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(57) ABSTRACT 

A game of chance comprising a playing field having a plural 
ity of interconnected wagering sites, wherein each wagering 
site comprises a unique potential outcome display inside the 
wagering site; and a plurality of random event generators, 
each random event generator comprising a plurality of events, 
each event having a unique probability of occurrence. Players 
can also place wagers in combination wagering sites and 
multi-round wagering sites. Wagering sites may also display 
fortunes. 
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GAME OF CHANCE AND FORTUNE 

TECHNICAL FIELD 

0001. This invention relates to games of chance similar to 
those played in casinos. 

BACKGROUND 

0002 Casinos are filled with games where players make 
wagers in hopes of fruitful return. While Some players engage 
in Such activities to make money, others participate simply for 
the fun. 
0003. Success in some types of games require skill and 
strategy, like poker and blackjack; however, these games are 
intimidating to novice players. Other games are simplistic 
and merely require luck or chance, like roulette; however, 
these games tend to lack excitement. 
0004 Most games are played against the house thereby 
minimizing Social interaction and promoting Solitude while 
other games are played against each other thereby promoting 
rivalry and antagonism. Only a few games, such as craps, 
allow players to play with each other, where players cheer and 
root for each other akin to team play. The main problem with 
craps is the daunting presence of a complex table and the 
difficulty of learning the game. 
0005 For the foregoing reasons there is a need for a game 
that is simple to learn, fun to play, and builds camaraderie and 
a feeling of team play as opposed to antagonism and intimi 
dation. 

SUMMARY 

0006. The present invention is directed to a game of 
chance that is simple to learn, fun to play, and builds cama 
raderie as opposed to antagonism and intimidation. The game 
comprises a playing field, comprising a plurality of intercon 
nected wagering sites, wherein each wagering site comprises 
a unique potential outcome display inside the wagering site 
and a plurality of random event generators, each random 
event generator comprising a plurality of events, each event 
having a unique probability of occurrence. 

BRIEF DESCRIPTION OF DRAWINGS 

0007 FIG. 1 shows an embodiment of the playing field; 
0008 FIG. 2 shows another embodiment of the playing 

field; and 
0009 FIG.3A shows a perspective view of a random event 
generator, 
0010 FIG. 3B shows a perspective view of the remaining 
three sides of the random event generator shown in FIG. 3A: 
0011 FIG. 3C shows an example of one combined out 
come of two random event generators; and 
0012 FIG. 4 shows an electronic version of the present 
invention. 

DETAILED DESCRIPTION OF THE INVENTION 

0013 The detailed description set forth below in connec 
tion with the appended drawings is intended as a description 
of presently-preferred embodiments of the invention and is 
not intended to represent the only forms in which the present 
invention may be constructed or utilized. The description sets 
forth the functions and the sequence of steps for constructing 
and operating the invention in connection with the illustrated 
embodiments. It is to be understood, however, that the same 
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or equivalent functions and sequences may be accomplished 
by different embodiments that are also intended to be encom 
passed within the spirit and scope of the invention. 
0014. The present invention is a game of chance and for 
tune that can be played physically at a table or electronically 
on a computer or a machine. The game is easy to learn and fun 
to play as it builds camaraderie. The-game comprises a play 
ing field 100 having a plurality of interconnected wagering 
sites 102 and a plurality of random event generators 300. Each 
random event generator 300 has a plurality of events 302a, 
302b, 302c, wherein each event 302a, 302b, 302c has a 
unique probability of occurrence. In other words, the prob 
ability that any one event 302a, 302b, 302c will occur is 
different from the probability that any other event 302a, 302b, 
302c will occur. 
(0015 The random event generator 300 may be, for 
example, a die, a spinner, a spinning reel, a wheel, cards, a 
computer, or any other mechanical or electronic devices, or 
any combination thereof. The event 302a, 302b, 302c gener 
ated may be a number, text, pictures, or any other marking that 
can be easily distinguishable from other types of markings 
representing an event on the random event generator 300. The 
random event generator 300 can generate at least two differ 
ent events, and preferably three events; however, the prob 
ability that any one event 302a, 302b, 302c will occur differs 
from the probability that any other event 302a, 302b, 302c 
will occur. 
0016. In general, the design is for a class of games based 
on the probability of a number of independent events, n, each 
having the possible outcome of x, y, or Z, where the probabil 
ity of X is 0.167, the probability of y is 0.333, and the prob 
ability of Z is 0.500. The distribution of the probability of the 
outcomes for any number of events is (x+y+Z)n. Thus, for a 
two event game, the probability of the outcomes for any 
number of events is 

0017 as shown in Table 2. 
0018 For a three event game, the probability of the out 
comes for any number of events is: 

0019 as shown in Table 5. 
0020 For example as shown in FIG. 3A and 3B, the ran 
dom event 300 generator may be a standard die having six 
sides 1-6. Each side 1-6 displays an event 302a, 302b, or 
302c; however, a single event may be represented on more 
than one side. In this example, a first event 302a may be 
presented on one side 1 of the die, and therefore the probabil 
ity of the first event 302a occurring is 1 in 6 or 0.167. A second 
event 302b may be presented on two sides 2, 5 of the die, and 
therefore the probability of the second event 302b occurring 
is 2 in 6 or 0.333. A third event 302c may be presented on the 
remaining three sides 3, 4, 6 of the die, and therefore the 
probability of the third event 302c occurring is 3 in 6 or 0.5. 
Thus, in this example, the random event generator 300 can 
generate three different events 302a, 302b, 302c and the 
probability of the first event 302a occurring is different from 
the probability of the second event 302b occurring, both of 
which are different from the probability of the third event 
302c occurring. 
0021 Referring to FIGS. 1 and 2, each of the wagering 
sites 102 comprises a unique potential outcome display 104 
inside the wagering site 102. The potential outcome display 
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104 is a representation of the possible outcomes generated by 
the combination of the random event generators 300 without 
regard to order. Thus, for a game using two identical random 
generators 300, each having three different events (red 
dragon, green dragon, or white dragon), there are six potential 
combined outcomes as shown in Table 1. The probabilities of 
the potential combined outcomes are also shown in Table 1 
where the random event generators display 1 Red Dragon, 2 
Green Dragons, and 3 White Dragons. 

TABLE 1. 

1. Event Generator 2. Event Generator 

Red Red 
Red Green 
Red White 
Green Green 
Green White 
White White 

0022. Therefore, in the example shown in FIG. 1, the 
playing field 100 has six wagering sites 102 with each poten 
tial outcome being represented in exactly one wagering site 
102. Since the sequence of the event occurring is of no con 
sequence, a (Red, Green) event is the same as a (Green, Red) 
event. The game may be modified so that the sequence of the 
events occurring is considered. In the example of two identi 
cal random generators 300 having three potential outcomes 
where order does matter, there would be nine possible out 
comes since a (Red, Green) event would no longer be the 
same as a (Green, Red) event. 
0023 The wagering sites 102 maybe any geometric shape, 
Such as circles, triangles, squares, pentagons, hexagons, and 
the like; however, functional and aesthetic qualities may be 
taken into consideration in designing the proper arrangement 
of the wagering sites 102. 
0024. One functional consideration is the creation of com 
bination wagering sites 106. Combination wagering sites 106 
designate betting areas on the playing field 100 where a wager 
wins if any one of a plurality of outcomes is generated (as 
indicated by the arrows) although the amount won would be 
less than any one of the regular wagering site 102 associated 
with the respective combination wagering site 100. 
0025. In the preferred embodiment, the wagering sites 102 
are interconnected with each other subject to the constraints 
imposed by geometry. Interconnecting the wagering sites 
creates a plurality of combination wagering sites 106 defined 
by a point, line, or space connecting adjacent wagering sites 
102. In some embodiments, the combination wagering site 
106 may have a bet marker 108 to more clearly demarcate the 
combination wagering site. The bet marker 108 may be any 
shapeso long as the bet marker 108 can clearly indicate which 
wagering sites 102 are associated with the particular bet 
marker 108. 
0026. To create combination wagering sites 106 with 
appropriate odds of winning, care must be taken in selecting 
the proper placement or arrangement of each wagering site 
102 containing a unique potential outcome display 104. 
0027. In some embodiments, each wagering site 102 or 
combination wagering site 106 may show a payout ratio 110 
to give the player an idea of the potential winnings for placing 
abet on a particular wagering site 102 or combination wager 
ing site. 
0028. In some embodiments, each wagering site 102 may 
have a unique fortune 112 displayed inside the wagering site 
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102. A fortune 112 is prediction or a prophesy of things that 
are to happen to a person in his or her life. Thus, each outcome 
304 is associated with a different fortune 112. Adding a for 
tune display 112 adds a twist to the entertainment value of the 
game in that Some players may be guided by the fortune in 
how to place their wagers. Adding a fortune display 112 may 
create a bigger draw to the game for those looking for a 
particular fortune. Some examples of the types offortune that 
may be displayed are “New Luck.” “Prosperity.” “Good Busi 
ness.” “New Beginning.” “Love.” “Blessing.” “Wishes.” 
“Growth.” “Charity, and “Happiness.” The house can deter 
mine which fortune 112 to associate with which potential 
outcome display 104 to attempt to influence how a user may 
place his or her wager. The fortune display 112 also provides 
a convenient nomenclature for calling out the winning com 
bination. Thus, rather than memorizing the winning random 
event generator combination, the players need only remem 
ber which fortune 112 they bet on. 
0029. The playing field 100 may also comprise a round 
indicator 114 to indicate which round is being played or how 
many times the shooter has activated the random event gen 
erator 300. For example, a marker 116 may be placed on the 
appropriate indicator 114a, 114b, or 114c to indicate the 
current round being played. 
0030 To play the game, a player places one or more bets 
on or inside the desired wagering site 102 or combination 
wagering site 106. In some embodiments, the wagering site 
102 and/or combination wagering site 106 may have a bet 
marker 108 designating where on the wagering site 102 or 
combination wagering site 106 the bet should be placed. A 
player designated as the “shooter then activates the random 
event generators 300 to generate an outcome 304. The bets 
placed on the wagering site 102 containing the potential out 
come display 104 matching the outcome 304 of the random 
event generator 300 are paid out accordingly based on the 
amount wagered and the predetermined odds for the wager 
ing site 102 or combination wagering site 106, thereby com 
pleting one round of play. In some embodiments, the shooter 
activates the random event generator 300 for three rounds to 
complete a game. Any predetermined number of rounds may 
be selected to complete a game. Other criteria may also be 
used to determine when a game ends. For example, the occur 
rence of a predetermined event, or outcome or series of out 
comes of the random event generators 300. 
0031. In some embodiments, multi-round bets may be 
placed on the wagering site 102. A multi-round bet is a wager 
that stays in place until the bet wins or until the game is 
complete. For example, a complete game may be three 
rounds. Therefore, a player placing a multi-round bet has 
three chances to win. If after the first activation of the random 
event generator 300 the outcome 304 does not match the 
wagering site 102 containing the player's bet, then the play 
er's bet remains on the playing field 100 for the next activation 
of the random event generator 300. If the player continues to 
lose, the bet continues to remain on the playing field 100 until 
the game is complete; in this example, after three rounds have 
been played. If, on the other hand, during any of the three 
rounds the outcome matches the player's selected wagering 
site 102, then the player wins the bet and his wager is 
accounted based on the wager and the predetermined odds for 
selecting a multi-round bet for the particular wagering site 
102 selected. In embodiments offering the multi-round 
wager, each wagering site comprises a multi-round bet area 
118 to distinguish from a single-round bet area. 
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0032. In a table game version, the crew managing and 
running the table comprises a stickman and a dealer. The 
Stickman may run the table, drop cash, make change, handle 
the random event generator, call the winners, and keep track 
of the shooters activation of the random event generators. The 
dealer may aid in placing players bets and making the payouts 
to the winning bets. The roles of the crew may be modified as 
desired by the company hosting the game. 
0033. In another embodiment, the entire game may be 
played electronically on a computer-operated machine as 
shown in FIG. 4. In the electronic version, a computer-oper 
ated machine 400 displays all the necessary features of the 
game on a display screen 402. Such as the playing field 100 
and the random events generator 300. Preferably, the display 
screen 402 is a touch screen so that the player can simply 
touch the appropriate areas on the screen 402 to accomplish a 
desired effect such as playing wagers, determining the 
amount of a wager, canceling a wager, and activating the 
random event generator. Alternatively, various input devices 
404 may be attached to the computer-operated machine 400, 
Such as buttons, keyboards, joysticks, mouse-type device, and 
the like to allow a player to place wagers, determine the 
amount of the wager, activate the random event generators, 
and cancel wagers. The computer-operated machines 400 
may further comprise card-readers 406, money acceptors 
408, money or receipt dispensers 410 and other features asso 
ciated with computer-operated gaming, Such as slot 
machines. The round indicator may also be electronically 
displayed. The current round being played may be indicated 
with a marker or by being highlighted in a way that is distin 
guishable from the other round indicators. 
0034. Although any predetermined amount can be 
wagered, in the preferred embodiments, bets are placed in 
units of five. Thus, the player can select the amount to wager 
and touch the appropriate wagering site to place his bet. To 
increase his wager, the player can touch the wagering site 
multiple times until the desired amount has been wagered. 
Alternatively, there may be an input area where the player can 
simply input the exact amount to wager. A correction function 
is also provided to correct any unintentional bets before the 
activation of the random event generators. 
0035) To activate the random event generator the player 
can touch the random event generator displayed on the screen. 
Many different methods of activating the random event gen 
erator have been contemplated and are known in the art Such 
as pushing buttons, pulling arms, and the like. 
0036. In some embodiments, a plurality of computer-op 
erated games 400 may be linked, for example through an 
internet or intranet system, so that multiple players can play 
with each other. 

0037 Thus, described herein is also a method of playing a 
game of chance, comprising providing a playing field 100 
comprising a plurality of betting sites 102, each betting site 
102 correlating to a potential outcome of a random event 
generator 300; receiving a wager on at least one betting site 
102; providing at least two random event generators 300, each 
random event generator 300 comprising three possible out 
comes, each outcome having a different probability of occur 
ring; generating a first combined outcome 304 of the at least 
two random event generators 300; and accounting for the 
wager on a winning bet based on the amount wagered and the 
odds of winning. The method may further comprise a multi 
round wager, wherein a losing wager remains on the playing 
field 100 until the game is complete. The method may further 
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comprise a predetermined number of rounds to complete a 
game, wherein winning bets for each round are accounted for 
after each round and losing bets remain on the playing field 
100 until the game is complete. Alternatively a game may be 
completed by the occurrence of a particular circumstance, 
Such as a predetermined outcome or series of outcome of the 
random event generators. 

EXAMPLES 

0038. Two Random Event Generators 
0039. In one example, two identical random event genera 
tors 300 are used, each random event generator 300 having 
three possible events 302a, 302b, 302c. The random event 
generator 300 is in the form of a standard six-sided die. 
Instead of displaying numbers, however, pictures are depicted 
on the face of the die. In this example, the pictures are of 
colored dragons. A red dragon is depicted on one side of the 
die. A green dragon is depicted on two sides of the die. A 
white dragon is depicted on the remaining three sides of the 
die. 
0040 Since there are two random event generators 300, 
each with three possible outcomes, and the order of events is 
irrelevant, there are six possible outcomes. Therefore, the 
playing field 100 has six wagering sites as shown in FIG. 1. 
The playing field 100 is arranged in an overall triangular 
configuration with each wagering site 102 depicted as a hexa 
gon. Three wagering sites are interconnected linearly, side 
by-side. Two additional wagering side interconnected side 
by-side are placed underneath and interconnected with the 
three wagering sites. The final wagering site is interconnected 
with the two additional wagering sides. This triangular con 
figuration allows for an efficient display of the playing field 
100 and the creation of appropriate combination wagering 
sites 106. 
0041. The wagering sites 102 contain a unique potential 
outcome display 104, a multi-round wagering area 118, a 
single-round wagering area 102, and a fortune display 112. 
0042. The potential outcome display 104 is depicted pic 

torially. In this example, since the random event generator 
300 has three potential events, red dragon 302a, green dragon 
302b, and white dragon 302c, the potential outcome display 
104 for each wagering site 102 depicts one of the potential 
outcomes that can be generated by the combination of the two 
random event generators 300, without respect to the order or 
Sequence. 
0043. A circle centered inside the wagering site 102 
demarcates the multi-round wagering area 118, although any 
other marking could be used. Therefore, to place a multi 
round bet, the wager would be placed inside the circle. To 
place a single-round bet, the wager would be placed outside 
the circle but inside the hexagon. 
0044. A combination wagering site 106 is defined by the 
point where three adjacent wagering sites coincide or meet. 
The combination wagering site 106 is demarcated with a 
combination bet marker 108, in this case shown as a hexagon. 
Any other shaped marker is also suitable. In particular, a 
triangle may be suitable with the three apices pointed into the 
three interconnected wagering sites to indicate which three 
wagering sites are associated with the combination wager. 
0045. Fortunes 112 are also displayed within the wagering 
sites 102. The dragon is the symbol of luck and fortune, and 
the insignia of imperial rank. It represents Sudden and unex 
pected fortune, rather than the rewards of hard work, and is 
therefore associated with gamblers and gaming. Inafortunate 
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position it signifies a stroke of good luck. Each of the three 
colored dragons represents the universe's extreme forces: the 
white dragon for heaven; the green dragon for earth and the 
red dragon for man. The white dragon symbolizes the spiri 
tual order. The while dragon's domain is the great unknown, 
and the dragons around him suggest an area or areas that 
could affect your life in unexpected ways. The green dragon 
symbolizes the natural order, the plants, the natural cycles, 
and the miracle of growth. The green dragon indicates begin 
nings and Suggests places where you should consider putting 
your energy. The red dragon symbolizes the man in the 
middle of the heaven and the earth. The red dragon represents 
success, achievement and fulfillment. Other dragons will 
influence the power and expression that the red dragon will 
have in your life. 
0046. In this example, “Blessing or "Serenity” is associ 
ated with the wagering site associated with the two white 
dragon outcome. The two white dragons is the most ethereal 
combination. It signifies great spirituality and the highest 
order of heaven. In other words, the gods are truly favoring the 
player. “Prosperity” is associated with the two red dragon 
outcome. Two red dragons is the most worldly and material 
combination. It signifies the greatest of personal Success, 
achievement, and fortune. “New Beginning or "Rebirth” is 
associated with the two green dragon outcome. Two green 
dragons express influence by the natural order. They signify 
growth and new beginnings. They favor the starting of new 
ventures. “Good Business’ or “Enterprise' is associated with 
a white dragon and a green dragon outcome. One white 
dragon and one green dragon signify the intervention of spiri 
tual forces in the earthly world. Favorable rains will bring 
good crops. The outcome is good for business. “Luck” or 
“New Luck” is associated with a red dragon and a white 
dragon outcome. One red dragon and one white dragon sig 
nify a change in ones future. Your fortune may turn unexpect 
edly. “Love' is associated with a red dragon and a white 
dragon outcome. One red dragon and one green dragon sig 
nify that it is advantageous for changes in your personal life. 
It is a good time for relationships. 
0047. A payout 110 may also be displayed within the 
single-round wagering site 102, the multi-round wagering 
area 118, and the combination wagering site 108. The payouts 
and probabilities of outcomes for single round bets, combi 
nation bets, and multi-round bets are shown in Tables 2,3 and 
4, respectively. The probability of outcome of the events is 
based on the equation (x+y+z), where x is the probability of 
a red dragon, which is /6, y is the probability of the green 
dragon which is /á, and Z is the probability of the white 
dragon, which is /2. 

TABLE 2 

Single Roll Bets Payout Probability 

Red Red 175:5 O.O28 
Green, Green 44:5 O. 110 
Whitef White 19:5 O.2SO 
Red Green 44:5 O. 114 
Red White 29:5 O.166 
Green. White 14:S O.330 
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TABLE 3 

Combo Bets Payout Probability 

Red Red 19:5 O.248 
Green Green 
Red Green 
Red Red 16:S O.303 
Green Green 
Red White 
Red Red 10:5 O.471 
Green White 
Red Green 
Green Green 10:5 O469 
Red Green 
Whitef White 

TABLE 4 

Three Roll Bets Payout Probability 

Red Red 116:10 O.O83 
Green Green 19:10 O.498 
Whitef White 13:10 0.750 
Red Green 28:10 O.330 
Red White 19:10 O.498 
Green White 9:10 O.990 

0048. Three Random Event Generators 
0049. In this example, the same random event generator 
300 is utilized, except that instead of two identical dice, there 
are three identical dice. Since there are three dice, each with 
three possible outcomes, and the order of events is irrelevant, 
there are ten possible outcomes. Therefore, the playing field 
100 has ten wagering sites 102 as shown in FIG. 2. The 
playing field 100 is arranged in an overall triangular configu 
ration with each wagering site 102 depicted as a triangle. A 
first row 200 offive wagering sites are interconnected linearly 
side-by-side, with the orientation of each triangular wagering 
site 102 alternating in opposite directions so that the sides of 
adjacent triangles coincide. This results in an overall trapezoi 
dal configuration having two parallel sides and two non 
parallel sides. A second row 202 containing only three wager 
ing sites can be similarly arranged and interconnected to the 
first row 200 at the shorter of the two parallel sides of the first 
row 200. A single wagering site 102 can make up the third row 
204 interconnected with the shorter of the two parallel sides 
of the second row 202. Thus a triangular table is created with 
the five wagering sites making up the base of the triangle and 
a single wagering site making up the apex of the triangle. The 
tenth wagering site 102 can be placed at the base of the overall 
triangle opposite the single wagering site 102 making up the 
apex, wherein the tenth wagering site is pointing in the oppo 
site direction relative to the overall triangle and intercon 
nected at the center of the base of the overall triangle. This 
triangular configuration allows for an efficient display of the 
playing field and the appropriate alignment of wagering sites 
102 to create combination wagering sites 106. 
0050. The wagering sites 102 contain a unique potential 
outcome display 104, a multi-round wagering area 118, a 
single-round wagering area 102, and a fortune display 112. 
0051. The potential outcome display 104 is depicted pic 

torially. In this example, since the random event generator 
300 has three potential events, red dragon 302a, green dragon 
302b, and white dragon 302c, the potential outcome display 
104 for each wagering site 102 depicts one of the potential 
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outcomes that can be generated by the combination of the 
three dice 300, without respect to the order or sequence. 
0052 A circle centered inside the wagering site demar 
cates the multi-round wagering area 118 from the single 
round wagering area 102, although any other marking could 
be used. For example, to place a multi-round bet, the wager 
would be placed inside the circle. To place a single-round bet, 
the wager would be placed outside the circle but inside the 
triangular wagering site. The multi-round wagering area 118 
and the single-round wagering area 102 may each display 
their respective payout schedule 110. 
0053 A combination wagering site 106 is defined by the 
point where at least three adjacent wagering sites 102 coin 
cide or meet. The combination wagering site 106 is demar 
cated in this example with a hexagon. Any other shaped 
marker is also suitable. In addition, the payout schedule 110 
may be displayed in the combination wagering site area 106 
to indicate the potential for winning on that particular com 
bination wagering site 106. In this example, there are seven 
combination wagering sites 106. Four of the combination 
wagering sites are winners if the outcome of the dice matches 
any one of three wagering sites. Two of the combination 
wagering sites are winners if the outcome of the dice matches 
any on of four wagering sites. One combination wagering site 
located approximately in the middle of the playing field is a 
winner if the outcome of the dice matches any one of six 
wagering sites. 
0054 Unique fortunes 112 may also displayed within each 
of the wagering sites. In this example, “Blessings” or "Seren 
ity’ are associated with the three white dragons outcome. 
“Prosperity” is associated with the three red dragons out 
come. “New Beginnings' or "Rebirth’ are associated with the 
three green dragons outcome. “Wishes' is associated with the 
two white dragons and one red dragon outcome. Two white 
dragons and one red dragon signify heavenly intervention in 
your life. It is a time when your prayers are answered. “Hap 
piness” is associated with the white/green/red dragon out 
come. One white dragon, one red dragon, and one green 
dragon is the most balanced combination; heaven, earth, and 
man are in harmony. You will be blessed with growth, pros 
perity, and happiness. “Good Business” or “Enterprise' are 
associated with the two white dragons and one green dragon 
outcome. “New Luck' or "Luck' are associated with the two 
red dragons and one white dragon outcome. "Love' is asso 
ciated with the two red dragons and one green dragon out 
come. “Growth' is associated with the two green dragons and 
one red dragon outcome. Two green dragons and one red 
dragon signify that you are in harmony with the natural order. 
This is a good time to plant or invest. “Charity' is associated 
with the two green dragons and one white dragon outcome. 
Two green dragons and one white dragon signify that you 
should be putting energy into giving. This is a good time to 
give back. 
0055. A payout 110 may also displayed within the single 
round wagering area 102, the multi-round wagering area 118, 
and the combination wagering site 106. The payouts and 
probabilities of outcomes for single round bets, combination 
bets, and multi-round bets are shown in Table 5, 6, and 7. 
respectively. The probability of outcome of the events is 
based on the equation (x+y+z), where x is the probability of 
a red dragon, which is /6, y is the probability of the green 
dragon which is /á, and Z is the probability of the white 
dragon, which is /2. 
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TABLE 5 

Single Roll Bets Payout Probability 

Red Red Red 200:1 O.OO46 
Red Red Green 36:1 0.0275 
Red Green Green 18:1 O.OSS6 
Green Green, Green 26:1 O.O370 
Green Green. White 6:1 O.1660 
Green White White 15:4 O.2SOO 
Whitef Whitef White 15:2 O.12SO 
Whitef White, Red 15:2 O.12SO 
White, Red Red 23:1 O.0410 
Red Green White 6:1 O.1660 

TABLE 6 

Combo Bets Payout Probability 

Red Green White 5:2 O.OO46 
Green Green. White 
Red Green Green 
Red Green White 11:4 O.3590 
Green Green. White 
Red Red Green 
Red Green Green 11:4 O3410 
White, Red Red 
Green White White 
Red Red Green 7:2 O.2775 
Whitef White, Red 
Whitef Whitef White 
Green White White 11:4 O.3326 
White Red Red 
Green Green, Green 
Red Red Red 
Whitef Whitef White 16:S O.2961 
Whitef White, Red 
Green Green, Green 
Red Red Red 
Green Green. White 2:1 O4S15 
Red Red Green 
Whitef White, Red 
Green Green, Green 
Red Red White 
Red Green Green 

TABLE 7 

Three Roll Bets Payout Probability 

Red Red Red 66:1 O.O138 
Red Red Green 12:1 O.O825 
Red Green Green 6:1 O.16SO 
Green Green, Green 17:2 O.1110 
Green Green. White 2:1 O498O 
Green White White S:4 0.7500 
Whitef Whitef White 5:2 0.3750 
Whitef White, Red 5:2 0.3750 
White, Red Red 15:2 O.1230 
Red Green White 2:1 O498O 

0056 Dealer's Manual 
0057 The stickman presents a new shooter with five dice 
from which the shooter selects two or three, depending on the 
version of the game being played. The Stickman places the 
marker 116 on the first round indicator 114a to indicate that 
the shooter is about to roll the dice for the first time, thus 
indicating the first round of the game. The players place their 
bets with the assistance of the dealer. After the players place 
their bets the shooter tosses the dice across the table. To be a 
valid roll, all dice must bounce off the end of the table oppo 
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site the shooter. If any die leaves the table, the roll is invalid 
and the shooter is presented with five new dice from which he 
again selects two or three (depending on the version of the 
game). After a valid roll, the Stickman calls out the winning 
outcome, either by what is displayed on the dice or by the 
fortune associated with the outcome. All single-round wagers 
are accounted for. All winning bets on the multi-round wager 
area are accounted for. Any losing bet on the multi-round 
wager area is kept in play and the shooter is presented with the 
dice. The marker 116 is moved to the second round marker 
114b to indicate the second round. This process is repeated for 
three rounds. Upon completion of the third round, which 
completes the game, all bets are accounted for. A new game is 
ready to be played with a new shooter. In other embodiments, 
a predetermined event, circumstance, occurrence, or happen 
ing may determine the completion of the game. 
0058. The foregoing description of the preferred embodi 
ment of the invention has been presented for the purposes of 
illustration and description. It is not intended to be exhaustive 
or to limit the invention to the precise form disclosed. Many 
modifications and variations are possible in light of the above 
teaching. It is intended that the scope of the invention not be 
limited by this detailed description, but by the claims and the 
equivalents to the claims appended hereto. 

What is claimed is: 
1. A game of chance, comprising: 
a. a playing field, comprising: 

i. six interconnected hexagonal Wagering sites arranged 
in an overall triangular configuration in which each 
wagering site is adjacent to and in contact with at least 
two different wagering sites, 

ii. a plurality of combination wagering sites defined by a 
point where three adjacent hexagonal wagering sites 
meet, 

iii. wherein each hexagonal wagering site comprises 
(a) a betting area inside the hexagonal wagering site, 
(b) a potential outcome display inside the hexagonal 

wagering site, wherein the potential outcome dis 
play of each hexagonal wagering site is different 
from another potential outcome display of a differ 
ent hexagonal wagering site, 

(c) and a fortune display inside the hexagonal wager 
ing site; and 

b. at least two random event generators, each random event 
generator comprising three events, each event having a 
probability of occurrence, wherein each probability of 
occurrence is different. 

2. A game of chance, comprising: 
a. a playing field, comprising: 

i. ten triangular wagering sites, wherein each wagering 
site comprises: 
(a) three apices and three sides, wherein each apex is 

connected to anotherapex by one of the three sides, 
(b) a betting area inside the triangular wagering site, 
(c) a potential outcome display inside the triangular 

wagering site, and 
(d) a fortune display inside the triangular wagering 

site, 
(e) wherein nine triangular wagering sites are 

arranged in an overall triangular configuration hav 
ing a general base, the general base having a center, 
and a general apex opposite the center, wherein one 
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side of the tenth triangular wagering site is adjacent 
to the center of the base of the overall triangular 
configuration, and 

ii. a plurality of combination betting sites defined by a 
point where at least three triangular wagering sites 
intersect; and 

b. three random event generators, each random event gen 
erator comprising three events, each event having a 
probability of occurrence, wherein each probability of 
occurrence is different. 

3. A game of chance, comprising: 
a. a playing field, comprising a plurality of interconnected 

wagering sites, wherein each wagering site comprises a 
unique potential outcome display inside the wagering 
site; and 

b. a plurality of random event generators, each random 
event generator comprising a plurality of events, each 
event having a unique probability of occurrence. 

4. The game of chance of claim 3, wherein each wagering 
site comprises a multi-round bet area and a single-round bet 
aca. 

5. The game of chance of claim 3, wherein each wagering 
site comprises a fortune display inside the wagering site. 

6. The game of chance of claim 3, further comprising a 
plurality of combination wagering sites defined by a point 
where adjacent wagering sites meet. 

7. The game of chance of claim 6, wherein each combina 
tion wagering site is defined by a point where at least three 
adjacent wagering sites meet. 

8. The game of chance of claim3, wherein the plurality of 
wagering sites are arranged in a generally triangular configu 
ration to efficiently display the playing field. 

9. The game of chance of claim 8, wherein the playing field 
comprises at least six wagering sites. 

10. The game of chance of claim 9, wherein each wagering 
site is hexagonal in shape to efficiently display the playing 
field. 

11. The game of chance of claim.9, comprising two random 
event generators. 

12. The game of chance of claim 8, wherein the playing 
field comprises at least 10 wagering sites. 

13. The game of chance of claim 12, wherein each wager 
ing site is triangular in shape to efficiently display the playing 
field. 

14. The game of chance of claim 13, comprising three 
random event generators. 

15. A method of playing a game of chance, comprising: 
a. providing a playing field comprising a plurality of bet 

ting sites, each betting site correlating to an occurrence 
of a potential outcome of at least two random event 
generators, wherein each random event generator com 
prises three possible outcomes, each outcome having a 
different probability of occurring: 

b. receiving a wager on at least one betting site; 
c. generating a combined outcome of the at least two ran 
dom event generators; and 

d. accounting for the wager on a winning bet based on the 
combined outcome generated. 

16. The method of claim 15, wherein the wager is a multi 
round wager, wherein a losing wager remains on the playing 
field until the game is complete. 

17. The method of claim 16, further comprising complet 
ing a game by an occurrence of a predetermined circum 
Stance. 

18. The method of claim 15, wherein the playing field 
further comprises a combination betting site, wherein the 
combination betting site correlates with an occurrence of at 
least two potential combined outcomes, wherein the com 
bined outcome matching any of the at least two potential 
outcomes is the winning bet. 

c c c c c 


