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The invention relates to the active method of play, 
when used in conjunction with game board, figure 1, of the 
accompanying drawing, at which Suit position, figure 6, 
on game board, figure 1, of the accompanying drawing, a 
player shall be seated, and this said player shall turn, face 
up, and play, a standard poker card, figure 8, shown on 
accompanying drawing, from a face down stack of thirteen 
standard poker cards, figure 7, shown on accompanying 
drawing, and then this player shall spin a spinner, figure 
3, shown on accompanying drawing, and score, figure 4, 
shown on accompanying drawing, this figure 4, being a 
facsimile of one of the fifty two cards of a standard poker 
deck, the other fifty one standard poker card facsimiles 
being set in the same way as figure 4, around the carded 
circle, figure 2, on game board, figure 1, of the accom 
panying drawing, or, score a facsimile of a suit symbol 
of a standard poker card, figure 5, on carded circle, figure 
2, of accompanying drawing, of which there are the other 
three suit symbol facsimiles of a standard poker deck, 
evenly spaced around the carded circle as like figure 5, 
on carded circle, figure 2, of accompanying drawing, and 
either or any of these cards just described, as like figure 4, 
or figure 5, on carded circle, figure 2, of accompanying 
drawing, shall be scored against turned up standard poker 
card, figure 8, shown on game board, figure 1, of accom 
panying drawing, or shall be scored against any one of 
the other fifty one standard poker cards, depending on 
which one is so turned up, all of which the foregoing 
active method of play is fully described in detail in the 
following “Rules of Play” of this game of "Suit Your 
self' which is the continuance of this specification, as 
follows: 

This game of "Suit Yourself' can be played by two, 
three, or four players. As you will notice, the game 
board, figure 1, has four suit positions, figure 6, namely, 
HEARTS, CLUBS, DIAMONDS, and SPADES. Before 
the actual play begins, each player seats himself at a 
suit position, figure 6, at the game board, figure 1, and 
the suit of the suit symbol at that suit position, shall 
be considered and referred to as that players suit, as long 
as he is sitting at that suit position at the game board. 
The choice of suit positions shall be determined by high 
card draw, with each player drawing one card from a 
shuffled deck of standard poker cards, with the player 
drawing the highest card, getting first choice, the player 
drawing the second highest card, second choice, and so 
on. When two or four players are playing, a draw for 
change of suit positions after each game is not necessary 
if all the players agree to keep their same suit positions. 
If not, then a high card draw would be in order. When 
three players are playing, however, a draw for change of 
suit positions after each game is the rule. This should 
be done in order to try and see that the advantage or 
disadvantage of one player handling two suit positions 
at the same time would be more evenly divided. 

In our explanation of the playing rules here, we shall 
assume that four players are playing, and now, after the 
four players are seated at their respective suit positions, 
figure 6, around the game board, figure 1, the player 
who won the high card draw for choice of suit position, 
becomes the dealer, with the duties of dealer changing 
to a new player after each game, going clockwise around 
the game board, figure 1. The dealer's duties shall be to 
shuffle the deck of poker cards and deal out thirteen cards 
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to each player, including himself, and also to keep a plus 
and minus score of the wins and losses for each player, 
including himself, on the plus and minus score sheet. 
After the cards are dealt, each player stacks his thirteen 
cards, face down, and places his stack, figure 7, of the 
accompanying drawing, to the right of his suit symbol, 
figure 6, of the accompanying drawing. 
The meaning of the terms, ACTIVE player, and 

SCORED player, which will be mentioned here in the 
rules of play, is as follows: The ACTIVE player, is the 
player who turns up a card from his turned down stack, 
figure 7, and places it face up, figure 8, and then spins 
the spinner, figure 3, and scores a card, figure 4, or a suit 
Symbol, figure 5, with the spinner, figure 3, on the carded 
circle, figure 2, on the game board, figure 1, of the ac 
companying drawing. The SCORED player, is the player 
who has a card of his own suit, as like figure 6, on the 
game board, figure 1, scored with the spinner, figure 3, 
on the carded circle, figure 2, by the active player, with 
this scored card by the active player, being one of the 
fifty two cards as like, figure 4, or one of the four suit 
symbols as like figure 5, on the carded circle, figure 2, as 
shown on the accompanying drawing. Any player, how 
ever, can become both the ACTIVE player, and the 
SCORED player, when, as the ACTIVE player, he turns 
up a card of his own suit, as like, figure 6, on the game 
board, figure 1, from his stack, figure 7, on the game 
board, figure 1, which turned up card, figure 8, on the 
game board, figure 1, would be of the same suit as that 
of his suit symbol, figure 6, on the game board, figure 1, 
and then this same ACTIVE player spins the spinner, fig 
lure 3, on the game board, figure 1, and scores a card of 
his own Suit, the same suit as his suit symbol at his suit 
position, as like, figure 6, on the game board, figure 1, 
and this scored card is scored on the carded circle, figure 
2, on the game board, figure 1, all of which is indicated 
on the accompanying drawing, and in this play, described 
above, the player would have become both the ACTIVE 
player, and the SCORED player. 
Now, we are ready for active play, with the play going 

clockwise around the game board, figure 1, and with the 
first active player being the player to the left of the 
dealer. Now, the active player turns over the top card 
from his turned down stack of thirteen cards, figure 7, 
on the game board, figure 1, of the accompanying draw 
ing, and places this card face up, figure 8, on game 
board, figure 1, of the accompanying drawing, Then 
this active player spins the spinner, figure 3, on game 
board, figure 1, of the accompanying drawing, and scores 
a higher card as like, figure 4, on the carded circle, 
figure 2, on game board, figure 1, of the accompanying 
drawing (of a suit other than his own), as like, figure 
6, on game board, figure 1, and this scored card on the 
carded circle, figure 2, on game board, figure 1, is of an 
higher value than the card turned up by this active 
player, figure 8, on game board, figure 1, of the accom 
panying drawing, and the player whose suit position at 
the game board, as like figure 6, is of the same suit as 
the card scored by the active player on the carded circle, 
as like figure 4, wins the difference between the value 
of the active players turned up card, figure 8, and the 
Scored card on the carded circle, figure 2, and he, the 
Scored player wins just the difference from the active 
player, except, when the turned up card of the active 
player, figure 8, and the card scored by the active player 
on the carded circle, figure 4, are of the same suit, and 
also of the same Suit as the scored players suits symbol 
at his suit position at the game board, as like figure 6. 
In this case the scored player wins twice the difference 
from the active player, because both the active players 
turned up card, figure 8, and the scored players scored 
card, figure 4, are of the same suit as that of the scored 
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players suit symbol, figure 6, at his suit position at figure 
6. If, however, the reverse of the two cards was true, 
and the turned up card of the active player, figure 8, was 
higher than the card scored by the active player, figure 
4, on the carded circle, figure 2, then the active player 
wins the difference between the value of the two cards 
from the scored player whose suit card as like figure 6, 
was scored on the carded circle, figure 2, and if the 
active players turned up card, figure 8, and the scored 
card on the carded circle, figure 4, are of the same Suit 
as the scored players suit symbol at his suit position, 
figure 6, then the active player wins twice the difference 
between the value of his, the active players turned up 
card, figure 8, and the scored players card, figure 4, and 
the active player wins this difference from the scored 
player whose suit card as like figure 6, was scored on 
the carded circle by the active player. 
There are two variations to the above which are as 

follows: If the active player turns up a card, figure 8, 
and it is of any other suit and not a card of his Suit 
that matches up with his suit symbol at his suit position, 
as like figure 6, and then this active player spins the 
spinner, figure 3, and scores a card on the carded circle, 
as like figure 4, and this card that he scores is of his 
own suit as like the suit symbol at his Suit position, 
figure 6, then the player whose suit position at the game 
board, as like figure 6, is of the same Suit as that of 
the active players turned up card, figure 8, wins or loses 
the difference in value of the two cards, from or to the 
active player, depending on the difference in value of 
the two cards, or which is the higher or lower in point 
value of the two cards. 
Now, we come to variation 2, which is as follows: If 

the active player turns up a card, figure 8, of his own 
suit, which would be of the same suit as that of his 
suit symbol at his suit position, as like figure 6, and then 
he spins the spinner, figure 3, and scores a higher card 
of his own suit on the carded circle, as like figure 4, he, 
the active player, who is also the scored player in this 
case, would win only the difference in value between the 
two cards, from each of the other three players, not 
twice the difference, and he would win this full single 
difference from each player, and if the active player, 
who would also be the scored player in this case, should 
turn up a card of his own suit, and score a lower card 
of his own suit on the carded circle, he would lose only 
the difference in value between the two cards to the other 
three players, not twice the difference, and he would 
lose this single difference to each of the other three 
players, it being obvious, of course, that the player who 
turns up a card of his own suit, and scores a card of 
his own suit, automatically stands to win or lose three 
times the difference between the value of the two cards, 
and the reason for this is, that when a player turns up 
a card of his own suit, and scores a card of his own 
suit, there is no conflict of suits between him and any 
one of the other three players, therefore, when he 
scores against himself, the rule is, that he shall win or 
lose, from or to, all three of the other players, as there 
is no single one of them that could be singled out as 
being in conflict with his suit score. This of course is 
fair, as it applies to all the players, whenever, and to 
whoever, this sort of play occurs. 
Now, we come to the scoring of the suit symbols, 

figure 5, on the carded circle, figure 2, on game board 1, 
these suit symbols being, namely, HEARTS, CLUBS, 
DIAMONDS and SPADES. If an active player turns 
up a card, figure 8, on game board, figure 1. and then 
spins the spinner, figure 3, and then scores a suit Syn 
bol, figure 5, on the carded circle, figure 2, and this suit 
symbol is of a suit other than his own, as like the suit 
symbol at his suit position, figure 6, on the game board, 
figure 1, he, the active player, shall pay the face value 
of his turned up card, figure 8, to the player whose 
suit position, figure 6, at the game board, figure 1, is 
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4. 
of the same suit as the suit symbol, like figure 5, on 
the carded circle, figure 2, that was scored on the carded 
circle, figure 2, by the active player, and if the active 
players turned up card, figure 8, is of the same suit 
as the suit symbol, figure 5, that was scored on the 
carded circle, figure 2, then the player whose suit symbol 
at his suit position at the game board, figure 6, is of 
the same suit as the suit symbol scored on the carded 
circle, figure 5, wins twice the face value of the active 
players turned up card, figure 8. On the other hand, if 
an active player turns up a card, figure 8, of any suit 
but his own, which would be like the suit symbol at 
his suit position, figure 6, and then spins the spinner, 
figure 3, and scores his own suit symbol on the carded 
circle, figure 2, then the player whose suit position at 
the game board, figure 1, is of the same suit as that of 
the active players card, figure 8, shall pay the face value 
of the active players turned up card, figure 8, to the 
active player, not twice the face value. Now, if an 
active player turns up a card of his own suit, figure 6, 
which would be of the same suit as that of his suit sym 
bol at his suit position at the game board, figure 1, 
and then spins the spinner figure 3, and scores his own 
Suit symbol, figure 5, on the carded circle, figure 2, 
then he, the active player, would win once the face 
value of his turned up card, figure 8, from each of the 
other three players, not twice, and he would win and 
get the full single face value from each of the other 
three players. If a player spins and scores a card of the 
Same value as the one he turned up, no one wins or 
loses, and the next player plays. 
Now, we come to the case of two and three players 

playing, with the method of choosing suit positions, and 
the dealer, being the same as when four players are play 
ing, with thirteen cards also being dealt out to each suit 
position. In the case of two players playing, however, there 
shall be two unoccupied suit positions at the game board. 
In this case, after the draw for suit positions has been 
completed, the losing player must seat himself opposite 
the winning player, and as the play progresses clockwise 
around the game board, each of the two players shall turn 
up the cards and do the spinning for the unoccupied suit 
position to his right, as well as his own, as the turn comes 
up around the game board, with the plus and minus 
amounts for the both suit positions of each player being 
Scored separately in their respective columns on the plus 
and minus score sheet, and when the game is over, the 
plus and minus amounts for the unoccupied suit position, 
as well as his own, shall be received or paid by the player 
who had been playing those suit positions. All of the 
above rules shall also apply when three players are play 
ing, in the same way as with two or four players, even 
though, unlike in the two player game, there will only be 
one unoccupied suit position when three players are play 
ing. In this case too, though, after the three players are 
Seated, and as the play progresses clockwise around the 
game board, the player with the unoccupied suit position 
to his right shall take over its play of turning up its cards 
and Spinning, along with his own suit position, as the turn 
comes up around the game board, just like in the two 
player game, with the plus and minus amounts for the 
two Suit positions being scored separately in their respec 
tive columns on the plus and minus score sheet, and when 
the game is over, the plus and minus amounts for the 
unoccupied suit position, as well as his own, shall be re 
ceived or paid by the player who had been playing both 
suit positions. 

During the play of the game, the spinner shall always 
be spun so as to make at least three complete revolutions 
around the carded circle, going clockwise, and if a player 
spins the spinner, and the point of the spinner stops on a 
line between two cards, the card to the right of the line, 
going clockwise around the carded circle, shall be con 
sidered the scoring card. If there is any question as to 
Whether or not the point of the spinner has stopped on a 
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line, the player who is to become the next active player, 
shall turn over the top card of his stack, and place it face 
up to the right of his stack, ready for play, and if it is a 
black card, the point of the spinner in the play in question 
shall be considered as having stopped on the line. If it is 
a red card, then the card that the point of the spinner 
seems to have favored on the carded circle, shall be con 
sidered the scoring card. Then the game shall continue on, 
and this next player shall spin and play his turned up card. 
The point value of the cards is as follows: All suits, 

namely, HEARTS, CLUBS, DIAMONDS and SPADES, 
shall be considered of equal value. All twos shall be valued 
as twos, all threes, as threes, and so on, up to the tens. 
All jacks shall be valued as eleven, all queens, as twelve, 
all kings, as thirteen, and all aces, as fourteen. 

For those who are not acquainted with a plus and minus 
score sheet. For example: Let's say the game has just 
started, and CLUBS, being the first player, has won nine 
points from HEARTS. The first entry in the CLUB col 
umn on the score sheet would be --nine, and the first 
entry in the HEART column on the score sheet would be 
-nine. Now let's say DIAMONDS lost ten points to 
HEARTS. The first entry in the DIAMOND column on 
the score sheet would be -ten, but HEART's second 
entry, below his first entry of -nine, would be -lone, 
because HEARTS had been -nine, and won ten, so 
-nine from -ten leaves --one. When the game is over, 
the last entry for each player should be what he won or 
lost, or what he was plus or minus, with the plus and 
minus totals balancing out. Then the minus players pay 
the plus players. 

I claim: 
1. In combination: a deck of fifty-to standard playing 
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cards and a game board; said game board comprising a 
circular array of fifty-six sectors, fifty-two of which re 
spectively bear indicia identical to the individual indicia 
of said cards, and the remaining four sectors each having 
thereon a suit symbol facsimile respectively of a Heart, a 
Club, a Diamond and a Spade, acting as scoring indicia; 
said game board having a centrally mounted spinner 
whereby any one of said fifty-six sectors can be indicated 
thereby; four additional suit symbol facsimiles each dis 
posed on said game board approximately ninety degrees 
apart to respectively indicate the playing positions of the 
players and associating each playing position with the cor 
responding sectored suit symbol facsimile; whereby a plu 
rality of players, each associated with one of said sec 
tored Suit symbols, are dealt thirteen cards face down and 
wherein the scoring of a win or loss is determined by a 
player's spinning of said spinner on the game board with 
Said player's win or loss depending on the difference in 
value between the player's turned up card of his deck of 
thirteen cards and the gameboard card indicia indicated 
by said spinner. 
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