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OBIECT REPRESENTING PLAYING PIECES

Marvin I Glass and Dalin E. Verbickas, Chicago, Ii.,

assignors to Marvin Glass & Associates, Chicago, .,

a partnership

Filed Feb. 13, 1962, Ser, No. 173,032
4 Claims, (Ci. 273—135)

This application relates generally to a game and is
particularly directed to a card game including a deck of
playing cards and a plurality of markers for indicating
the progress of the game.

It is the principal object of this invention to provide
a card game which inclundes a deck of specially designed
cards adapted to provide a novel visual effect to the play-
ers, and which includes a novel arrangement for indi-
cating the progress of the card game. A further object
of the invention is to provide a deck of playing cards
arranged in sets, with the cards in each set having similar
identification thereon, and with each card having one or
more openings therein and a letter adjacent such open-
ing, so that when the cards of any one set are arranged
in superimposed relation a word may be spelled out,
with one or more letters of the word being visible through
the card openings. Still another object of the game is
to provide a card game including a plurality of cards
which are arranged in several sets, with the cards of each
set having identical identifications thereon, and includ-
ing a marker appropriately identified with each of such
sets. A more detailed object of the invention is to pro-
vide a playing card game including a plurality of base
structures each adapted to support a plurality of playing
cards in vertically extending relation, and a pluarality of
sets of cards with each set having similar identification
thereon and with each card including means for forming
the word identifying the object on the card when the
cards of any one set are arranged in superimposed rela-
tion, and including a plurality of nestable markers each
corresponding with one of the sets of cards and adapted
to be vertically stacked on the base. Other objects and
advantages will be apparent from the following descrip-
tion with reference to the accompanying drawings, where-
in:
FIGURE 1 is a front elevation of the card support-
ing base, with some of the cards and markers in position
on the base; .

FIGURE 2 is a fragmentary, top plan view of the
card and marker supporting base;

FIGURE 3 is a sectional view taken along the line
3—3 in FIGURE 2;

FIGURE 4 is a view of one set of the playing cards,
showing the playing face portion;

FIGURE 5 is a front view of the game winning mark-
er, with a portion thereof being broken away;

FIGURE 6 is a top plan view of one of the markers;
and

FIGURE 7 is a front elevational view of the marker
shown in FIGURE 6, with portions broken away and in
section. )

In providing a playing card game directed especially
to enjoyment by children, it is believed desirabie to ac-
company such game with sufficient novel and interesting
visual effects as well as means stimulating a competitive
spirit among the players, in order to sustain the interest
of the players. This is generally achieved by the present
invention by providing a novel deck of playing cards 10
in combination with a supporting rack 12 for the cards
to be used by each player and a number of markers 14
which are used by each player to indicate the progress of
the game. In this way, the players not only have a con-
venient means for arranging their cards, but they also
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have an indication of the progress of each player toward
the winning of the game.

As seen particularly in FIGURES 1-3, the card sup-
porting base or rack 12, which is provided for each of
the players in the game, comprises a frame structure
which might be made of cardboard, plastic or other suit-
able material, and which includes a plurality of laterally
aligned pocket portions 16 for supporting the cards in
vertically extending position. The pocket portions are
arranged in two sections, with the rear section 18 having
its bottom wall 18z (FIGURE 3) elevated relative to
the bottom wall 28« of the forward section 28, and each
section is shaped to slidably receive the lower end portion
of one or more cards. A rearwardly extending central
portion 22 of the base 12 is provided with a recess or
opening Z4 therein for the purpose of receiving and sup-
porting the markers which indicate the players’ progress
in the game.

The cards used in the game are preferably of the size
used in children’s card games and, therefore, are some-
what smaller than conventional playing cards so as to
permit easy handling by small hands. FEach of the cards
has an object pictorially represented thereon, such as an
animal, bird, etc., and also preferably has the word iden-
tifying such object printed in a prominent position on
the card, as indicated at 26 in FIGURES 1 and 4. The
cards are arranged in sets, with each set having the
same object printed therecn and the total nmumber of
‘cards in the set corresponds with the number of letters
required to spell the word identifying the object on such
cards. The upper portion of each card has one of the
letters of the object-identifying word and one or more
openings 28 adjacent such letter. As noted particularly
in FIGURE 7, the openings in the card are related to
the single printed letter thereon, so that when all of the
cards of one set are arranged in stacked or superimposed
relation the full word identifying the object appears at
the upper portion of the facing card. This is noted par-
ticularly in FIGURE 1, wherein the set of cards on the
exireme right have been collected and arranged to spell
“BAT.” It is to be further noted that, with the described
card design, the name of the object will be properly
spelled out by superimposing the cards of any particular
set, irrespective of the order of the cards.

The markers 14 accompanying the game are each used
to indicate the completion by a player of his collection
of one set of cards. FEach player has available to him a
marker for each of the sets of cards in the deck. These
markers -are three-dimensional figures corresponding
with the figures on the face of the playing cards and in-
clude means for nesting the markers in vertically stacked
relation on the base. In the illustrated embodiment, as
noted particularly in FIGURE 7, each of the markers 14
is a pictorial representation of an animal or bird and is
identical with the pictorial representation on one of the
sets of cards, This three-dimensional marker is provided
with a recess or opening 390 at its upper end, and a com-
plementary boss or projection 32 at its lower end. Conse-
quently, the projecting portion 32 of a marker 14 is
adapted to be inserted in the recess portion 3% of an
underlying marker to thereby maintain the two markers
in vertically stacked relation. The projection 32 at the
lower end of each marker can also be inserted in the
recess or opening 24 provided in the base frame, so that
the initial marker is thereby retained in position on the
base. In addition, there is provided a single top marker
34, illustrated in FIGURE 4, which also has a projecting
porticn 32 at its lower end, but which, of course, does
not require any groove or recess at its upper end. This
marker is to be picked up by the first player who has col-
Iected all of the sets of cards and placed on the upper-
most marker on his base to thereby indicate that such

player has won the game,
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Although the illustrated game may have many varia-
tions as to the mode of play, it is contemplated that one
form of game will embody forty-eight playing cards
spelling the name of seven different animals whose pic-
tures appear on the cards, and including twenty-eight
markers representing four sets of the seven different
animals. The game can be played by two, three or four
players, and the object of the game is for a player to col-
lect all seven sets of playing cards and the seven differ-
ent markers. Five cards are dealt to each player and
the remaining cards are placed face down in the center
of the table. Each player arranges his cards in the rack
or pocket portion 6 of his card supporting base 12, with
a view toward matching up cards having the same pic-
ture but having a different letter of the word identifying
the picture. The first player takes the top card of the
stack and fries to match it with one of the cards in his
rack. He then passes one of his cards to the player on
his right, who then takes the top card from the center
stack and passes one of his cards on to the player on his
right. When a player completes a set spelling out the
name of one of the animals, he places the set of cards face
down on the table and positions the corresponding marker
14 on his base or rack 12. The game continues until one
player has collected all seven markers, which he then
tops off with the game winning marker 34. In the event
that the center or draw stack is depleted before the end
of the game, the stack containing the completed sets is
shufiled and used as the draw stack.

Another version of the game, which-can be played by
two persons, involves a race for completion of each set
and continuing of the game until all cards are played.
In this version, the racks 12 are placed in a row and each
of the two players takes a turn in drawing a card from
the entire deck. The drawn card is placed in the rack,
matching any other cards of the same set but having dif-
ferent letters of the word to be spelled, irrespective of
which player placed the previous cards in the rack. The
player who completes a word gets the corresponding
marker piece 14. After all cards are played and all sets
have been completed, the player with the highest stack
of markers wins the game.

It is seen, therefore, that there is provided herein a
novel card game, which is effective to stimulate compe-
tition throughout the game through the use of progress
indicating markers and through the use of novel and at-
tractive playing cards. Although shown and described
with respect to a particular embodiment, it will be
understood that modifications might be made without
departing from the principles of this invention.

‘What is claimed is:

1. A game comprising a plurality of playving cards and
a plurality of markers, said cards being arranged in sets
with the cards of each set having a pictorial representa-
tion of an object thereon with a different object being
shown on each of said sets, each of said cards of a set
having one letter of the name of the object represented
thereon and one or more openings in the card adjacent
said one letter, said one letter being located in its proper
position relative to the word identifying the object and
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said opemnos being also properly oriented, so that.by su- -

perimposing all cards of the set the full word identifying
the object is visibly spelled out, and said markers each
comprising a three dimensional representation of one of
the objects shown on the cards with each of said markers
being formed to provide for vertical stacking of a plu-
rality of the markers.

2. A game comprising a phlrahty of playing cards and
a plurality of markers, said cards being arranged in sets
with the cards of each set having a pictorial representa-
tion of an animal thereon with a different animal being
shown on each of said sets, each of said cards of a set
having one letter of the name of the animal represented
thereon and one Or more openings in the card adjacent
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said one letter, said one letter being located in its proper
position relative to the word identifying the animal and
said openings being also properly oriented, so that by
superimposing all cards of the set the full word identify-
ing the animal is spelled out, and said markers each com-
prising a three dimensional representation of one of the
animals shown on the cards with each of said markers
being formed with a projecting portion at one end and
a recessed portion at the cther end to provide for vertical
stacking of a plurality of markers by placing the project-
ing portion of one marker in the recessed portion of
another marker,

3. A game comprising a plurality of playing cards, a
stand for supporting a plurality of cards in a generally
vertical position, and a plurality of markers, said cards
being arranged in sets with the cards of each set having
a pictorial representation of an object thereon with a
different object being shown on each of said sets, each
of said cards of a set having one letter of the name of
the ob]ect represented thereon and one or more open-
ings in the card adjacent said one letter, said one letter
being located in dits proper position relative to the word
identifying the object and said openings being also prop-
erly oriented, so that by superimposing all cards of the
set the full word identifying the object is spelled out,
said markers each comprising a three dimensional repre-
sentation of one of the objects shown on the cards, with
each of said markers being formed to provide for vertical
stacking of a plurality of markers, and means on said
stand for supporting a plurality of vertically stacked
markers,

4. A game comprising a plurality. of playing cards, a
stand for supporting a plurality of cards in a generally

vertical position, and a plurality of markers, said cards

being arranged in. sets with the cards of each set having
a pictorial representation of an animal thereon with a
different animal being shown on each of said sets, each
of said cards of a set having one letier of the name of the
animal represented thereon and one or more openings
in the card-adjacent said one letter,; said one letter being
located in its proper position relative to the word identi-
fying the animal and said openings being alsc properly
oriented, so that by superimposing all cards of the set the
full word identifying the animal is spelled out, said mark-
ers each comprising a three dimensional representation
of one of the animals shown on the cards with each of
said ‘markers being formed with a projecting portion at
one end and a recessed portion at the other end to pro-
vide for vertical stacking of a plurality of markers by
placing the projecting portion of one marker in the re-
cessed portion of another marker, and said stand com-
prising a base including a plurality of laterally aligned,
vertically extending pocket portions each adapted to slid-
ably receive the lower portion of one or more cards in
generally vertically extending relation to said base, each
of said pocket portions having a step-like bottom and
side wall arrangement, whereby twc- or more cards may
be placed in said pocket portion in vertically staggered
relation, and means on said base for receiving one of
said markers in vertically extending relation thereto.
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