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SYSTEMIS AND METHODS FOR PLAYINGA 
TREASURE HUNTING BOARD GAME 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

0001. This application claims benefit of U.S. Provisional 
Patent Application No. 61/791,686 filed Mar. 15, 2013, the 
entire disclosure of which is incorporated herein by reference. 

BACKGROUND 

0002 1. Field of the Invention 
0003. This disclosure is related to the field of entertain 
ment gaming, specifically to board games which simulate 
modern-day treasuring hunting, including but not limited to 
estate sales, garage sales, yard sales, rummage sales, public 
auctions, and the like. 
0004 2. Description of the Related Art 
0005 Recently, television programs featuring competitive 
treasure hunting have grown in popularity. These programs 
commonly feature locales such as pawn shops, abandoned 
storage lockers, attic sales, and the like, in which people try to 
buy or sell hidden treasures. Perhaps not coincidentally, the 
American tradition of the garage sale, sometimes also called 
a yard sale or rummage sale, has also grown. These sales give 
weight to the adage, “one man's trash is another man’s trea 
Sure,” as homeowners cleanse their basements and garages of 
unwanted merchandise by selling it at bargain prices. 
0006. These sales are often held just before a move. Enter 
prising sellers advertise their sales to maximize the turnout of 
buyers, and enterprising buyers meticulously plan their week 
ends of treasure hunting, sometimes going so far as to camp 
out before a sale opens. It is well-known among regulars that 
garage sales are quickly picked over, and to be early is to have 
the best chance of Scoring the best bargains and getting the 
highest value items for the least cost. So widespread is the 
American tradition of the garage sale that books are published 
advising both sellers and buyers on how best to maximize 
their gains. 
0007 Garage sale treasure hunting has evolved into a form 
ofentertainment, as evidenced by the abundance of TV shows 
capitalizing on the entertainment value inherent in scoring a 
great deal. Despite the popularity of this hobby, there are few 
board games premised upon treasure hunting at garage sales, 
and there appear to be no board games that simulate competi 
tive treasure hunting at Such sales. 

SUMMARY 

0008. The following is a summary of the invention which 
should provide to the reader a basic understanding of some 
aspects of the invention. This Summary is not intended to 
identify critical components of the invention, nor in any way 
to delineate the scope of the invention. The sole purpose of 
this Summary is to present in simplified language some 
aspects of the invention as a prelude to the more detailed 
description presented below. 
0009. Because of these and other problems in the art, 
described herein is a simulation game in which the players 
take on the role of treasure hunters attempting to score the 
best deals on merchandise acquired at various residential 
sales. 
0010 Described herein, among other things, is a game 
simulating competitive treasure hunting comprising: a plural 
ity of player position tokens; a game board having a neigh 

Oct. 2, 2014 

borhood depicted thereon including: a plurality of paths 
divided into a plurality of landable spaces; a plurality of 
purchasing locations each connected to one of the landable 
spaces; a plurality of merchandise cards each having: an 
indication of a merchandise purchasable at one of the plural 
ity of purchasing locations associated with the card when the 
game is played; an indication of a cost of the merchandise; an 
indication of a worth of the merchandise; a game currency 
comprising a plurality of notes in differing denominations; a 
die; a victory condition incentivizing players playing the 
board game to acquire a plurality of the plurality of merchan 
dise cards Such that the player maximizes the total amount of 
worth indicated on the plurality of the plurality of merchan 
dise cards acquired by the player; and wherein when a plu 
rality of players play the board game, a plurality of the plu 
rality of merchandise cards corresponding in number to the 
plurality of players is placed face down at each one of the 
purchasing locations; and wherein when each player in the 
plurality of players advances one of the player tokens corre 
sponding to the each player to each purchasing location in the 
plurality of purchasing locations, the each player may 
exchange for one of the plurality of the plurality of merchan 
dise cards placed face down at the each purchasing location 
an amount of the game currency held by the each player equal 
to the cost of the merchandise indicated on the one of the 
plurality of the plurality of merchandise cards placed face 
down at the each purchasing location. 
0011. In an embodiment, the indication of a worth of the 
merchandise is a scannable code and the entertainment sys 
tem further comprises: a computer server communicating 
over a communications network and comprising a micropro 
cessor and a non-transitory computer-readable storage media 
having computer-readable instructions which, when executed 
by the microprocessor, cause the computer server to: receive 
over the communications network data indicative of a code on 
one merchandising card in the plurality of merchandising 
cards Scanned by a player of the board game; determine the 
worth of the item depicted on the scanned merchandise card, 
the worth being based at least in part on the received data 
indicative of the Scanned code; respond to the received data 
over the communications network with data indicative of the 
worth. 

0012. In another embodiment, the computer-readable 
instructions, when executed by the microprocessor, cause the 
computer server to perform a second determination of the 
worth of the item depicted on the scanned merchandise card 
and the second determination is different from the determi 
nation. 

0013. In another embodiment, the determination of the 
worth of the item depicted is based at least in part on a 
pseudo-randomly generated number. 
0014. Also described herein, among other things, is a 
method for playing a game simulating competitive treasure 
hunting comprising the steps of providing a plurality of 
player position tokens; providing a game board having a 
neighborhood depicted thereon including: a plurality of roads 
divided into a plurality of landable spaces; a plurality of 
residences each connected to one of the landable spaces; a 
final position; providing a plurality of merchandise cards 
disposed at each one of the residences, each merchandise card 
having: an indication of a merchandise; an indication of a cost 
of the merchandise; an indication of a worth of the merchan 
dise; providing a game currency comprising a plurality of 
notes in differing denominations; providing a die; providing a 
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plurality of players; each player in the plurality of players 
moving a player position token representing the each player a 
number of the landable spaces corresponding to a pseudoran 
dom numeric value determined using the die until the player 
position token is at one of the plurality of residences; when 
the player position token is at the one of the plurality of 
residences, the each player exchanging for one of the plurality 
of merchandise cards disposed at the one of the plurality of 
residences an amount of the game currency held by the each 
player equal to the cost indicated on the one of the plurality of 
merchandise cards; repeating the moving and the exchanging 
steps at each residence in the plurality of residences; the each 
player moving the player position token representing the each 
player a number of the landable spaces corresponding to a 
pseudorandom numeric value determined using the die until 
the player position token is at the final position; determining 
a winner of the board game by Summing for the each player 
the worths indicated on the merchandise cards acquired by the 
each player and announcing as the winner the the each player 
having the largest Sum. 
0.015. In an embodiment, the indication of a worth of the 
merchandise is a scannable code and the method further com 
prises: providing a computer server communicating over a 
communications network; the computer server receiving 
from a client connection over the communications network 
data indicative of a scannable code; the computer server 
determining the worth of the item depicted on the merchan 
dise card having the scannable code indicated by the received 
data, the determination based at least in part on the received 
data; the computer server sending to the client connection 
data indicative of the determined worth. 
0016. In an embodiment, the determination of the worth of 
the item depicted is based at least in part on a pseudo-ran 
domly generated number. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0017 FIG. 1 depicts a layout of an embodiment of the 
game with a detailed view of a sale card. 
0018 FIG. 2 depicts a detailed view of a portion of an 
embodiment of a game board. 
0019 FIGS. 3A-3I depict a portion of an embodiment of a 
game board. 
0020 FIG. 4A depicts an embodiment of a merchandise 
card having a numeric indication of worth. 
0021 FIG. 4B depicts an embodiment of a merchandise 
card having a scannable code indication of worth. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENT(S) 

0022. The following detailed description and disclosure 
illustrates by way of example and not by way of limitation. 
This description will clearly enable one skilled in the art to 
make and use the disclosed systems and methods, and 
describes several embodiments, adaptations, variations, alter 
natives and uses of the disclosed systems and apparatus. As 
various changes could be made in the above constructions 
without departing from the scope of the disclosures, it is 
intended that all matter contained in the above description or 
shown in the accompanying drawings shall be interpreted as 
illustrative and not in a limiting sense. 
0023 Generally, this disclosure describes a board game, 
but it is specifically contemplated that the board game 
described herein may also include video game components. 
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An embodiment of a treasure hunting game is depicted in 
FIG. 1. In the depicted embodiment of FIG. 1, players com 
pete with each other to accumulate goods having the highest 
worth at various sales. Generally, each player on his turn 
navigates through a neighborhood (107) depicted on a game 
board (103) by advancing a token (127), representing the 
player, a pseudo-randomly generated number of spaces (125) 
along paths (123) on the game board (103) until the token 
arrives at various residences (109) depicted on the game 
board (103). The player purchases one item for sale at each 
residence (109) by exchanging an amount of a simulated 
game currency (111) for a card (131) indicating the item 
purchased and its worth (137). After the player has purchased 
an item at each residence (109), the player navigates to a final 
position (115), such as a coffee shop (115). When all players 
have concluded their purchases, the player who has acquired 
the goods whose total worth (137) indicated on the cards is 
highest is deemed the victor. 
0024 Generally speaking, the game (101) includes a game 
board (103), one or more decks of cards (129), a set of tokens 
(127) representing the players, a set of game currency (111) 
comprising sets of bills or notes in different denominations, a 
set of “Classified Ad’ slips (139), and one or more dice (141 
and 143). Generally, an organizational tray (113) for these 
and other components is also included. This tray (113) both 
stores and organizes game currency (111) during play and 
also stores the game (101) components when the game (101) 
is stored and not in use, as well as Stores components not used 
while the game (101) is being played. 
0025. The game board (103) is generally a rectangular and 
planar Surface made from a lightweight but rigid material, 
with one side depicting a residential neighborhood (107). 
Generally, the depicted neighborhood (107) includes mul 
tiple paths (123)—generally, roads or streets—some of which 
may terminate at or near an edge of the board (103). The roads 
(123) are generally segmented into sequences of landable 
spaces (125) which can accommodate one or more playing 
tokens (127). The neighborhood (107) also includes a number 
of residences (109) at which various sales. Such as garage and 
estate sales, are held during game play. A detailed view of a 
portion of a game board (103) including a residence (109) is 
depicted in FIG. 2, and a view of an embodiment of a full 
game board (103) is depicted in FIG. 3. The items for sale at 
each such residence (109) are the items indicated on Garage 
Sale cards (131) placed near each residence (109) during 
gameplay, as elsewhere described herein. 
0026. Each residence (109) is generally connected to a 
space (125) by a driveway. In an embodiment, a residence 
(109) may be connected to a plurality of spaces (125). In the 
preferred embodiment, there are ten residences (109), but this 
amount may vary. Because the number of residences (109) 
influences the length of game play, the number may be 
increased or decreased to achieve a desired play duration or 
play style depending on, among other things, the number of 
players and the audience. By way of example and not limita 
tion, for a junior version of the game targeting younger 
players with shorter attention spans, there may be fewer resi 
dences (109). In a further embodiment, one or more resi 
dences (109) may be unused during a game. 
0027. In an embodiment, the board (103) further depicts a 
starting position (117) and an ending position (115). In the 
preferred embodiment, positions (117 and 115) are the same 
position, namely a coffee shop or other retail location Suitable 
to the theme and design of the neighborhood. It is specifically 
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contemplated that these and other visual design elements may 
differ in an embodiment. Such as for a version of the game 
focused on a specific theme, or for localization or regional 
ization. 
0028. The game board (103) may be foldable, allowing the 
board (103) to be packaged and stored using less shelf space 
than the surface area of the board (103). Although a generally 
rectangular board (103) is described herein, other shapes are 
specifically contemplated, including circular, ovoid, and 
other polygonal shapes. It is also specifically contemplated 
that an embodiment of a board may include non-planar 
shapes or components, including but not limited to a board 
(103) which has, or can accommodate, three-dimensional 
Structures. 

0029. Further, it is specifically contemplated that the 
board (103) may be configured to facilitate the interconnec 
tion of a plurality ofboards (103). This may be done by sizing 
and shaping the edges of a plurality of boards (103) for 
interlocking, such as with C-cuttabs as in a jigsaw puzzle, or 
with additional elements to facilitate the mating of a plurality 
of boards (103), such as a clip to hold the boards (103) in 
position adjacent to one another. 
0030 Generally the player tokens (127) are miniature 
vehicles, including but not limited to vehicles such as moving 
trucks, cars, campers, vans, sedans, convertibles, trailers, 
SUVs, and the like. The tokens are sized and shaped such that 
a plurality of tokens (127) may fit on spaces (125). In a 
particular embodiment, the specific design of the tokens (127) 
may vary depending upon localization, regionalization, or 
other thematic variations on the game's visual design. 
0031. The game currency (111) is a simulated currency, 
comprising several sets of simulated bank notes or bills in 
varying denominations. The design and monetary unit of the 
game currency (111) is generally dollars and/or a dollar sign, 
but in an embodiment, the design and monetary unit may 
differ for localization or other changes in theme. The denomi 
nations may also differ in an embodiment, such as to reflect 
local currency denominations. In an embodiment, there are 
three denominations of notes. In a further embodiment, the 
three denominations are S20 notes, S10 notes, and S5 notes. 
During game play, Surplus game currency is generally stored 
in an organizertray (113) sized and shaped to accommodate 
the game currency (111). One player designed as a “banker” 
is responsible for administering the currency (111). This 
player may also participate in the game (101) as a player but 
receives no special benefit or advantage for being the banker. 
0032. The game includes several decks of cards (129) 
having different purposes in the game. Each card (129) gen 
erally has a distinct image on the back side identifying to 
which deck the card belongs. The cards (129) may also, in an 
embodiment, be sized or shaped differently to further distin 
guish to which deck a card (129) belongs. One of the decks is 
a deck of Garage Sale cards (131), generally having an indi 
cation (133) of an item purchasable at one of the residences, 
and an indication of a cost (135) and a worth (137) of the item. 
Generally, the cost (135) indicated is the amount of game 
currency (111) a player must pay to acquire the card (131), 
and thus to include the worth (137) of the indicated item 
towards that players win total. Values (135 and 137) may 
differ from embodiment to embodiment, such as to localize 
values for another currency or accommodate a different 
theme. 

0033. In an embodiment, cost (135) is indicated on Garage 
Sale cards (131) in color-coded stickers designed to resemble 
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garage sale price Stickers, with the color corresponding to a 
price point. In a further embodiment, these price points are 
multiples of the lowest denomination of game currency (111). 
In a still further embodiment, these costs (135) are multiples 
of five. By way of example and not limitation, items which 
cost (135) five dollars are coded yellow; ten dollars, blue; 
fifteen, orange; twenty, green; twenty-five, red. In an embodi 
ment, an alternative victory condition provides for scoring 
based on these colors, making the game more accessible to 
younger players and encouraging players to make purchasing 
decisions based on items they like rather than economic con 
siderations. 

0034 Generally, the game (101) is set up by segregating 
the various types of cards (129) into decks and shuffling each 
deck. Each player selects one token (127) to represent that 
player during the game (101), and the tokens (127) represent 
ing all players are placed in a starting position (117). A 
number of cards (131) from the Garage Sale deck are placed 
face-down next to each of the depicted residences (109). The 
number of cards (131) placed at each residence (109) gener 
ally corresponds to the number of players playing the game 
(101). For example, if there are four players, each residence 
(109) receives four Garage Sale cards (131). Generally, the 
residences (109) are depicted without garages, and the design 
on the back of the Garage Sale cards (131) is that of a garage, 
such that when the Garage Sale cards (131) are placed next to 
the residences (109) on the game board (103), the combina 
tion presents the impression of a residence having a garage. 
Each player also generally receives a “Classified Ads' slip 
(139) listing the residences (109) having a sale. This slip 
(139) is used to track the residences (109) at which the player 
has already purchased an item. Each player also generally 
receives an amount of initial game currency (111), which 
amount may vary depending upon the rule set being utilized 
and/or the number of players participating. In an embodi 
ment, each player receives S100 in game currency (111) to 
start the game. In a further embodiment, each player receives 
this currency in the form of three S20 notes, three S10 notes, 
and two S5 notes. 
0035 An object of the game (101) is to navigate one's 
token (127) to each of the residences (109) and purchase an 
item at each indicated on a Garage Sale (or, as the case may 
be, Estate Sale) card (131) at each residence (109) for the 
amount of game currency (111) indicated on the card (131) as 
the cost (135) for the item. When a player arrives at a resi 
dence (109), the player may privately browse the items for 
sale at that residence (109) at that time and may, but need not, 
purchase any one such item. Generally, the player may only 
purchase from among the items in the Garage Sale cards (131) 
placed next to the residence (109), but as elsewhere described 
herein, there are mechanics by which the player may have the 
opportunity to purchase additional items from the master 
deck of sale cards. In an embodiment, the player need only 
disclose the cost of the item purchased to the other players. 
When the player purchases the item, the player gives to the 
bank an amount of game currency (111) equal to the Cost 
(135) of the item indicated on the card (131), and the player 
receives the card (131) for the purchased item and may count 
its worth (137) in the players total for purposes of determin 
ing a winner. Other players then cannot purchase that item at 
that residence (109). In an embodiment, the player need not 
reveal to other players the worth (137) of the item purchased, 
nor any special attributes that the item has or bestows upon the 
player. In a further embodiment, an item may be purchased at 
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a cost other than the indicated cost (135) under certain cir 
cumstances including, but not limited to, where the player 
plays a Haggle card temporarily modifying the game's gen 
eral mechanics, as elsewhere described herein. 
0036 When the player has purchased an item from each of 
the residences (109) in play, the player then navigates his 
token (127) to the final position (115). When all players have 
completed these tasks, the victor is determined by calculating 
which player's purchases, as reflected on the Garage Sale 
cards (131) accumulated during the course of play, have the 
largest total worth of goods purchased. In an embodiment 
using the Estate Sale cards, the worth of any Estate Sale cards 
the players has acquired is also included in the calculation. 
0037 Generally, on his or her turn a player moves a token 
(127) representing that player across the playing Surface 
(105) by an amount of spaces (125) equal to a movement 
amount generated randomly or pseudo-randomly. The move 
ment amount is generally determined randomly using one or 
more six-sided polyhedral die (141) with the values 1 through 
6 indicated upon the sides, as is well known in the art, which 
the player rolls to determine the maximum number of spaces 
the player may move the token for that turn. While it generally 
is anticipated that six-sided polyhedron dice (141) are used, 
any configuration of die is contemplated, including but not 
limited to 4-, 6-, 8-,10-, 12-, and 20-sided dice. In an alternate 
embodiment, the number of moves is determined through 
another chance means, such as a spinner or card. Generally, 
the number of moves for a given turn is randomly or pseudo 
randomly determined, and the range of possible values is 
calibrated to the particular layout off the board (103), with the 
goal of allowing Sufficient movement that gameplay 
progresses at an entertaining pace, but not so fast that the first 
few players to move tend to acquire an insurmountable advan 
tage. 
0038. In the preferred embodiment, the player generally 
must move the full amount of spaces (125) rolled by advanc 
ing the token (127) along a path (123) without reversing 
direction. However, the player need not always exhaust the 
movement amount. By way of example and not limitation, it 
is specifically contemplated that where a player has sufficient 
movement to reach a residence (109) or bank (119), the player 
may conclude the movement portion of his or her turn upon 
reaching that residence (109) or bank (119) even if further 
movement remains available. 

0039. In an embodiment, the game (101) further includes 
a deck of Haggle cards (129). In Such an embodiment, each 
player generally is dealt one Haggle card (129) face-down at 
the beginning of each game, which may be used on a players 
turn if the players token (127) is at a residence (109). A 
Haggle card (129) may be played on a player's turn if the 
player is at a residence. The player generally announces his 
intention to use a Haggle card (129) before beginning to 
browse the Garage Sale (131) cards at the residence (109), 
and is thereafter bound by the content of the card. Haggle 
cards temporarily alter the general game play rules for that 
player. For example, a Haggle card may allow the player to 
purchase additional items at the residence (109) during that 
turn, or may require the player to forfeit the remainder of his 
turn. Because the player does not know what benefit or burden 
his Haggle card (129) may impart, whether and when to play 
a Haggle card is a strategic decision each payer must make. 
0040. In an embodiment, the game (101) further includes 
Bank and/or ATM cards (129) having an indication of an 
amount of game currency. Generally, the initial currency 
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(111) each player starts with is insufficient for the player to 
purchase an item at each residence (109), requiring the player 
to make at least one trip to a bank (119) or an ATM space 
(121). When a player arrives at (119 or 121), the player draws 
an ATM card (129) and receives the amount of game currency 
(111) indicated thereon, if any. Although a player must land 
upon an ATM space (121) by exact movement count to use the 
ATM feature, a player may terminate his turn upon reaching 
a bank (119) even if the player has not exhausted his move 
ment points. 
0041. In an embodiment, a residence (109) may be desig 
nated as having an estate sale rather than a garage sale, and 
special estate rules and cards may apply. In Such an embodi 
ment, a number of Estate Sale cards are placed next to a 
residence (109) designed as hosting an estate sale. The num 
ber of cards (129) used is generally the same as the number of 
players. All items purchased at a residence (109) hosting an 
estate sale generally cost the same amount as each other— 
such as, by way of example and not limitation, S50 in game 
currency (111)—and a player cannot browse the items or 
select which item the player will purchase. Instead, the player 
must blindly purchase the top item drawn from the Estate Sale 
cards at that residence. It is generally contemplated that the 
Estate Sale cards are drawn from a special, separate deck from 
the Garage Sale cards (131). In an embodiment using the 
estate sale deck, each player must purchase an estate sale 
item. It is specifically contemplated that the estate sale may be 
implemented as a separate board attachable to the main board 
(103) as elsewhere described herein, such as through an 
expansion pack. 
0042. When a player concludes the movement portion of 
his or her turn and his or her token (127) lands upon a space 
already occupied by a token (127) belonging to another 
player, the player Solanding rolls a special six-sided polyhe 
dral die (143) if both players possess at least one Garage Sale 
card (131). The outcome of this roll (143) may require the 
players to engage in Swapping or taking of one or more of said 
players cards (131). For example, in an embodiment the die 
(143) roll may allow one player to blindly take one card from 
the another players hand. Similarly, in a further embodiment, 
the die roll may require both players to blindly swap cards. 
The results may or may not be revealed to the rest of the 
players, depending upon the rule set used. In an embodiment, 
the die roll may not require any players to Swap or take cards. 
0043. The game (101) may be expanded using expansion 
packs. These expansion packs may include the same or simi 
lar elements including but not limited to a game board, cards, 
playing tokens, and additional and further items which alter 
or augment game play. In an embodiment, an expansion game 
board (103) is connected to the base game board as elsewhere 
described herein. In an embodiment, the expansion game 
board depicts a road so that when the expansion game board 
is connected to the base game board (103), a path (123) on the 
base game board (103) continues unto the expansion game 
board, effectively continuing a road that, without the expan 
Sion, is a dead-end on the base game board (103) alone. 
0044. The game may be augmented, Supplemented, or 
implemented via a computer software application, such as a 
standalone game or a mobile device application. In one Such 
embodiment, the game includes a mobile device application 
which can use an optical scanning means, such as an iPhone 
camera, to Scan a bar code on a Garage Sale (131) or other 
card (129) including but not limited to an Estate Sale card, 
which provides the player with the worth of the item. In this 
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embodiment, the worth of items may be randomized or oth 
erwise vary from game to game without requiring additional 
or Supplemental decks of cards. In an embodiment, the appli 
cation also tracks the game progress, such as by tracking a 
player's point total or progress towards a victory condition, 
which houses have been visited. In a still further embodiment, 
cards (131) do not include a worth, and players do not learn 
the worth of any items purchased until the game concludes, at 
which point the application reveals the values. In a still further 
embodiment, special attributes of Garage Sale (131) or Estate 
Sale cards may be randomized and learned only when the 
game concludes. In an embodiment, these features are imple 
mented through a web site interface. 
0045. In an embodiment, an alternative scoring system is 
used which disregards item worth (135) and instead awards 
points towards victory based upon randomly- or pseudoran 
domly-assigned numeric values associated with a color 
coded price point. By way of example and not limitation, all 
items having a RED price point (i.e., twenty-five dollars) may 
be worth 10 points towards victory, while all items having a 
YELLOW price point (i.e., five dollars) may be worth 25 
points towards victory. This system adds interest and flexibil 
ity for the game to be adapted for play by players who recog 
nize colors but do not yet appreciate the game's economic 
mechanics. In an embodiment, the point value of items collect 
tallied towards determining a victory is randomly determined 
only after all purchases have been made. 
0046 While this invention has been disclosed in connec 
tion with certain preferred embodiments, this should not be 
taken as a limitation to all of the provided details. Modifica 
tions and variations of the described embodiments may be 
made without departing from the spirit and scope of this 
invention, and other embodiments should be understood to be 
encompassed in the present disclosure as would be under 
stood by those of ordinary skill in the art. 

1. An game simulating competitive treasure hunting com 
prising: 

a plurality of player position tokens; 
a game board having a neighborhood depicted thereon 

including: 
a plurality of paths divided into a plurality of landable 

Spaces: 
a plurality of purchasing locations each connected to one 

of said landable spaces; 
a plurality of merchandise cards each having: 

an indication of a merchandise purchasable at one of 
said plurality of purchasing locations associated with 
said card when said game is played; 

an indication of a cost of said merchandise; an indication 
of a worth of said merchandise; 

a game currency comprising a plurality of notes in differing 
denominations; 

a die; 
a victory condition incentivizing players playing said 

board game to acquire a plurality of said plurality of 
merchandise cards such that the player maximizes the 
total amount of worth indicated on said plurality of said 
plurality of merchandise cards acquired by said player, 
and 

wherein when a plurality of players play said board game, 
a plurality of said plurality of merchandise cards corre 
sponding in number to the plurality of players is placed 
face down at each one of said purchasing locations; and 
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wherein when each player in said plurality of players 
advances one of said player tokens corresponding to said 
each player to each purchasing location in said plurality 
of purchasing locations, said each player may exchange 
for one of said plurality of said plurality of merchandise 
cards placed face down at said each purchasing location 
an amount of said game currency held by said each 
player equal to said cost of said merchandise indicated 
on said one of said plurality of said plurality of merchan 
dise cards placed face down at said each purchasing 
location. 

2. The game of claim 1, wherein said indication of a worth 
of said merchandise is a scannable code and said entertain 
ment system further comprises: 

a computer server communicating over a communications 
network and comprising a microprocessor and a non 
transitory computer-readable storage media having 
computer-readable instructions which, when executed 
by said microprocessor, cause said computer server to: 
receive over said communications network data indica 

tive of a code on one merchandising card in said 
plurality of merchandising cards Scanned by a player 
of said board game; 

determine the worth of the item depicted on said scanned 
merchandise card, said worth being based at least in 
part on said received data indicative of said Scanned 
code; 

respond to said received data over said communications 
network with data indicative of said Worth. 

3. The game of claim 2, wherein said computer-readable 
instructions, when executed by said microprocessor, cause 
said computer server to performa second determination of the 
worth of the item depicted on said Scanned merchandise card 
and said second determination is different from said determi 
nation. 

4. The game of claim3, wherein said determination of the 
worth of the item depicted is based at least in part on a 
pseudo-randomly generated number. 

5. A method for playing a game simulating competitive 
treasure hunting comprising the steps of 

providing a plurality of player position tokens; 
providing a game board having a neighborhood depicted 

thereon including: 
a plurality of roads divided into a plurality of landable 

Spaces: 
a plurality of residences each connected to one of said 

landable spaces; 
a final position; 

providing a plurality of merchandise cards disposed at each 
one of said residences, each merchandise card having: 
an indication of a merchandise; 
an indication of a cost of said merchandise; 
an indication of a worth of said merchandise; 

providing a game currency comprising a plurality of notes 
in differing denominations; 

providing a die; 
providing a plurality of players; 
each player in said plurality of players moving a player 

position token representing said each player a number of 
said landable spaces corresponding to a pseudorandom 
numeric value determined using said die until said 
player position token is at one of said plurality of resi 
dences; 
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when said player position token is at said one of said 
plurality of residences, said each player exchanging for 
one of said plurality of merchandise cards disposed at 
said one of said plurality of residences an amount of said 
game currency held by said each player equal to said cost 
indicated on said one of said plurality of merchandise 
cards; 

repeating said moving and said exchanging steps at each 
residence in said plurality of residences; 

said each player moving said player position token repre 
senting said each player a number of said landable 
spaces corresponding to a pseudorandom numeric value 
determined using said die until said player position 
token is at said final position; 

determining a winner of said board game by Summing for 
said each player said worths indicated on said merchan 
dise cards acquired by said each player and announcing 
as the winner the said each player having the largest Sum. 
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6. The method of claim 5, wherein said indication of a 
worth of said merchandise is a scannable code and said 
method further comprises: 

providing a computer server communicating over a com 
munications network; 

said computer server receiving from a client connection 
over said communications network data indicative of a 
Scannable code; 

said computer server determining the worth of the item 
depicted on said merchandise card having said scan 
nable code indicated by said received data, said deter 
mination based at least in part on said received data; 

said computer server sending to said client connection data 
indicative of said determined worth. 

7. The method of claim 6, wherein said determination of 
the worth of the item depicted is based at least in part on a 
pseudo-randomly generated number. 

k k k k k 


