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To all whom it may concern:

Be it known that I, Trrrnsa F. Razorp,
a citizen of the United States, and resident
of Montclair, in the county of Fssex and
State of New Jersey, have invented certain
new and useful Improvements in Games, of
which the following is a specification.

This invention relates to a game and to
means for playing the same.

An object of the invention is to provide a
game which will be peculiarly interesting to
players of different ages and social standings
and which may be played by various num-
bers of players from 3 to 6 or more.

A further object is to provide pieces by
which the game is played and which are of
attractive and ornamental design, and which
may be readily stacked and otherwise manip-
ulated and placed in different positions as
may be suggested during playing of the
game.

A further object is to provide a game
which will be educational and instructive to
the players. :

Other objects and' aims of the invention,
more or less specific than those referred to
above, will be in part obvious and in part
pointed out in the course of the following
description of the elements, combinations,
arrangements of parts and applications of
principles, constituting the invention, and
the scope of protection contemplated will be
indicated in the appended claims.

In the accompanying drawings which are
to be taken as a part of this specification,
and in which I have shown merely a pre-
ferred form of embodiment of the inven-
tion :— -

Fig. 1is a perspective view of a stack of
game pieces as proposed by this invention.

ig. 2 is a similar stack and the Pieces
forming said stack taken with the pieces
forming the stack Fig, 1 comprising the total
number of pieces employed in the playing of
the game, and

Fig. 3 is a detail perspective view of one
of the pieces. .

Referring to the drawings for describing
at length the game pieces and the manner
of their use in accordance with this inven-
tion, it will be seen the game pieces, as indi-
cated by -the reference character L, each
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consists of a suitably shaped block, prefer-
ably triangular, one of which is clearly seen
in Fig. 8. " The complete game includes 192
of these blocks.

These are divided into two main groups,
namely “men” and “women,” and in each of
these groups some are known as “common”
pieces and the others as “honors.”

In the “men” common group therve are
four of each of twenty different “men,” and
in the “women” common group there are
four each of twenty different “women.”
These are intended to be typical of certain
callings in life and for each calling of one
of the “men” there is a corresponding call-
ing for one of the “women.” Setting these
down in parallel columns they may appear

for instance as follows:
Men, ’ Women.
1. Clerk, 1. Manicure girl.
2. Farmer. 2, Farmer’s wife.
3. Musician. 3. Singer.
4. Banker. 4. “Vamp.”
5. Professor. . 5. Teacher.
6. Doctor. 6. Nurse.
7. Grocer (or delicatessen). 7. Housewife.
8. “Stage door Johnny.” 8. Chorus girl,
9. Chauffeur. 9. Waitress.
10. Army officer. 10. Belle.
11. Steward. 11. Maid.
12 Business man. 12, Stenographer.
15 Policeman. 13. Cook.
14. Mechaniec. 14, Balesgirl,
15. Politician. 15, Modiste.
1¢. Laborer. 16. Shop girl.
17. College  boy. 17. Flapper.
18. “Sport.” 18, “Merry widow.”
19, Artist. 19. Model.
20. Tailor. 20.. Seamstress.

Each of these game pieces bears a number,
as for instance that indicated by the refer-
ence character G in Fig. 3, which numbers
correspond with the numbers in the fore-
going list. ‘

It is to be particularly noted that for each
of the “men” there is among the “women” a
congenial mate as for instance for the
“clerk” there is the “manicure girl” for the
“chauffeur” there is the “waitress,” for the
“policeman” there is the “cook,” for the “col-
lege boy” there is the “flapper,” etc., the
“men” and “women” in each of these con-
genial couples always bearing like numbers,
and here it will be noted that one of the
rules; of the game, as will be presently more

particularly pointed out, is for each ‘player

to get together as many congenial couples
as possible. : T
In the “honors” group there are four each
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of four different “honorable men” and four
each of four different “honorable women” as
follows:

Men. Women.
1. Noblemau. 1. Princess.
2. Clergyman. 2. Heiress.
3. Judge. 3. Actress.
4. Diplomat. 4. Social leader.
The “honorable men” and “honorable

women” comprise congenial couples as with
the pieces already described. The mates in
all cases bear like numbers as for instance
the “princess” mate of the “nobleman” bears
the same number as the “nobleman”, the “so-
cial leader” mate for the “diplomat” bears
the same number as the “diplomat” ete.

Each game piece preferably has a central
space as H defined thereon in which appears
an ornamental picture of the character which
the piece is to represent.

The three corners of each common piece
are colored or otherwise made identifiable
to indicate the different principal activi-
ties of life. There are four such different
activities, namely “church”, ‘“social”, “po-
litical” and “business”, and three of these
are indicated on the three corvers of each
game piece. Colors are preferably used
for this purpose and in this case purple is
intended to be symbolic of “church”, blue
is intended to be symbolic of “society”, yel-
low is intended to be symbolic of “politics”,
and green is intended to be symbolic of
“pusiness”. In the illustration. Fig. 3 the
uppermost corner as 25, being yellow, is sym-
bolic of the “politician”, the lower left hand
corner as 26, being green, is symbolic of
“business activities” and the lower right
hand corner as 27, being blue, indicates “so-
cial activities”.

On the other game pieces other corbina-
tions of the four colors will be present as
may be most desirable or interesting and ap-
propriate.

In carrying out the object of the game,
namely of completing congenial couples, it
will be now understood that certain couples
of congenial pieces may be formed. the con-
geniality being based upon the eligibility of
the persons to a particular group as desig-
nated by the colored corners, this being true
whether the persons happen to be congenial
mates, “man” or “woman” or not.

On the game pieces known as “honors”
each of their three corners are alike, and if
colored they are of the same color and are
preferably conspicious as for instance a
bright red.

The “honor” pieces may be used to com-
plete any set.

In playing this game the blocks are all
placed face down on the table and after being
thoroughly mixed they are arranged, with-
out being inspected, in stacks of eight and
the stacks are nested together to form a
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single hexagonal prism in the center of the
table.

Tach player then draws the top block from
one of the stacks, the player drawing the
piece of highest number being thereafter
termed the dealer.

The dealer then gives to himself and to
each of the other players one of the broken
stacks and also an unbroken stack. Assam-
ing that four persons are playing, each
player now has 16 pieces and these he stands
on edge so that their values are seen by him-
self but are concealed from the other play-
ers. “Honor” pieces are laid face up in
front of each player as are also any “con-
genial couples” a player may be able to form,
or “meld”.

Credit is now given on the score for the
pieces thus laid face up and the pieces are
again stood on edge ready for the play to
begin.

To start the play the dealer draws onc
piece from the prism. If he finds he can
combine this with another piece in his hand
he retains it and passes one of his other
pieces face down to the player at his left.
If he can not combine it he discards it face
up on the table and draws another from the
prism. e must retain the second and must
always complete his play by passing one of
his pieces to his left hand neighbor.

The second player may retailn the piece
received from the first player. or after dis-
carding it he may draw from the prism.
He too must retain the second piece and com-
plete his play by passing a piece to the
player at his left.

The game will continue in this manner
until one player has succeeded in provid-
ing congeniality for all of his sixteen pieces
in one of the following manners:

1. By forming eight congenial couples,
that is eight couples in which each couple
bears a like number.

2. By forming eight congenial couples in
which at least six of the couples have mating
numbers and in which the remaining couples
ave congenially paired becanse of having
similarly colored corners which indicates
their common connection with a single ac-
tivity of life.

3. By having all of his pieces identified
with one of the main activities of life as by
each bearing a blue corner indicative of the
“social” equality by the persons represented
by the pieces.

4. By having all of his pieces “women”.

5. By having all of his pieces “men”.

“Honor” pieces may be employed to com-
plete any of these combinations.

The winner will be the player having the
largest number of points to his credit at this
time, and these points may be awarded, in
addition to the points awarded at the time
of the “meld”, in accordance with how many
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congenial couples each player has succeeded
in arranging or to what extent he has other-
wise obtained congeniality for the pieces in
his hand, by the time the first player has
secured complete congeniality. Tight con-
genial couples for instance may be given
150 points, sixteen pieces, each having a
similar colored corner may justify 1925
points, and sixteen different “men” or six-
teen different “women” may earn a credit
of say 50 points. '

Tt will be apparent that while playing this
game the players will have always before
them the task of providing congeniality be-
tween pieces, or persons, in different walks
of life and that this congeniality may be
obtained in several ways. A player has
opportunity to select which is the most like-
ly way congeniality may be secured from the
material originally dealt to him. His pieces
are always interesting and attractive, and
in the shifting of his pieces, due to the pass-
ing of pieces from one player to another, to
the drawing of pieces from the prism, and
to the discarding of pieces, he may at any
time change his plan for securing completn
congeniality.

The game is also educational and instrue-
tive in that it gives to the player a well de-
fined insight into the matter of social equal-
ity which must always be contended with
through life.

As many changes could be made in the
form of the pieces employed as well as in
the rules of play without departing from the
scope of the invention as defined in the fol-
lowing claims, it is intended that all matter
contained in the above description or shown
in the accompanying drawings, shall be in-
terpreted as illustrative only and not in a
limiting sense

Having thus described my invention, what
I claim as new and desire to secure by Let-
ters Patent is:—

1. A game comprising a plurality of
pieces each having three spaces defined
thereon, and said spaces each having means
therein to indicate one of the four principal
activities of life.

2. A game comprising a plurality of

pieces each having three spaces defined
thereon, said spaces each having means to
indicate one of the four principal activities
ot life, three selected ones of said four activi-
ties being indicated on some of said pieces
and three other selected ones including the
fourth activity being indicated on others of
sald pieces.

3. A game comprising a plurality of
pleces each being triangular in shape and
thus providing three corners, and means in
cach of said three corners to indicate one of
the four principal activities of life.

4. A game comprising a plurality of
pieces, said pieces comprising two main
groups namely “men” and “women”, and
there beiug one of the “women” pieces for
each of the “men” pieces arranged to provide
congenial pairs, and each of said pieces hav-
ing a pictorial representation thereon of the
tvpe of person likely to make congenial
mates for the respective couples.,

5. A game comprising a plurality of
pieces, said pieces comprising two main
groups namely “men” and “women”, and
there being one of the “women” pieces fov
each of the “men” pieces arranged to pro-
vide congenial pairs, each of said pieces hav-
ing a pictorial representation thereon of the
type of person likely to make congenial
mates for the respective couples, and each
of said pieces also having means thereon to
indicate certain of the four principal activi-
ties of life.

6. A game comprising a plurality of
pieces, said pieces comprising two main
groups namely “men” and “women”, and
there being one of the “women” pieces for
each of the “men” pieces arranged to pro-
vide congenial pairs, each of said pieces hav-
ing' a pictorial representation thereon of
the type of person likely to make congenial
mates for the respective couples, each of said
pieces also having three spaces defined there-
on, and said spaces each having means there-
‘n to indicate one of the four principal
activities of life.

In testimony whereof T affix my signatnre.

 THERESA F. RABOLD.
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