of card decks and/or games in
which objects or cards are matched to create sets or melds
include the games and card decks disclosed in U.S. Pat. Nos.
3,734,510, 3,990,698, 4,243,226, 4,369,976, 4,846,480,
4,915,393, 5,037,110, 5,106,100, 5,213,334, 5,374,067,
5,380,012, 5,451,062, 5,711,526, 5,772,212, 5,810,361,
5,816,576, 5,863,043, 5,887,873, 6,142,475, 6,332,615,
6,454,265, 6,588,756, and UK Patent Application GB 2,230,
962A.

[0006] The disclosures of all of the aforementioned refer-
ences are incorporated herein by reference in their entirety
for all purposes.

[0007] The card games of the present disclosure may be
understood more readily after a consideration of the draw-
ings and the Detailed Description.

BRIEF DESCRIPTION OF THE DRAWINGS

[0008] FIG. 1 is a product concept presentation sheet
showing various exemplary game components including
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playing cards, information cards, an exemplary requirement
card, a die, and a solution card.

[0009] FIG. 2 is a photograph of prototype playing cards
suitable for use with the games of the present disclosure,
which include instruction indicia.

[0010] FIG. 3 is photograph of an exemplary embodiment
of a solution card suitable for use with the games of the
present disclosure.

[0011] FIG. 4 is a photograph of prototype information
cards and requirement cards suitable for use with the games
of the present disclosure.

[0012] FIGS. 5 and 6 are photographs of one of the
information cards and one of the requirement cards of FIG.
4, showing an exemplary method of moving the information
card relative to the requirement card.

[0013] FIGS. 7-10 are alternative embodiments of playing
cards according to the present invention.

[0014] FIGS. 11 and 12 are alternative embodiments of
requirement cards according to the present invention.

[0015] FIG. 13 is a front view of an embodiment of an
information card according to the present invention.

[0016] FIG. 14 is a rear view of the information card
illustrated in FIG. 13.

[0017] FIGS. 15-21 are rear views of alternative embodi-
ments of information cards according to the present inven-
tion.

[0018] FIG. 22 is an embodiment of a potential solution
according to the present invention.

[0019] FIG. 23 is a view of an exemplary meld of playing
cards according to the present invention.

[0020] FIG. 24 is a view of an information card associated
with a requirement card, according to the present invention.

[0021] FIG. 25 is a flowchart of an exemplary game set-up
process according to the present invention.

[0022] FIGS. 26 and 27 are flowcharts of an exemplary
game play process according to the present invention.

[0023] FIG. 28 is a flowchart of a portion of an alternative
game play process according to the present invention.

[0024] FIG. 29 is a flowchart of another portion of an
alternative game play process according to the present
invention.

DETAILED DESCRIPTION

[0025] Referring to FIG. 1, components of a card game
according to one embodiment of the present disclosure are
shown to include several different types of playing cards 2,
information cards 4, an exemplary requirement card 6, a die
8, and a solution card 10.

[0026] The exemplary playing cards shown may each have
an obverse face including suit indicia 12 indicating one of
several suits or categories of cards, and may also include
card value indicia 14 indicating a numerical or other value
of the card. Suit indicia 12 may be of any appropriate form
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adapted to distinguish cards of one suit from cards of
another, and may thus include one or more indicia such as
color, symbols, and so forth.

[0027] The suit indicia 12, as well as other features or
components of the game apparatus, may reflect a theme or
backstory associated with the game. For example, a com-
mercial embodiment of the game illustrated in the figures is
called “Lie Detector,” and the various game components
feature game indicia and other decorative indicia resembling
items, settings, and characters consistent with a “criminal
investigation” theme, such as fingerprints, cameras, interro-
gation rooms, suspects, criminals, investigators, and other
similar devices, symbols, and indicia. Moreover, a fanciful
lexicon consistent with this theme is used in a set of
instructions and rules that accompany this embodiment of
the game. However, embodiments consistent with the game
concepts and components discussed herein may include
game components and/or rules that reflect any theme or
combination of themes, or no theme, with any suitable
indicia.

[0028] Thus, for example, the illustrated playing cards 2
are shown to include both a color (such as blue, green, etc.)
and a symbol (such as a fingerprint, a camera, etc.) to
distinguish the different suits. One suit is indicated to be a
“wild” suit, cards of which may be used in some aspects of
game play to substitute for other suited cards. Wild cards 16
include indicia designating the card as a wild card (shown in
FIG. 1 as a chalk outline of a body).

[0029] Card value indicia 14 on the obverse face of some
playing cards 2 may be indicated, for example, by a number,
as shown on the exemplary melding cards of FIG. 1. As
explained in more detail below, when a player forms a meld
of cards during one method of game play, the values may be
used to determine if a piece of information may be revealed
to the player.

[0030] In some embodiments of the game, the obverse
side of some or all of the playing cards may include other
indicia, such as instructions to take a certain game action, for
example if the playing card is discarded or played. FIG. 2
shows a prototype embodiment of a variant of the game that
includes some playing cards or melding cards 30 with such
instructional indicia 32.

[0031] The reverse face of the playing cards (not shown)
may include generic indicia, trade dress indicia, and/or other
indicia, or may be left blank, such that the playing cards are
indistinguishable when viewed from the reverse face.

[0032] Referring again to FIG. 1, the exemplary embodi-
ment of the card game also includes several information
cards 4. As mentioned above, the information indicated by
the information cards may allow the players of the game to
solve a problem or puzzle as part of game play. Consistent
with the “criminal investigation” theme of the described
embodiments, the puzzle may be determining which of
several criminals or “kingpins” perpetrated a crime.

[0033] Each information card 4 is shown to include an
obverse side 18 with category and other indicia 20, and a
reverse side 22 with information indicia 24. The category
indicia 20 indicates the type of information indicated on the
reverse side 22. The information, as well as the categories,
may reflect a game theme, as explained above. For example,
in the exemplary embodiment shown, the categories of
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information may indicate suspects involved in the crime to
be solved, each of which holds a piece of information about
the criminal or “kingpin” behind the crime. The information
may thus correspond to physical traits of the criminal, such
as “eye color,”hair color,” and so forth. The information
indicia 24 on the reverse side 22 of an information card 4
may indicate one of several possibilities within the category
indicated on the obverse side 18. For example, an “eye
color” information card may indicate information indicia
such as “blue eyes,” or some other eye color.

[0034] The illustrated embodiment described herein
includes four categories of information, with two possibili-
ties for each category. Thus, there are eight different infor-
mation cards 4, two of each category, as follows:

Category Information
eye color blue eyes
brown eyes
hair color black hair
blond hair
facial hair clean-shaven
moustache
glasses no glasses
glasses

[0035] In one method of game play, one of each category
of information card may be selected at random at the
beginning of the game. The information on the selected
information cards describes one of 2% or 16, possible
combinations of the four categories or traits. Each combi-
nation may thus correspond to one of 16 different “king-
pins.” Players of the game may be allowed to discover the
information indicated on one or more information cards 4
during game play, and attempt to determine the solution to
the problem or puzzle, by deducing the identity of the
kingpin.

[0036] Thus, the exemplary embodiment may also include
a solution card 10, which includes solution indicia 26
indicating the different combinations of categories or traits.
The solution card 10 indicated in FIG. 1 is an illustrative
prototype, but FIG. 3 shows another exemplary solution card
40 consistent with the categories and information listed
above, having 16 different solution indicia 42 as illustrations
of different kingpins with the traits conveyed by the infor-
mation on the information cards 4. For example, each
kingpin is illustrated to have either blond or black hair, either
blue or brown eyes, and so forth. Each kingpin is also shown
to be indicated by a name, which may serve as a convenient
label to refer to the combination of traits associated with the
kingpin. Thus, in the illustrated embodiment, the solution to
the puzzle may be the name of the kingpin having the
combination of traits indicated on the selected information
cards 4.

[0037] Thus, it can be seen that other embodiments of the
game may incorporate a different number of categories of
information, a different number of possibilities within each
category, a different number of solutions, and so forth, as
appropriate to achieve a desired level of difficulty for the
game players.

[0038] Referring again to FIG. 1, an exemplary require-
ment card 6 is shown to include requirement indicia 28,



US 2007/0182100 Al

shown as a series of numbers printed across the top edge of
the card. As explained in more detail below, the requirement
indicia 28 may indicate a requirement that must be satisfied,
during game play, for a player to be allowed to discover the
information on the reverse side 22 of an information card 4
associated with the requirement card 6. For example, in an
exemplary method of game play suitable for use with the
illustrated embodiment, pre-game setup may include placing
each randomly selected information card 4, obverse-side up,
on a requirement card 6, to indicate the requirement to be
satisfied in order for a player to “discover” the information
on the information card 4.

[0039] Forexample, the information card 4 on the require-
ment card 6 in FIG. 1 is associated with the requirement
indicia 28 indicated by the number “12,” since the informa-
tion card 4 is shown to be placed on the requirement card 6
in visual alignment with the requirement indicia 28 indicat-
ing the number 12. In other embodiments, such as the
exemplary prototype information cards shown in FIGS. 4-6,
each of which includes a small notch in its top edge, the
requirement indicia 28 may be indicated by the number
aligned with the notch.

[0040] As explained in greater detail below, in some
aspects of game play suitable for use with the illustrated
embodiment, whether a player may discover the information
on an information card may relate to the meld of cards
formed by the player and the requirement indicia 28 asso-
ciated with the information card 4. For example, when a
meld of cards is formed, a player may add the sum of the
values of the playing cards 2 in the meld and compare the
resulting value to the number indicated by the requirement
indicia 28 associated with a chosen information card 4.
Optionally, the player may also roll one or more dice to
generate an additional value to add to the sum.

[0041] FIG. 1 illustrates this concept by showing an exem-
plary meld of playing cards 2 with card values 3-2-2. Adding
these card values together yields the total 7, which may then
be added to the number indicated by a roll of a die 8. The
sum of the card values and the die roll may then be compared
with the requirement indicia 28, which in this example is the
number “12.”

[0042] According to an exemplary set of rules, if the sum
exceeds the value on the requirement card 6, the requirement
is deemed to be satisfied, and the player may look at the
information on the reverse side 22 of the information card 4.

[0043] Consistent with the aforementioned theme of the
game, the requirement card 6 may thus include decorative
indicia indicating an interrogation room, in which the sus-
pect (on an information card) is interrogated. The suspect’s
“breaking point” (the requirement to be satisfied) may be
indicated by one of the requirement indicia 28, for example
the number immediately above the information card 4 when
placed on the requirement card 6. The value of the player’s
meld, plus the number indicated by a roll of the die, may
represent the player’s attempt to interrogate the suspect. If
successful, the suspect is “broken,” and divulges informa-
tion about the kingpin—and the player may accordingly be
allowed to look at the information on the reverse side 22 of
the information card 4.

[0044] Further, in some aspects of game play, an informa-
tion card 50 may be moved, during game play, relative to its
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associated requirement card 60, such as to change the
requirement that must be satisfied by a player attempting to
discover the information on the information card 50. For
example, in FIGS. 5 and 6, the information card 50 is moved
to indicate that the requirement indicia 62 is changed from
the number “20” to the number “19.” This may be done
during game play, for example, after a player attempts to
discover the information on the information card 50.

[0045] Moreover, in some embodiments, the various
requirement cards 60 may be associated with one or more
categories of information cards 50. The requirement cards
60 of FIG. 4 are shown to include colored borders, each of
which may indicate a predetermined association with infor-
mation cards 50 of a particular category.

[0046] Variations in the aforementioned game components
and concepts are considered to be within the scope of the
present disclosure. For example, although the requirement
indicia and the card value indicia have been described in
terms of numbers or numerical values, any such indicia that
is adapted to represent a requirement or condition to be
satisfied, and a characteristic associated with the card that
relates to the requirement or condition, may be used. For
example, each card value may be indicated by any appro-
priate symbol or set of symbols; an alternate embodiment
may include playing cards that each include colored shapes
and requirement cards with requirement indicia indicated by
a set of colored shapes. All of such variations are considered
to be within the scope of this disclosure.

[0047] An exemplary, non-limiting method of game play
utilizing the components and concepts discussed above is
outlined in the paragraphs below. Games may be played by
two or more players, each of which is dealt a predetermined
number of cards and plays them on a playing surface
according to a set of rules. As described in greater detail
below, when a meld is formed, a player may attempt to
discover the information indicated by an information card 4
in an attempt to solve the crime by identifying the kingpin
corresponding to the information on the information cards 4.

[0048] An exemplary method of game play for the
embodiments shown in the figures provides that, prior to
game play, all of the information cards 4 are shuffled, and
one of each category is randomly selected. Each information
card 4 is placed, showing the obverse side 18, on a require-
ment card 6, either at random or according to a predeter-
mined arrangement, to indicate one of the requirement
indicia 28 on the requirement card 6. For example, each
information card 4 may be placed to indicate the highest
numerical value on the requirement card 6. The playing
cards 2 are shuffled together, a predetermined number is
dealt to each player, and the remainder are placed face-down
(that is, showing the reverse side 22) to form a draw pile.
The top card is turned up (that is, showing the obverse side
18) to form a discard pile.

[0049] Any suitable method may be used to choose which
player plays first, after which players take alternating turns.

[0050] During a turn, a player draws a predetermined
number of cards from either the draw pile and/or the discard
pile, and attempts to “meld” or form certain card combina-
tions called “melds,” by laying a meld of playing cards 2 on
the playing surface. Traditionally, melds include sequences
of consecutively ranked cards in a particular suit, a group of
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cards of the same rank in different suits, and so forth.
However, a set of rules for the game may indicate any
desired combination or combinations of cards that may
qualify as a “meld.” For example, according to an exemplary
set of rules suitable for use with the illustrated embodiment
and method, a meld may consist of one of the following card
combinations:

[0051] three cards of the same suit;

[0052] two cards of the same suit plus one wild card; or
[0053] two wild cards plus any other card.

[0054] When a meld is formed, the player places the
melded playing cards 2 on the playing surface and chooses
which “suspect” the player will attempt to “break.” In other
words, the player chooses an information card 4, and
attempts to discover the information indicated on the chosen
card. To do this, the player notes the requirement indicia 28
on the requirement card 6 indicated by the information card
4 and determines whether he has satisfied the requirement.
For example, he may roll a die, add the number indicated on
the die to the sum of the card values of the melded playing
cards, and compare the total to the numerical value indicated
by the requirement indicia 28 on the requirement card 6.

[0055] According to an exemplary set of rules, if the total
exceeds the suspect’s “breaking point” indicated by the
requirement indicia 28, the player may look at the informa-
tion on the reverse side 22 of the information card 4. The
player then notes the information, and replaces the infor-
mation card 4 on the requirement card 6. In some methods,
the information card 4 may then be moved on the require-
ment card 6 to indicate a lower value on the requirement
card 6, for example to indicate that once the suspect has been
“broken,” subsequent attempts by other players to discover
the suspect’s information will be less difficult.

[0056] If the player’s total does not exceed the suspect’s
“breaking point,” play may pass to the next player. In some
methods, the information card 4 may then be moved on the
requirement card 6 to indicate a lower value on the require-
ment card 6, for example to indicate that a suspect may be
easier to “break” if repeated attempts have been made. Some
methods may include moving the information card 4 on a
requirement card 6 to a greater or lesser extent, depending
on whether a player succeeds in “breaking” the suspect.

[0057] A player may be given an opportunity, for example
before play passes to another player, to attempt to guess the
identity of the kingpin, based on the information the player
has discovered during the course of the game. In an exem-
plary set of rules, an incorrect guess may eliminate the
player from the game, but a correct guess wins the game. So
as not to spoil the fun for the remaining players, the guessing
player may determine if his guess is correct by privately
looking at all of the information on the information cards,
revealing them to show that his guess is correct, or replacing
them (without showing them to the other players) if his
guess is not correct. In the latter case, the remaining players
may proceed until someone correctly guesses the kingpin.

[0058] Referring to FIG. 7, an exemplary embodiment of
a playing card of FIG. 1 is illustrated. In this embodiment,
the playing card 100 has a side 102 that includes a symbol
104 that distinguishes the suit of the playing card 100.

Aug. 9, 2007

Playing card 100 includes card value indicia 106, which in
this embodiment is the number 2.

[0059] Other embodiments of playing cards of FIG. 1 are
illustrated in FIGS. 8-10. As illustrated in FIG. 8, the playing
card 110 has a side 112 that includes a symbol 114 and a card
value indicia 116, which in this embodiment is the number
3. InFIG. 9, the playing card 120 has a side 122 that includes
a symbol 124 and a card value indicia 126. In FIG. 10, the
playing card 130 has a side 132 that includes a symbol 134,
which in this embodiment represents a “wild” suit.

[0060] Referring to FIG. 11, an embodiment of a require-
ment card of FIGS. 4-6 is illustrated. In this embodiment, the
requirement card 140 includes requirement indicia 142,
which is shown as a series of numbers printed across the top
edge of the card 140. As previously described, the require-
ment indicia may indicate a requirement that must be
satisfied, during game play, for a player to be allowed to
discover the information on an information card associated
with the requirement card.

[0061] Referring to FIG. 12, an alternative embodiment of
a requirement card is illustrated. In this embodiment, the
requirement card 150 includes requirement indicia 152. The
requirement indicia 152 of requirement card 150 can be
different than that of requirement indicia 142 of requirement
card 140.

[0062] Referring to FIGS. 13 and 14, an embodiment of an
information card of FIG. 1 is illustrated. In this embodiment,
the information card 160 includes an obverse side 162 with
category indicia 163, which in this example, is “eyes,” and
a reverse side 164 with information indicia 166 and 168,
which in this example, relate to “blue eyes.” Information
card 160 includes a small notch 165 in its top edge.

[0063] Other embodiments of information cards are illus-
trated in FIGS. 15-21. As illustrated in FIG. 15, the infor-
mation card 170 has a reverse side 174 with information
indicia 176 and 178, which in this example, relate to the
suspect or person having brown eyes. In FIG. 16, the
information card 180 has a reverse side 184 with informa-
tion indicia 186 and 188, which relate to the suspect having
glasses. In FIG. 17, the information card 190 includes a
reverse side 194 with information indicia 196, which relates
to the suspect not having any glasses. In FIG. 18, the
information card 200 includes a reverse side 204 with
information indicia 206 and 208, which relate to the suspect
having a moustache. In FIG. 19, the information card 210
has a reverse side 214 with information indicia 216, which
relates to the suspect being clean-shaven. In FIG. 20, the
information card 220 has a reverse side 224 with informa-
tion indicia 226 and 228, which relate to the suspect having
blond hair. In FIG. 21, the information card 230 has a reverse
side 234 with information indicia 236 and 238, which relate
to the suspect having black hair.

[0064] InFIG. 22, one of the kingpins of the solution card
illustrated in FIG. 3 is shown. This kingpin 300 includes
traits 310, 320, 330, and 340, which correspond to no
glasses, blond hair, blue eyes, and moustache, respectively.

[0065] As previously described, there are several manners
in which a meld of playing cards can be formed. In FIG. 23,
the exemplary meld of FIG. 1 is illustrated. Meld 400 is
formed of three playing cards 410, 420, and 430, which are
of'the same suit, as indicated by suit indicia 405 (i.e., a finger
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print). Each playing card includes a card value indicia. In
this example, the sum of the card value indicia of the card
meld is 7.

[0066] Referring to FIG. 24, an association of an infor-
mation card and a requirement card is illustrated (as shown
in FIGS. 4-6). Requirement card 150 includes requirement
indicia 152. As information card 160 is placed on the
requirement card 160, the notch 165 allows a particular one
of the requirement indicia 154 to be displayed within the
notch 165.

[0067] Now, several exemplary processes of the present
invention will be described. Referring to FIG. 25, an exem-
plary game set-up process 500 is described. In step 502, one
of'the players determines the categories of information cards
to be used in the game. As previously discussed, the cat-
egories can include eye color, hair color, facial hair and
glasses.

[0068] In step 504, the player selects one card from each
of the information card categories. Preferably, the player
selects the cards without looking at the reverse side of any
of the information cards.

[0069] In step 506, the player takes one of the selected
information cards.

[0070] In step 508 the player takes one of the requirement
cards and in step 510, the player selects a requirement
indicia on the requirement card.

[0071] In step 512, the particular information card is
associated with the selected requirement card and in par-
ticular, with the selected requirement indicia. An example of
such association is illustrated in FIGS. 4-6 and more spe-
cifically in FIG. 24 in which the requirement indicia of 19
has been selected and associated with the particular infor-
mation card 160.

[0072] 1In step 514, the player determines whether all of
the initially selected information cards have been associated
with a requirement card. If so, then the process continues to
step 516 in which the game is played. If not, then the process
returns to step 506 and the process of associating the
selected information cards with requirement cards is
repeated until step 516 is reached.

[0073] An exemplary embodiment of a game play process
in accordance with the present invention is illustrated in
FIGS. 26 and 27. In this embodiment, the game play process
600 is merely exemplary and various game play processes
may include some and not all of the illustrated steps.

[0074] In step 602, a predetermined number of playing
cards are dealt to each player in the game.

[0075] In step 604, the first player selects a predetermined
number of cards from either a draw pile or a discard pile.

[0076] In step 606, the player determines whether a meld
of playing cards can be formed. As previously discussed, the
requirements for a meld in a game can vary and should be
established by the players at the start of the game. If the
player can form a meld (step 608), then the process contin-
ues to step 612. If the player cannot form a meld, then at step
610 the game proceeds to the next player and the process
returns to step 604.
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[0077] In step 612, the player calculates the sum of the
values of the melded playing cards. As previously described,
the sum can be the addition of the card value indicia on the
melded playing cards (without the use of a rolled die).

[0078] In step 614, the player selects an information card
to “break.” Breaking an information card means the player
is trying to meet or exceed the requirement indicia associ-
ated with the information card.

[0079] In step 616, the player determines the particular
requirement indicia for the selected information card.

[0080] In step 618 (see FIG. 27), the player determines
whether the meld sum meets or exceeds the requirement
indicia. If the meld sum does not meet or exceed the
requirement indicia, then the game proceeds to the next
player and the process returns to step 610. If the sum does
meet or exceed the requirement indicia, the process contin-
ues to step 620.

[0081] In step 620, the player views the information
indicia on the information card. Preferably, the player does
not allow any of the other players to view the information
indicia.

[0082] In step 622, the player replaces the information
card on the requirement card. In this example, the informa-
tion card is placed on the requirement card with the require-
ment indicia visible due to the notch in the information card.

[0083] In step 624, the player determines whether the
player wants to guess the solution to the game. In this
embodiment, the solution to the game is the identification of
one of the kingpins on the solution card. If the player does
not want to make a guess at this time, the game proceeds to
the next player and the process returns to step 610. If the
player does want to make a guess, then the process continues
to step 626.

[0084] In step 626, the player determines a guess as to the
solution of the game.

[0085] In step 628, the player determines whether the
guess is correct. This determination can be done by the
player viewing the information cards that were initially
selected. If the player’s guess is incorrect, then the player is
eliminated from the game (step 630) and the game proceeds
to the next player and the process returns to step 610. In this
case, the player that guessed incorrectly no longer can play
in the current game. If the player’s guess is correct, then the
game ends (step 632).

[0086] An exemplary embodiment of an alternative por-
tion of a game play process is illustrated in FIG. 28. In this
embodiment, the game play process 700 includes several
steps that have been previously described with respect to
process 600 (FIGS. 26 and 27). In particular, the steps of
712, 714, 716, 718, and 720 correspond to steps 612, 614,
616, 618, and 620 of process 600.

[0087] Instep 718, the player determines whether the sum
meets or exceeds the requirement indicia. If the sum does
meet or exceed the requirement indicia, the process contin-
ues to step 720. However, if the sum does not meet or exceed
the requirement indicia, then the player has the option to roll
a die (step 734).

[0088] In step 736, the player adds the amount rolled on
the die to the value sum of the melded playing cards.
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[0089] In step 738, the player determines whether the
revised total meets or exceeds the requirement indicia. If the
revised total is sufficient, then the player views the infor-
mation indicia on the information card (step 720). If the
revised total is insufficient, then the game proceeds to the
next player (step 740).

[0090] An exemplary embodiment of an alternative por-
tion of a game play process is illustrated in FIG. 29. In this
embodiment, the game play process 800 includes several
steps that have been previously described with respect to
process 600 (FIGS. 26 and 27). In particular, the steps of 820
and 822 correspond to the steps 620 and 622 of process 600.

[0091] In step 821, the player determines the appropriate
reduced requirement indicia to be used with the replacement
of the information card on the requirement card. As previ-
ously described, in one game process, once an information
card has been viewed, the requirement indicia associated
with the information can be reduced. For example, when the
information card is placed back on the requirement card in
step 822, the particular requirement indicia on the require-
ment card that is viewable in the notch of the information is
lower than before. In one example, if the information card
was aligned with the number 19 on the requirement card,
then it can be placed on the requirement card with the
number 17 showing in the notch.

[0092] Several aspects of the exemplary methods of game
play may be modified from that disclosed above, and may be
reflected in the set of rules to accompany the game. For
example, the rules may specify any number of cards to be
dealt initially, or drawn and/or discarded during a turn,
different options for play available to each player on a turn,
a different order of actions or phases during a player’s turn,
timing rules, and so forth.

[0093] Optionally, as mentioned above, the configuration
of the game components may be modified to achieve a
desired effect, in conjunction with the game rules. The
apparatus and/or rules of the game may thus provide game
play with a desired degree of complexity or difficulty, for
example to adapt the game to players of a predetermined age
range, and/or to adjust the relative degrees to which chance
and strategy determine the winner of the game.

[0094] Tt is believed that the disclosure set forth above
encompasses multiple distinct inventions with independent
utility. While each has been disclosed in a preferred form,
the specific embodiments thereof as disclosed and illustrated
herein are not to be considered in a limiting sense as
numerous variations are possible. The subject matter of the
inventions includes all novel and non-obvious combinations
and subcombinations of the various elements, features,
functions and/or properties disclosed herein. Similarly,
where any description recites “a” or “a first” element or the
equivalent thereof, such description should be understood to
include incorporation of one or more such elements, neither
requiring nor excluding two or more such elements.

[0095] Inventions embodied in various combinations and
subcombinations of features, functions, elements, and/or
properties may be claimed through presentation of claims in
a related application. Such claims are also regarded as
included within the subject matter of the inventions of the
present disclosure.
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What is claimed is:

1. A kit for playing a card game, the card game involving
the determination of a solution, the kit comprising:

a set of playing cards, each of the playing cards including
a value indicia thereon;

a set of information cards, each of the information cards
including information indicia thereon;

a set of requirement cards, each of the requirement cards
including requirement indicia thereon, each of the
information cards being configured to be associated
with a requirement card so that one of the requirement
indicia is identified; and

a solution card, the solution card including a plurality of
potential solutions to the card game, the information
indicia being related to each of the potential solutions.

2. The kit of claim 1, wherein the card game involves a
mystery and the solution is the identity of a criminal, the set
of information cards can be separated into at least two
categories of cards, each category of information cards being
associated with a different type of information indicia, each
type of information indicia being related to the identity of
the criminal.

3. The kit of claim 2, wherein the information indicia
relates to physical traits of a criminal, one category of
information cards including information related to a first
physical trait and another category of information cards
includes information related to a second physical trait.

4. The kit of claim 3, wherein the first physical trait is one
of a hair color, an eye color, the presence of glasses and the
presence of facial hair, and the second physical trait is
another of a hair color, an eye color, the presence of glasses,
and the presence of facial hair.

5. The kit of claim 4, wherein the first physical trait is a
hair color, and each of the information cards with the first
physical trait identifies a hair color that is different than the
hair color of the other information cards with the first
physical trait.

6. The kit of claim 5, wherein the second physical trait is
an eye color, and each of the information cards with the
second physical trait identifies an eye color that is different
than the eye color of the other information cards with the
second physical trait.

7. The kit of claim 1, wherein the card game involves a
mystery and the solution includes the identification of a
criminal, the solution card including a plurality of suspects
that have different combinations of physical traits, each of
the suspects having a different combination of physical traits
than the other suspects.

8. The kit of claim 7, wherein the information indicia
relates to a physical trait of at least one of the plurality
suspects on the solution card, and each of the information
cards identifies a different physical trait.

9. The kit of claim 1, wherein the value indicia are
numbers, and each of the playing cards includes a number,
the requirement indicia including a plurality of numbers,
each of the requirement indicia forming a requirement to be
met by a value of a meld of playing cards to view an
information card associated with the requirement card.

10. The kit of claim 9, wherein the set of playing cards
includes a plurality of suits, each of the playing cards
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including a number and suit indicia, the playing cards being
combinable with other playing cards of a same suit to form
the meld of playing cards.

11. The kit of claim 10, wherein the set of playing cards
includes a wild suit, and a meld of playing cards can be
formed that includes at least one playing card of the wild
suit.

12. A method of playing a card game with the kit of claim
1, the method comprising:

separating the information cards into the categories of
information cards;

selecting an information card from each category of
information cards;

for each selected information card, selecting a require-
ment card and a particular requirement indicia thereon;

associating each of the selected information cards with
one of the selected requirement cards so that the
selected requirement indicia is identified;

dealing a predetermined number of playing cards to each
player;

beginning a round wherein each player in turn is allowed
to choose to draw a card from either a remaining deck
of playing cards or a discard pile, form a meld of
playing cards, and discard a playing card to the discard
pile, wherein the player can view an information card
if the value of melds formed by the player meets or
exceeds the associated requirement indicia.

13. A set of rules for playing a card game with the kit of
claim 1, wherein the rules specify that a player may view an
information card associated with a requirement card if the
player forms one or more melds of playing cards with a sum
of the value indicia of the melded playing cards meeting or
exceeding the requirement indicia identified by a selected
information card.

14. The kit of claim 1, further comprising:

a die; and

a set of rules for playing the card game, wherein each of
the playing cards includes suit indicia of one of a
plurality of suits, and the rules specify that:

a player may form a meld of playing cards of a same
suit, the value of the meld being the sum of the value
indicia of the playing cards in the meld;

the player may roll the die and add the number rolled
using the die to the value of the melded playing
cards; and

the player may view an information cards associated
with a requirement card if the sum of the value
indicia of the melded playing cards and the roll of the
die meets or exceeds the requirement indicia identi-
fied by a selected information card.

15. The kit of claim 1, wherein the card game involves a
mystery and the solution is the identity of a criminal, the
solution card identifies potential suspects that can be the
criminal, each of the potential suspects has a different
combination of four physical traits, the information cards
being separable into four categories based on information
indicia relating to the four physical traits, the four physical
traits being a hair color, an eye color, the presence of glasses,
and the presence of facial hair, the requirement cards includ-
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ing requirement indicia that is a series of numbers, one of
each category of information cards being configured to be
associated with a particular requirement indicia on one of
the requirement cards, the particular requirement indicia
being a number and forming a requirement to be met by one
or more melds of playing cards to view an information card
associated with the requirement card, each of the playing
cards has a suit and a number as its card value indicia, the
playing cards being combinable with other playing cards of
a same suit to form a meld, and the value of the meld of
playing cards is a sum of the value indicia of the playing
cards in the meld.

16. The kit of claim 1, wherein each information card
includes a notch formed in its top edge, the notch being
configured so that a particular requirement indicia on a
requirement card is visible in the notch when an information
card is placed on the requirement card.

17. A method of playing a melding card game, the method
comprising:

separating information cards into categories of informa-
tion cards, each information card including information
indicia, each category of information cards including
cards with related information indicia;

selecting an information card from each category of
information cards;

for each selected information card, selecting a require-
ment card and a particular requirement indicia thereon
and associating the selected information card with the
selected requirement card so that the particular require-
ment indicia is identified;

dealing a predetermined number of playing cards to each
player;

beginning a round wherein each player in turn is allowed
to:

choose to draw a card from either a remaining deck of
playing cards or a discard pile of playing cards,

form a meld of playing cards,

select an information card and its associated require-
ment card,

determine whether a value of the meld of playing cards
meets or exceeds the requirement indicia associated
with the information card selected by the player, and

view the information card selected by the player if the
value of the meld of playing cards meets or exceeds
the identified requirement indicia.

18. The method of claim 17, wherein during a turn, a
player is allowed to combine the value of a meld of playing
cards formed that turn and the value of a meld of playing
cards formed in a previous turn, and the player is allowed to
view an information card selected by the player if the value
of the melds of playing cards meets or exceeds the identified
requirement indicia.

19. The method of claim 17, wherein during a turn, a
player is allowed to roll a die and to combine the value of
a meld of playing cards with the number rolled on the die,
and the player is allowed to view an information card
selected by the player if the sum of the value of the meld of
playing cards and the number rolled by the die meets or
exceeds the identified requirement indicia.
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20. The method of claim 17, wherein during a turn, after
viewing an information card, the player is allowed to replace
the information card with its associated requirement card so
that a different requirement indicia is identified.

21. The method of claim 20, wherein the different require-
ment indicia that is identified is lower than the requirement
indicia that the player needed to meet or exceed to view the
information card.

22. The method of claim 17, wherein the meld of playing
cards is a first meld of playing cards, the information card is
a first information card, and in a subsequent round, each
player in turn is allowed to:

form a second meld of playing cards,

select a second information card and its associated
requirement card,

determine whether a value of the second meld of playing
cards meets or exceeds the requirement indicia associ-
ated with the second information card selected by the
player, and

view the second information card selected by the player if
the value of the meld of playing cards meets or exceeds
the associated requirement indicia for the second infor-
mation card.

23. A deck of cards, comprising:

playing cards, each playing card including card value
indicia and suit indicia, the playing cards being sepa-
rable into a plurality of suits;

requirement cards, each of the requirement cards includ-
ing requirement indicia thereon; and

information cards, each of the information cards including
information indicia thereon, each of the information
cards being configured to be associated with a particu-
lar requirement indicia on a requirement card, wherein
the playing cards are combinable to form one or more
melds of playing cards using the suit indicia, a value of
a meld being determined by a sum of the card value
indicia of the playing cards in a meld, and a selected
information card being viewable by a player if the sum
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of the card value indicia of one or more melds meets or
exceeds the particular requirement indicia associated
with the selected information card.

24. The deck of cards of claim 23, wherein the card value
indicia on the playing cards are numbers, and the sum of the
card value indicia of a meld is the sum of the numbers on the
playing cards in the meld.

25. The deck of cards of claim 24, wherein the require-
ment indicia is a series of numbers, and the information card
associated with a requirement card being configured to be
associated with a number on the associated requirement
card.

26. The deck of cards of claim 24, wherein the require-
ment indicia is a series of numbers, each information card
includes a notch formed in its top edge, the notch being
configured so that a number on a requirement card is
viewable in the notch when an information card is placed on
the requirement card.

27. The deck of cards of claim 26, wherein the selected
information card is viewable by a player if the sum of the
numbers on the playing cards in the meld meets or exceeds
the number on the associated requirement card to which the
selected information card is aligned.

28. The deck of cards of claim 23, wherein each of the
requirement cards resembles an interrogation room and the
requirement indicia is a plurality of numbers.

29. The deck of playing cards of claim 23, wherein the
deck of playing cards relate to a mystery game in which a
solution is the identification of a criminal from a set of
potential suspects, the information indicia on the informa-
tion cards relate to physical traits of the potential suspects,
each information card including information indicia relating
to a physical trait of the criminal, the information cards
being separable into at least two categories based on the
information indicia of the information cards, one informa-
tion card of each category being configured to be associated
with a different requirement card, and the information cards
being viewable by a player in subsequent turns to determine
the identification of the criminal.



