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This invention relates to a game utilizing a plurality
of packs of cards containing light transmitting windows
based upon a master pattern.

It has been quite common in the past to produce cards
containing light transmitting windows for use in filing,
identification, selection, games and various other pur-
poses, but heretofore there has mever been proposed
an arrangement of window containing cards lending
themselves to the purposes contemplated by the present
invention. Typical examples of perforated cards, or
window containing cards, capable of being arranged in
packs for various purposes, but lacking the structure and
potentialities 'of the present invention have been noted
in the patents to Taylor, 1,165,465, dated December 28,
1915 and Brand, 1,360,617, dated November 30, 1920,

It is among the objects of the present invention to pro-
vide a game comprising a plurality of packs of cards,
each card containing a relatively large number of light
transmitting windows differing from a master pattern by
the absence of a relatively small number of such win-
dows, each card of each pack containing a wpattern of
windows different from each other card in that pack but
identical with one card in each of the other packs, where-
by superimposition of all cards of one pack will reduce
the transmission of light throughout the pattern, each
cards in each pack bearing indicia distinguishing it from
each other card in the same pack. The number of dis-
tinguishing indicia borne by the cards exceeds the num-
ber of cards in each pack so that cards containing identi-
cal patterns of windows in different packs will bear
different indicia. The cards of each pack bear similar
indicia so as to distinguish them from the cards of each
other pack. The arrangement of windows of the master
pattern preferably form intelligible designs, including
legible indicia such as numerals or letters. The windows
are preferably arranged in parallel rows and columns.

The game may include a master card containing light
transmitting windows conforming to the master pattern
and in such event, the master card may be colored dif-
ferently from the other cards.

A more complete understanding of the invention will
follow from a description of the accompanying drawing
wherein:

FIG. 1 is a plan view of a master card
master pattern of windows;

FIG. 2 to 10 inclusive are plan views of playing cards
constituting a pack wherein the patterns of windows
differ from the master pattern by the absence of a rela-
tively small number of windows, and differ from one
another;

FIG. 11 is a plan view depicting the effect of super-
imposing the master card of FIG. 1 over the playing
cards of both FIGS. 2 and 3;

FIG. 12 is a plan view depicting the master card of
FIG. 1 superimposed over all of the playing cards de-
picted in FIGS. 2 to 10 inclusive;

FIG. 13 is a plan view of a playing card illustrating
a modification; and

FIG. 14 is a plan view of a playing card illustrating
another modification.

On the master card 20 depicted in FIG. 1 are im.
printed indicia 22 and 24, separated by a dash, to des-
ignate respectively the series of the card by the numeral
“300” and that it is a master card by the symbol “0.”
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This card contains windows defined by perforations 26
arranged in vertical columns 28 as well as in horizontal
rows 30. The pattern of windows or perforations 26 is
such that the form produced is legible to define the let-
ters “B,” “A” and “T.”

The playing cards depicted in FIGS. 2 to 10 inclusive
are identified by the reference characters 32, 34, 36, 38,
40, 42, 44, 46 and 48 respectively. Each of these play-
ing cards bears indicia 50 and 52, separated by a dash,
to designate respectively the pack in which these cards
belong and an arbitrary number to identify the card of
that pack. It will be understood that another pack of
cards in the same game will bear a designation other
than “318,” for example “319” to identify the cards as
belonging to a pack other than that designated “318.”
The numerals following the dashes on these cards as-
same values higher than the number of cards constitut-
ing a pack. For purposes of this description, a pack
composed of nine cards has been selected. Yet it will
be observed that the numbers following the dashes on
these cards are as high as “45” as depicted in FIG. 4.
In another pack of cards forming a part of the same
game, there will be cards identical with those of the
pack illustrated in so far as the arrangements of win-
dows are concerned, but the numerals following the
dashes will be different for two cards containing identi-
cal patterns of windows. . For example, a card in an-
other pack, say pack 319, containing a pattern of din-
dows identical with that of the card 32 of FIG. 2, might
have a designation following the dash of “43.” Under
these conditions, the indicia of such a card would read
“319-43.”

To play the game, a plurality of players will each re-
ceive a pack of cards, each pack being distinguished
from one another by the number of the pack, and ac-
cordingly, the numbers following the dashes on cards
having identical patterns of windows will differ. A per-
son, or a suitable device, will announce numbers, cor-
responding to those following the dashes on the cards,
in a random fashion, whereupon the players will super-
impose cards bearing those numbers until such time as
the light transmitted through the windows of the super-
imposed cards is obscured or modified over that portion
of the pattern agreed upon in advance.

FIG. 11 illustrates the master card of FIG. 1 super-
imposed over the playing cards 32 and 34 of FIGS. 2 and
3 respectively from which it will appear that the first two
columns of windows have their light transmitting proper-
ties modified so that the first two columns of “B” are
obscured. It will follow that if the playing cards 32, 34
and 36 of FIGS. 2, 3 and 4 were superimposed, then the
entire “B” would be obscured. This could be the ob-
jective of the game, whercupon the successful player would
announce the condition which could then be checked
by way of confirmation. With respect to the pack of
cards jllustrated, in order to achieve superimposition of
the cards 32, 34 and 36 it would be necessary that the
numbers 12, 27 and 45 had been announced. Another
player using another pack of cards, would have differ-
ent designations following the dashes on his cards
perforated similarly to those of FIGS. 2, 3 and 4 so that
there would be no liklihood that there would be two
winners simultaneously. However, if the numbers of
packs of cards become so great that duplication occurs
in the numbering of any cards following the dashes, then
of course there could be a duplication of winners,

It may be that the objective of the game would be to
modify the light transmitted throughout the entire pat-
tern of windows. This result has been depicted in FIG.
12 showing the master card 20 of FIG. 1 superimposed
over all of the playing cards of FIGS. 2 to 10 inclusive,
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In this event, it would have been necessary that the num-
bers 12, 27, 45,7, 19, 6, 25, 36 and 3 had been announced.

1t is unnecessary, of course, that the pattern of win-
dows contained by the cards in each pack, differ from
one another by the elimination of an entire column of
windows as in the case of the cards depicted in FIGS. 2
to 10 inclusive. In FIG. 13, for example, only one
window of the entire pattern has been omitted, namely the
window occurring at the uppermost row of the left hand
column of the master pattern. The card 54 thus de-
picted bears indicia 50 and 52, as in the case of the
other cards previously described, to designate a pack
number and card number in that pack, respectively.

The card 56’ depicted in FIG. 14 contains windows
or apertures 26 differing from those of the master pat-
tern by the omission of the window from the uppermost
row of the left hand column and that occurring in the
uppermost row of the letter “A.” By such variations,
as indicated for purposes of example in FIGS. 13 and

14, it will be understood that a pack can be composed ¢

of many more cards than those constituting the pack
represented by FIGS. 2 to 10. The indicia carried by
the card 56’ of FIG. 14 identifies the pack by the numeral
“432” and the number of the card of that pack as “9.”

It is not at all necessary to utilize a master card in 2

the manner illustrated in FIGS. 11 and 12, since by
merely superimposing the playing cards themselves, the
portion of the pattern having its light transmission char-
acteristics modified will be immediately evident.

Where the openings defining the windows of the cards
illustrated have been omitted, if the cards themselves
are opaque, no light will be transmitted through such
areas. In the event that the card material transmits
light of a certain color, then of course the transmission

of light therethrough will be modified so as to transmit -

only light of the selected color. The effect is also pos-
sible where all of the playing cards are provided initially
with identical patterns of windows or perforations, fol-
lowing which the pattern differences can be achieved by
applying a light modifying material, such as a colored
translucent adhesive strip, over the windows of the var-
jous cards to produce differences in the patterns of the
cards constituting a pack. Such light modifying material
may be opaque, translucent, or of a distinctive color.

Instead of using nine cards in a pack, any desired
number my be employed. For example, it is contem-
plated that a pack be composed of twenty-five cards and
that the numbers used to identify the cards range from
one to seventy-five. In other words, the game is adapt-
able to any desired number of players.

In order to identify each pattern of windows, the
playing cards are marked with suitable similar indicia
56 in their upper right hand corners as depicted in
FIGS. 2 to 10, in accordance with some convenient sys-
tem. In the case illustrated in FIGS. 2 to 10, the numeral
appearing for this purpose on each card denotes the col-
umn of windows which has been omitted. Thus, in
FIG. 2 the first column of windows has been omitted,
and the numeral designating this pattern is “1.”

The designation “1-1” on the card of FIG. 13 indi-
cates that the window has been omitted from the first
column of the first row. The designation “1-1, 5-1”
on the card of FIG. 14 indicates that the windows have
been omitted from the first column, first row, and from
the fifth column, first row,
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In the event that it is desired to select a particular
card from its pack without turning through all of them,
the cards can be notched or perforated in addition, ac-
cording to well known systems of segregation such as
those illustrated by the patents to Tallmadge, 1,150,793,
dated August 17, 1915, Brand, 1,360,617, dated Nov-
vember 30, 1920 and Rembold, 2,198,127, dated April
23, 1940. In such event, the numbers used for purposes
of such segregation would preferably correspond with
those numbers following the dashes on the cards illus-
trated by the drawings of this application.

Whereas the present invention has been described with
respect to specific illustrations, the true scope includes
such variations as will suggest themselves to those skilled
in the art and within the scope of the appended claims.

I claim:

1. A game comprising a plurality of packs of cards,
each card containing a relatively large number of light
transmitting windows differing from a master pattern by
the absence of a relatively small number of windows,
each card of each pack containing a pattern of windows
different from each other card in said pack but identical
with one card in each of the other packs, whereby super-
imposition of all cards of one of said packs will reduce
the transmission of light throughout said pattern, each
card in each pack bearing indicia distinguishing it from
each other card in the same pack, cards containing similar
patterns of windows bearing dissimilar indicia, and the
cards of each pack bearing similar indicia distinguishing
them from the cards of each other pack.

2. A game according to claim 1 wherein the distinguish-
ing indicia borne by certain of said cards numerically
exceeds the number of cards in each pack.

3. A game according to claim 1 wherein said win-
dows of the master paitern form intelligible designs.

4. A game according to claim 1 wherein said windows
are disposed in parallel rows.

5. A game according to claim 1 wherein said windows
are disposed in parallel columns.

6. A game according to claim 1 wherein said windows
of the master pattern form legible indicia.

7. A game according to claim 1 including a master card
containing light transmitting windows conforming to
said master pattern.

8. A game according to claim 7 wherein said master
card is colored differently from the others of said cards.

9. A game according to claim 1 wherein cards con-
taining similar patterns of windows bear similar indicia
in addition to the dissimilar indicia.

10. A game according to claim 1 wherein the windows
are disposed in columns and rows, with individual cards
differing from the master pattern by the absence of
windows in at least a selected one of said columns or
TOWS,
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