US 20200023264A1

a2y Patent Application Publication (o) Pub. No.: US 2020/0023264 Al

a9y United States

Chardon

43) Pub. Date: Jan. 23, 2020

(54) BATTLE CARD GAME WITH HIDDEN ITEM
CARDS

(71) Applicant: Zekio Entertainment LL.C, Jersey
City, NJ (US)

(72) Inventor: Fernando Chardon, Jersey City, NJ
(US)

(73) Assignee: Zekio Entertainment LLC, Jersey
City, NJ (US)

(21) Appl. No.: 16/518,323

(22) Filed: Jul. 22, 2019

Related U.S. Application Data

(60) Provisional application No. 62/702,249, filed on Jul.

23, 2018.

210

/

Q/OO JQ

Publication Classification

(51) Int. CL
AG63F 1/04 (2006.01)
AG3F 9/04 (2006.01)
(52) US.CL

CPC . A63F 1/04 (2013.01); A63F 9/04 (2013.01)

(57) ABSTRACT

A method and apparatus for playing a fighting card game
with hidden items is provided for. A method and apparatus
of playing a related fighting game that does not hide the
items is also provided for. The apparatus includes a game
board having a plurality of slots for placing fighter cards,
where each slot has an attack zone indicator and a defense
zone indicator. Battles are won by which fighting card has a
higher designated battle value, which is a function of the
fighter cards initial value, modified by one or more item
cards, and/or the special abilities of fighter cards.

O
. O

Py
L™
204A —
204D —
204 ———
202 ‘\}

216 _/



US 2020/0023264 Al

Jan. 23,2020 Sheet 1 of 2

Patent Application Publication

108

106
/

&

R

Ead

saual o

104
/

128

124

122

(=

102
cavde

114

o

3

116

3
i3
b
ot
o
£
» Z
(5
a4y
o
v
-~

126

FIG. 1



Patent Application Publication  Jan. 23,2020 Sheet 2 of 2 US 2020/0023264 A1

Q O
210 —_ O

O

5 L (O
:202\>




US 2020/0023264 Al

BATTLE CARD GAME WITH HIDDEN ITEM
CARDS

CLAIM OF PRIORITY

[0001] This application claims priority to U.S. Provisional
Patent Application No. 62/702,249, entitled “BATTLE
GAME WITH HIDDEN CARD ITEMS”, filed on Jul. 23,
2018, the contents of which are hereby incorporated by
reference in its entirety.

NOTICE OF COPYRIGHTS AND TRADE
DRESS

[0002] A portion of the disclosure of this patent document
contains material which is subject to copyright or trade dress
protection. This patent document may show and/or describe
matter that is or may become trade dress of the owner. The
copyright and trade dress owner has no objection to the
facsimile reproduction by anyone of the patent disclosure, as
it appears in the Patent and Trademark Office patent files or
records, but otherwise reserves all copyright and trade dress
rights whatsoever.

FIELD OF THE EMBODIMENTS

[0003] The field of the present invention and its embodi-
ments relate generally to a battle card game. More particu-
larly, the present disclosure relates to a battle card game with
hidden items, where the players use a shared set of cards to
play the game.

BACKGROUND

[0004] The current landscape of the dueling card game
industry is shaped by businesses like The Pokémon Com-
pany, Wizards of the Coast, and Konami. Together, Poké-
mon, Magic the Gathering, and Yu-Gi-Oh! have acted as the
main pillars in the card gaming space. While each game has
its own unique set of rules and collectable characters, each
game also has shortcomings that fail to embody the true
spirit of what dueling card games should stand for.

[0005] The most substantial shortcoming with dueling
card games like the above is that a player can buy better
cards with money to gain an advantage over their opponent,
who is using inferior cards. The prices for these “better
cards” are not cheap either. For example, in the popular
dueling card game Magic the Gathering, competitive players
regularly build decks that cost over $1000 to have an edge
on the competition.

[0006] Further, this mechanic of being able to pay dollars
in exchange for a competitive advantage has become ubig-
uitous due to the rise of freemium gaming. The idea of
offering games for free at the beginning seems great at its
core however, the harsh reality is that to remain competitive,
you will have to pay for new skills, new characters, or new
superior items. The freemium games act as a trojan horse to
keep you paying for the latest cards, characters, or abilities
while marketing themselves as “free to play” or “free to
download.” Extrapolating this now-prevalent model to card
games, the fairness of such games is put in jeopardy,
specifically in card games where players are bound by the
same rules but can construct custom decks that they can
purchase the component parts for. It is no surprise that the
more well-off players are quick to buy new and better cards
for a greater chance at winning. Sadly, this leaves most
players at an unfair disadvantage.
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[0007] Almost all successful tabletop games, while having
strategy at their core, have an element of luck. The heavy
hitters of the dueling card game industry, on the other hand,
are all almost completely strategy based. The intense reli-
ance on strategy over luck can make dueling games harder
to appreciate for the general public due to the difficulty of
learning all of the rules. This has greatly hurt the popularity
of many dueling card games, to the point that most of them
are not even considered mainstream by the general public.

[0008] Another aspect of dueling card games is the col-
lectability of the cards. Since cards hold monetary value
there are individuals who will collect the cards with no intent
to play with them. Collecting a rare set of first editions or
shiny cards can be more fun to users than battling with them.
While this does not seem like a huge problem, collectors can
ruin the economy of a dueling card game. In the economy of
a dueling card game, like any other economy, prices are
dictated by supply and demand. When collectors buy cards
with no intention to play with them or sell them, they are
increasing the prices of the cards they are collecting. This
compounds on the previous issue of the high prices of
playing the game, making dueling games even more expen-
sive. So, collectors not only interfere with the purpose of
these games, to battle, but also make the games more
expensive.

[0009] Almost all the popular traditional card games have
some element of coordination and attention to one’s oppo-
nent. For example, in poker a player not only has to
constantly watch their opponent’s moves in game, players
also have to keep an eye on their opponent’s facial expres-
sions to try and decipher their hand. Other games have
players attempt to trick each other by secretly placing cards
down. This not only requires coordination from one player
but also requires the other player to always pay attention to
their opponent’s possible trickery. Dueling card games, on
the other hand, typically require very little coordination and
direct attention to your opponent. All important elements of
these games happen on the table where the cards are being
played. No attention to one’s opponent is required. Even if
a player can make out their opponent’s potential hand it
would be difficult to gain an advantage from that information
in these extremely complicated games, which sometimes
have thousands of cards, each with unique abilities. The
most coordination that is required in most popular dueling
card games is simply putting a card down. Since the lack of
coordination and lack of required direct attention to an
opponent would be unfamiliar to fans of most traditional
card games, it is harder for those players to learn and get
interested into the game.

[0010] From the start almost all dueling card games have
been seen as anything but mainstream. This has been due to
many different issues. The high price points of these games
can make any beginner reconsider picking up the hobby. The
over reliance on strategy over luck will cause people coming
from more traditional tabletop games to be confused about
the rules. Finally, the lack of direct attention to one’s
opponent and the lack of coordination will be boring for
most players coming from classic card games. As such, a
fighting card game that enables players to have an equal
chance of winning regardless of their out-of-game resources,
has an element of luck, has an element of coordination, and
requires direct attention to one’s opponent is highly desir-
able.
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[0011] While these units may be suitable for the particular
purpose employed, or for general use, they would not be as
suitable for the purposes of the present disclosure as dis-
closed hereafter.

[0012] In the present disclosure, where a document, act, or
item of knowledge is referred to or discussed, this reference
or discussion is not an admission that the document, act,
item of knowledge, or any combination thereof that was
known at the priority date, publicly available, known to the
public, part of common general knowledge or otherwise
constitutes prior art under the applicable statutory provi-
sions; or is known to be relevant to an attempt to solve any
problem with which the present disclosure is concerned.
[0013] While certain aspects of conventional technologies
have been discussed to facilitate the present disclosure, no
technical aspects are disclaimed. It is contemplated that the
claims may encompass one or more of the conventional
technical aspects discussed herein.

SUMMARY

[0014] An aspect of an example embodiment in the pres-
ent disclosure is to provide a battle card game with hidden
item cards where the players share a set of game cards that
gets distributed at the start of each game. Accordingly, the
present disclosure describes a method of playing a battle
card game with hidden item cards. The game is played using
a game board, a deck of fighter cards, a deck of items cards,
a deck of sudden death cards, and optionally a die and a set
of round-win indicators. The game board preferably has at
least two discarded fighter card areas, at least two item deck
areas, at least two fighter card deck areas, at least two field
card placement areas, and at least two fighter card placement
areas. In some embodiments, the game board also includes
a round-win indicator placement area. In a highly preferred
embodiment, each fighter card placement area has a number
of fighter card placement slots. Each slot has an attack
indicator zone and a defense indicator zone which are used
to indicate what position a fighter card is being played in.
Each fighter card has an attack value, a defense value, a class
type, and optionally a special ability. [tems cards preferably
come in three types, equipment items, field cards that affect
the attack value or defense value of fighting cards, and field
cards that affect the rules of play between the players.
[0015] The battle game can be played by two or more
players, although the below description of how the battle
game is played will be described with two players. To begin,
the players each draw an equal number of cards from a
shared deck of fighting cards. Preferably, the entirety of the
shared deck will be distributed amongst the players. Each
player takes their portion of the shared deck and places that
stack onto the fighter card deck placement area on the game
board. This process of splitting up a shared deck amongst the
players is repeated for the shared deck of item cards. Each
player then puts their portion of the shared deck of item
cards onto their respective item deck placement areas on the
game board.

[0016] The players then determine who will go first. This
can happen in a number of ways. The simplest way is for the
players to roll a die which has an appropriate number of
sides and designations. This is so that there is an equal
chance that a given player will be selected to go first. A
second way in which the players can determine who goes
first is through using the deck of sudden death cards.
Specifically, the players will distribute the deck of sudden
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death cards, face-down. The players can either roll,
roshambo, or use some other method of selecting who
chooses first. Regardless, the player who is selected to
choose first will flip over a single sudden death card. If the
sudden death card is of the positive-result class, that player
will go first. If the sudden death card is of the negative-result
class, that player automatically will not go first. If the sudden
death card is of the neutral-result class, the next player will
draw a card until one either a positive-result or negative-
result class card is drawn. Once the player who goes first has
been selected, the players will play at least one round, and
preferably multiple rounds. In a preferred embodiment, the
player who does not go first will select the pile or portion of
fighter cards that they desire.

[0017] Each round begins with each player drawing a
number of fighter cards from their respective deck of fighter
cards. Preferably this number is five. Each player then grabs
a number of item cards from their respective deck of item
cards. Preferably, each player draws two cards for the first
round and one card for subsequent rounds. After each player
has drawn their cards for the round, they will begin to place
their cards on the appropriate location on the game board.
For the fighter cards, each player will place their fighter card,
face-down, into one of the fighter card slots, either in the
attack position or the defense position. Preferably, each of
these slots will have an attack indicator zone and a defense
indicator zone. If a player wants a fighter card to be in an
attack position they will place the fighter card in the slot
covering the defense indicator zone, leaving the attack
indicator zone revealed. If a player wants a fighter card to be
in a defense position they will place the fighter card in the
slot covering the attack indicator zone, leaving the defense
indicator zone revealed. An important aspect of this game is
that each player has the opportunity to secretly place equip-
ment item cards beneath the fighter card while being placed.
There is a level of skill required to secretly place the item
card without having an opponent notice. If a player chooses
not to place any item cards they remain in that player’s hand
for subsequent rounds.

[0018] After each player’s fighter cards and item cards, if
desired, are played, the round progresses to where the
players simultaneously reveal if any field cards are being
played. It is important that this is done simultaneously so
that a player cannot adjust their strategy after seeing what
their opponent is doing. Once all of the cards have been
placed, one player will determine which fighter cards will
battle. Preferably, this is the player who lost the sudden
death game prior to splitting up the fighter cards from the
shared deck. A battle is determined based on the higher of
each fighter card’s designated battle value. The designated
battle value is determined by first taking the fighter card’s
initial value, which is either the attack value, or the defense
value, depending on whether the fighter card was placed in
the attack position or in the defense position. After the initial
value is determined, it gets modified by any item cards that
have been played, as well as any special abilities listed on
either fighter card doing battle. After the modifications have
been made, each fighter card’s designated battle value is
determined, and the higher of which is the winner. The
winning fighter card remains in its slot, while the losing
fighter card is placed in its owner’s respective discarded
fighter area. The round continues with each player alternat-
ing selecting which fighter cards will battle. Once a player
has won the majority of battles in the round, the round
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concludes and that player is the winner of the round.
Subsequent rounds are played with the remaining fighter
cards and item cards assigned to each player. In some
embodiments the game board is equipped with one or more
ridges to help hold the fighter cards in position once they
have been placed on their slot. In other embodiments, the
game board is equipped with a plurality of round win
indicator zones where players can place a token to show that
they won a given round.

[0019] Since players share a bank of fighter cards that gets
split evenly during each game, players are unable to pay
money to be better than their opponent. Additionally, the fact
that each player potentially has knowledge of all cards that
are available in the game creates a new type of dueling card
strategy not yet contemplated by previous games. This
eliminates the disparity between the players, allows more
equal footing from the very start of the game, and helps to
keep the gameplay mechanics more controlled and balanced.

[0020] The present disclosure addresses at least one of the
foregoing disadvantages. However, it is contemplated that
the present disclosure may prove useful in addressing other
problems and deficiencies in a number of technical areas.
Therefore, the claims should not necessarily be construed as
limited to addressing any of the particular problems or
deficiencies discussed hereinabove. To the accomplishment
of the above, this disclosure may be embodied in the form
illustrated in the accompanying drawings. Attention is called
to the fact, however, that the drawings are illustrative only.
Variations are contemplated as being part of the disclosure.
[0021] Implementations may include one or a combination
of any two or more of the aforementioned features.

[0022] These and other aspects, features, implementa-
tions, and advantages can be expressed as methods, appa-
ratuses, systems, components, program products, business
methods, and means or steps for performing functions, or
some combination thereof.

[0023] Other features, aspects, implementations, and
advantages will become apparent from the descriptions, the
drawings, and the claims.

BRIEF DESCRIPTION OF THE PREFERRED
EMBODIMENTS

[0024] In the drawings, like elements are depicted by like
reference numerals. The drawings are briefly described as
follows.

[0025] FIG. 1is flow chart showing an embodiment of the
method of playing a fighting card game with hidden items in
accordance with the present disclosure.

[0026] FIG. 2 is a schematic view of an embodiment of the
game board in accordance with the present disclosure.

[0027] The present disclosure now will be described more
fully hereinafter with reference to the accompanying draw-
ings, which show various example embodiments. However,
the present disclosure may be embodied in many different
forms and should not be construed as limited to the example
embodiments set forth herein. Rather, these example
embodiments are provided so that the present disclosure is
thorough, complete, and fully conveys the scope of the
present disclosure to those skilled in the art. In fact, it will
be apparent to those skilled in the art that various modifi-
cations and variations can be made in the present invention
without departing from the scope or spirit of the invention.
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DETAILED DESCRIPTION OF THE
PREFERRED EMBODIMENTS

[0028] FIG. 1 illustrates a flow chart showing an embodi-
ment of the method of playing the fighting card game with
hidden item cards in accordance with the present disclosure.
This embodiment of the method 100 begins with step 102.
There, each player will take an equal amount of fighter cards
from a shared fighter card deck to act as a reserve of fighter
cards to draw from. Preferably, the entirety of this shared
deck will be distributed amongst the players giving each
player an equal amount of fighter cards to draw from.
However, when there is a number of players that is not a
multiple of the amount of fighter cards in the shared deck,
any remaining cards are not distributed and are not part of
the game. By using a shared deck, it maintains relative
balance in the strength of the fighters, while allowing the
element of chance to provide some benefit to a given player.
Specifically, not all fighter cards are equal in strength, so one
player may be distributed a disproportionate amount of
strong fighter cards in one game, while in a following game
may be distributed a disproportionate amount of weak
fighter cards. This randomization helps add parity to the
strength of each player’s pool of fighter cards, as one player
cannot use superior monetary resources to purchase superior
cards.

[0029] In step 104, each player will place their pool of
distributed/drawn fighter cards onto their respective fighter
card placement area on a game board. By placing the
fighting cards directly on the game board, any impropriety
with altering the order that fighter cards get drawn can be
avoided. In step 106, a similar distribution of item cards
occurs. That is, each player will draw an equal amount of
item cards from a shared deck of item cards to serve as their
pool of item cards. This allows for the pseudo-random
distribution of item cards and allows for the element of
chance to play some role in a players’ success, without
providing an undue benefit. In step 108, each player places
their distributed/drawn item cards onto a designated place on
top of the game board, again to help prevent against any
improprieties surrounding the order of item cards.

[0030] In step 110, the players determine which player
goes first. This can be achieved in a number of different
ways. In one embodiment, the players roshambo to see who
goes first. In other embodiments, there is a die where one or
more sides of said die indicates a player (Player 1, Player 2,
etc.) When the die is rolled the player who is indicated by the
top-facing side will go first. Preferably, there is an equal
distribution of various player indicators on the die. In yet
another embodiment, the players engage in a small sudden-
death minigame to determine who goes first. This minigame
begins by one of the players rolling to see who selects first.
Once the first selector has been determined, that player
chooses from a number of face-down sudden-death cards.
The sudden-death cards are broken up into three categories:
positive-result class cards, neutral-result class cards, and
negative-result class cards. Preferably, the number of neu-
tral-result class cards is greater than the sum of the positive-
result class cards and the negative-result class cards. There
must be an equal amount of positive-result class cards and
negative-result class cards. When a player chooses a posi-
tive-result class card, that player wins the sudden death and
all other players lose. When a player chooses a negative-
result class card, that player loses the sudden death. If a
player chooses a neutral-result class card, that player sur-
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vives the round and the next player chooses a face-down
card. This is repeated until there is only one player remain-
ing and that player is the winner of the sudden death round.
In some embodiments, the winner of the sudden death round
gets their choice of which pile of distributed fighter cards
they want to play with. In other embodiments the winner of
the sudden death round gets to go first in step 120, which is
further discussed below.

[0031] After the player to go first has been selected, the
method proceeds to step 112. There, each player draws their
hand of fighter cards for the round from their respective pool
of fighter cards, distributed in step 102, where the size of
their hand correlates to the number of available fighter card
placement slots. Preferably, each player will also draw their
hand of item cards in this step. Preferably, a complete hand
consists of five fighter cards and two item cards for the first
round and five fighter cards and one item card for subsequent
rounds. Once each player has obtained their hand for the
round, each player then places one of their fighter cards in
either an attack position or a defense position in each of the
fighter card’s respective slots in step 114.

[0032] In step 116, which can be performed simultane-
ously with step 114, each player selectively chooses an item
card to associate with the placed fighter card. It is an aspect
of the game in accordance with the present disclosure to
attempt to secretly place the item card under the fighter cards
when they are placed face-down. When the fighter cards do
battle in step 122, being able to reveal an item card that was
kept secret will offer the player a significant competitive
advantage, making the skill of secretly placing an item card
an important element. It should be noted that in a preferred
embodiment of the game, item cards have a subset of
equipment cards. In embodiments where equipment cards
are utilized, only these cards can be placed beneath a fighter
card. After a fighter card, and optionally an item card, is
placed within a fighting slot, the method proceeds to step
118, where it is checked whether each player has filled all of
their fighter card slots with a fighter card and optionally an
accompanying item card. If all of the slots are full, the
method proceeds to step 120. If not, steps 114 and 116 are
repeated until all of the fighter card slots are full. In
embodiments where field-type item cards are present, the
method optionally allows for players to reveal these field
cards prior to step 120 being performed, and the modifiers
contained on said field card will apply to the battle in step
122.

[0033] In step 120, one player chooses a fighter card to do
battle with another player’s fighter card. In embodiments
where the winner of the sudden death rounds gets to choose
their pile or portion of the distributed fighter cards, the loser
of that sudden death round gets to go first in step 120. After
a player selects the fighter cards that will participate in the
battle, the battle itself occurs in step 122. The battle begins
by each player simultaneously flipping over their fighter
card and revealing any hidden items cards contained under-
neath. Battles are won by the fighter card with the highest
designated battle value. A fighter card’s designated battle
value is a product of multiple variables. The first step in
determining a fighter card’s designated battle value is to
view the fighter card’s initial battle value. If the fighter card
was placed in the attack position, the initial battle value is
that fighter card’s attack value. If the fighter card was placed
in the defense position, that fighter card’s initial battle value
is its defense value. After the initial battle value has been
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obtained, it is modified by any item cards causing an effect
on said fighter card. This includes any equipment cards in
embodiments that employ equipment cards and includes any
relevant field cards in embodiments that employ field cards.
After adjustments to the fighter card’s battle value have been
made for any item cards, any active special abilities of either
fighter card in the battle are taken into account, further
adjusting the battle value. After special abilities are
accounted for, the fighter card’s designated battle value has
been determined. This process is repeated for the other
fighter card in the battle and the winner of the battle is the
fighter card with the highest designated battle value. The
losing fighter card is placed in its owner’s discarded fighter
area and is removed from play. The winning fighter shall
remain on the battle field until the end of the round.

[0034] In the event of a tie between fighters, a sudden
death round is initiated in order to settle the tie. This sudden
death round is similar to the sudden death round that occurs
at the beginning of the game: the sudden death round begins
by one of the players spinning a die to see who selects first.
Once the first selector has been determined, that player
chooses from a number of face-down sudden-death cards.
The sudden-death cards are broken up into three categories:
positive-result class cards, neutral-result class cards, and
negative-result class cards. Preferably, the number of neu-
tral-result class cards is greater than the sum of the positive-
result class cards and the negative-result class cards. There
must be an equal amount of positive-result class cards and
negative-result class cards. When a player chooses a posi-
tive-result class card, that player wins the sudden death and
all other players lose. When a player chooses a negative-
result class card, that player loses the sudden death. If a
player chooses a neutral-result class card, that player sur-
vives the round and the next player chooses a face-down
card. This is repeated until there is only one player remain-
ing and that player is the winner of the sudden death round.

[0035] After the battle has ended, the method proceeds to
step 124 where it checks to see if any player has won a
majority of the battles to determine the winner of a round.
In a preferred embodiment, a round consists of a number of
fighter card battles until one player has won a majority of the
fighter card battles, based on the available amount of fighter
card slots. If so, the method proceeds to step 126 as that
player who has won the majority of battles wins that round.
If not, steps 120 and 122 are repeated, however, the players
alternate who selects the fighter cards to do battle in step
120. If a predetermined amount of rounds is selected for the
game, the method checks to see if a player has won a
majority of rounds in step 126. If a player has won a majority
of the rounds, that player wins the game in step 128.

[0036] Referring to FIG. 2, a schematic view of an
embodiment of the game board in accordance with the
present invention is shown. Here, a game board 200 is
provided and includes a fighter card placement area 202, a
round-win indicator area 208, a field card placement area
206, a discarded fighter area 212, an item card placement
area 214, and a fighter card deck placement area 216. It is
important to note that while in this embodiment, the game
board 200 is configured for two players, other embodiments
of the game board 200 exist for other number of players. It
is also important to note that various embodiments exist
where the fighter card placement area 202, the round-win
indicator area 208, the field card placement area 206, the
discarded fighter area 212, the item card placement area 214,
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and the fighter card deck placement area 216 are arranged
differently on the game board 200. That is, their position
relative to each other is not absolute across various embodi-
ments. There must be at least two players. Further, while the
embodiment of the game board 200 is described in the
context of a physical game board, the present disclosure
contemplates that the game board 200 could exist in various
electronic media. Additionally, the method of playing the
fighting card game with hidden items 100 could be per-
formed over the internet.

[0037] The fighter card placement area 202 has a number
of components and is comprised of a plurality of slots 204
that are sized to correspond to the size of the fighter cards in
accordance with the present invention. Each of the slots 204
includes an attack indicator zone 204A and a defense
indicator zone 204D. A fighter card is placed covering the
attack indicator zone 204A to be placed in the defense
position, as the defense indicator zone 204D is exposed
when the attack indicator zone 204A is covered. Conversely,
a fighter card is placed covering the defense indicator zone
204D to be placed in the attack position, as the attack
indicator zone 204A is exposed when the defense indicator
zone 204D is covered. The round-win indicator area 208 is
comprised of a plurality of round-win indicator zones 210.
Tokens may be placed on one of the round-win indicator
zones to indicate which player won a given round. Note that
while five of the round-win indicator zones 210 are shown,
more or less than five rounds may be played in succession.
[0038] The field card placement area 206 is used in
embodiments where field cards are used as a subclass or
subset of item cards. There, when players declare what, if
any, field cards they are playing, the field cards are placed in
the field card placement area 206. In many embodiments,
field cards placed in the field card placement arca 206 are
discarded at the end of a round. After players are given their
portion of the shared deck of fighter cards, that portion is
placed in the fighting card deck placement area 216. Hands
are drawn from this pile. Further, after players are given their
portion of the shared deck of item cards, that portion is
placed in the item deck area 214. Fighter cards who lose a
battle are placed in the discarded fighter area 212.

[0039] In a preferred embodiment, a fighter card includes
a title, a graphic image, an attack value, a defense value, and
a special ability. Note that many embodiments of the fighter
card do not include the special ability. Further, in many
various embodiments of the fighter card that do have special
abilities, they are unique or substantially unique abilities.
The attack value and defense value of various embodiments
of the fighter card will be different, as an important aspect
of the game is that not all fighter cards are of the same
strength. In various embodiments fighter cards can have
class-types, preferably where each color is in a one-to-one
relationship with a given class.

[0040] The present disclosure contemplates a variety of
types of item cards. One type is an equipment item card. The
equipment item card is to be secretly placed under a fighter
card when being placed in the fighter card placement area
202. The equipment card will alter the attack value or the
defense value of the fighter card or will provide some other
benefit to the equipped fighter card. This equipment item
card does not need to be played secretly but playing it in a
non-secret manner will be very prejudicial against the player
as their opponent will know that the fighter card is receiving
some benefit. Another type of item card is an attack/defense
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value altering item card. The attack/defense value altering
item card is a type of field card and does not attach to any
particular fighter card. Yet another type of item card is a
rules-changing item card. The rules-changing item card is a
type of field card and is also not attached to a particular
fighter card. Further, the rules-changing item cards do not
affect the attack value or defense value, but instead provide
some other type of benefit to the player who played it.
[0041] In a preferred embodiment, players will play the
game with no items and whether a fighter card will win in
battle will depend on the class type of each fighter card. In
that embodiment if two fighter cards are the same color, a
sudden-death match is played to resolve the tie.

[0042] Other embodiments of the method in accordance
with the present disclosure exist as well. One such embodi-
ment is called a “levels showdown.” In this embodiment the
field cards are separated from the rest of the item cards
provided to the players and are placed face-down. Each
round, one of these field cards is revealed and both players
will be affected by the field card’s effects. Preferably, players
will alternate who selects the field card to be used in a given
round.

[0043] Yet another embodiment of the method in accor-
dance with the present disclosure is called a “tournament
showdown.” In this embodiment, the fighter cards and item
cards are distributed evenly between each player. For each
round, each player draws two item cards and one fighter
card. Simultaneously, each player indicates whether they
will be playing the fighter card in the attack or defense
position, and then will simultaneously reveal their card.
Once each fighter card has been revealed, the players have
the opportunity to power up their fighter card using one of
their drawn item cards. After determining each fighters cards
designated battle value and using that value to determine a
winner, the losing card is removed from play and the
winning card is set aside, face-up. This process is repeated,
drawing an additional item card each 5% round. When a
player has exhausted their fighter card deck, that player’s
winning fighter cards are shuffled and used as that player’s
new fighter card deck. This is continued until one player has
no more fighter cards to use and loses the game. Item cards
used on a losing fighter card are removed from play.
[0044] In another preferred embodiment, no items are
used and the players place their fighter cards in any position
without seeing the other fighter cards.

[0045] Additional embodiments of the game board in
accordance with the present disclosure exist where a plu-
rality of fastening mechanisms are incorporated into the
board and are configured to removably secure a fighter card
in an attack position or a defense position within the fighter
card placement slot. Such fastening mechanisms can include
magnets, sleeves, hook-and-loop fasteners, and the like.
[0046] In a highly preferred embodiment, players draw all
of'their distributed fighter cards and select which fighters are
played in a round from their full roster.

[0047] In another preferred embodiment, multiple players
are placed on a team and take turns battling each round.
[0048] In yet another preferred embodiment, a draw dur-
ing a battle causes a sudden death match to be played. In
many preferred embodiments, a fighter card’s special ability
resolves before any played item cards.

[0049] It is understood that when an element is referred
hereinabove as being “on” another element, it can be directly
on the other element or intervening elements may be present
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therebetween. In contrast, when an element is referred to as
being “directly on” another element, there are no intervening
elements present.

[0050] Moreover, any components or materials can be
formed from a same, structurally continuous piece or sepa-
rately fabricated and connected.

[0051] It is further understood that, although ordinal
terms, such as, “first,” “second,” and “third,” are used herein
to describe various elements, components, regions, layers
and/or sections, these elements, components, regions, layers
and/or sections should not be limited by these terms. These
terms are only used to distinguish one element, component,
region, layer and/or section from another element, compo-
nent, region, layer and/or section. Thus, a “first element,”
“component,” “region,” “layer” and/or “section” discussed
below could be termed a second element, component,
region, layer and/or section without departing from the
teachings herein.

[0052] Features illustrated or described as part of one
embodiment can be used with another embodiment and such
variations come within the scope of the appended claims and
their equivalents.

[0053] Spatially relative terms, such as “beneath,”
“below,” “lower,” “above,” “upper” and the like, are used
herein for ease of description to describe one element or
feature’s relationship to another element(s) or feature(s) as
illustrated in the figures. It is understood that the spatially
relative terms are intended to encompass different orienta-
tions of the device in use or operation in addition to the
orientation depicted in the figures. For example, if the device
in the figures is turned over, elements described as “below”
or “beneath” other elements or features would then be
oriented “above” the other elements or features. Thus, the
example term “below” can encompass both an orientation of
above and below. The device can be otherwise oriented
(rotated 90 degrees or at other orientations) and the spatially
relative descriptors used herein interpreted accordingly.
[0054] Example embodiments are described herein with
reference to cross section illustrations that are schematic
illustrations of idealized embodiments. As such, variations
from the shapes of the illustrations, for example, of manu-
facturing techniques and/or tolerances, are to be expected.
Thus, example embodiments described herein should not be
construed as limited to the particular shapes of regions as
illustrated herein, but are to include deviations in shapes that
result, for example, from manufacturing. For example, a
region illustrated or described as flat may, typically, have
rough and/or nonlinear features. Moreover, sharp angles that
are illustrated may be rounded. Thus, the regions illustrated
in the figures are schematic in nature and their shapes are not
intended to illustrate the precise shape of a region and are
not intended to limit the scope of the present claims.
[0055] As the invention has been described in connection
with what is presently considered to be the most practical
and various embodiments, it is to be understood that the
invention is not to be limited to the disclosed embodiments,
but on the contrary, is intended to cover various modifica-
tions and equivalent arrangements included within the scope
of the appended claims. Although specific terms are
employed herein, they are used in a generic and descriptive
sense only and not for purposes of limitation.

[0056] This written description uses examples to disclose
the invention, including the best mode, and also to enable
any person skilled in the art to practice the invention,
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including making and using any devices or systems and
performing any incorporated methods. The patentable scope
of the invention is defined in the claims, and may include
other examples that occur to those skilled in the art. Such
other examples are intended to be within the scope of the
claims if they have structural elements that do not differ
from the literal language of the claims, or if they include
equivalent structural elements with insubstantial differences
from the literal language of the claims.

[0057] In conclusion, herein is presented a fighting card
game with hidden item cards. The disclosure is illustrated by
example in the drawing figures, and throughout the written
description. It should be understood that numerous varia-
tions are possible while adhering to the inventive concept.
Such variations are contemplated as being a part of the
present disclosure.

What is claimed is:

1. A method of playing a battle card game with hidden
item cards, the battle card game with hidden item cards
having a game board, having at least two discarded fighter
card areas, at least two item deck areas, at least two fighter
card deck areas, at least two fighter card placement areas,
each fighter card placement area comprising a plurality of
slots for one fighter card to be placed, wherein each slot has
an attack indicator zone and a defense indicator zone, a first
deck of fighter cards, comprising a plurality of fighter cards,
each fighter card having an attack value, a defense value, and
a class type, a second deck of item cards, comprising a
plurality of item cards, comprising the steps of:

two or more players participating in one or more rounds,

each round comprising the steps of:
each player taking an equal amount of fighter cards
from the first deck;
each player drawing an amount of fighter cards from
their taken fighters cards in the previous step,
wherein the amount of drawn fighter cards corre-
sponds to an amount of slots for fighter card place-
ment;
each player taking an equal amount of item cards from
the second deck;
each player drawing at least one item card from their
taken item cards in the previous step;
determining by the two or more players which player
goes first;
playing at least one battle round by each player, the
battle round comprising the steps of:
each player placing their respective drawn fighter
cards into one of their designated slots in either an
attack position or a defense position;
each player selectively and secretly placing at least
one of their drawn item cards beneath the placed
fighter card;
repeating the previous two steps until each player has
placed drawn fighter cards on each of their des-
ignated slots;
choosing by one player, which placed fighter card
shall engage in battle with one of another player’s
placed fighter card, where the winning fighter card
is the fighter card with a higher designated battle
value,
wherein the designated battle value is determined
by taking an initial value and modifying it based
on any placed item on the game board that
applies to the initial value;
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placing the losing fighting card in one of the dis-
carded fighter areas; and

repeating the above steps until one of the players has
won a predetermined amount of battles, wherein
said player is the winner of the round.

2. The method of claim 1, wherein each of the plurality of
items cards is selected from the group consisting of: equip-
ment cards, attack/defense altering cards, and field cards.

3. The method of claim 1, wherein the attack position is
defined by the placed fighter card covering the defense
indicator zone and wherein the defense position is defined
by the placed fighter card covering the attack indicator zone.

4. The method of claim 1, wherein each player chooses
their drawn fighter cards after reviewing the entirety of their
taken fighter cards.

5. A method of determining which player goes first in a
card game utilizing a die and a deck of specialized cards,
each specialized card having a result side containing infor-
mation and an informationless rear side, the deck of spe-
cialized cards comprising a positive-result class of cards, a
negative-result class of cards, and a neutral-result class of
cards, the prevalence of each class of the specialized cards
being in a fixed ratio, comprising the steps of:

distributing the deck of specialized cards on a surface

with the rear side of each card facing up;

rolling the die to determine which player selects first; and

individually selecting one specialized card by each player,

starting with the determined first player, until the
positive-result class card or the negative-result class
card is selected by one of the players.

6. The method of claim 5, further comprising the step of:

deeming the first player to select the positive-result class

card to be the player who goes first.

7. The method of claim 5, further comprising the step of:

deeming the last player to not select the negative-result

class card to be the player who goes first.

8. A battle card game with hidden item cards, comprising:

a game board, having at least two discarded fighter card

areas, at least two item deck areas, at least two fighter

card deck areas, at least two field card placement areas,

at least two fighter card placement areas, each fighter

card placement area comprising a plurality of slots for

fighter cards to be placed,

wherein each slot has an attack indicator zone and a
defense indicator zone;

a first deck of fighter cards, comprising a plurality of

fighter cards, each fighter card having an attack value,
a defense value, and a class type;

a second deck of item cards comprising a plurality of item

cards; and

a third deck of sudden death cards.

9. The battle card game with hidden item cards of claim
8, the game board further comprising a top surface and at
least one ridge extending outwardly from the top surface.

10. The battle card game with hidden item cards of claim
9, further comprising a plurality of round-win indicators,
wherein the game board further comprises at least one round
win indicator area.

11. The battle card game with hidden item cards of claim
8, further comprising a multi-sided die having an even
number of sides, wherein half of the sides indicate a first
result and half of the sides indicate a second result.

Jan. 23, 2020

12. The battle card game with hidden item cards of claim
9, wherein the fighter cards further comprise a special
ability.

13. A method of playing a fighting card game, the fighting
card game having a game board, having at least two dis-
carded fighter card areas, one item deck area, at least two
fighter card deck areas, at least two field card placement
areas, at least two fighter card placement areas, each fighter
card placement area comprising a slot for a fighter card to be
placed, a first deck of fighter cards, comprising a plurality of
fighter cards, each fighter card having an attack value, an
attack position, a defense value, a defense position and a
class type, a second deck of item cards, comprising a
plurality of item cards, comprising the steps of:

shuffling and splitting the first deck of fighter cards into a

plurality of even portions;

shuffling the second deck of item cards and placing the

second deck as a stack in between the two or more
players;

shuffling the third deck of sudden death cards and indi-

vidually placing each card in the third deck of sudden
death cards face down;

two or more players participating in two waves, the first

wave comprising the steps of:
determining which player goes first, and said first
player selecting one of the even portions of fighter
cards;
selecting the other portions of fighter cards by the other
players;
each player selecting two item cards from the second
deck of item cards;
each player drawing one fighter card from their portion
of fighter cards;
declaring by each player whether their fighter card is
going to be placed in an attack position or a defense
position;
placing by each player, their drawn fighter card face up;
engaging in a battle between each player’s placed
fighter card, where the winner of the battle is the card
with a higher designated battle value,
wherein the designated battle value is determined by
taking an initial value and modifying the initial
value based on any placed item card on the game
board that applies to the initial value;
placing the losing fighter card in its player’s discarded
fighter card area;
setting aside the winning fighter card;
repeating the previous six steps until each player has
exhausted their portion of fighter cards:

the second wave comprising the steps of:

each player taking their winning fighter cards, shuffling
them, and placing them face down;

each player selecting two item cards from the second
deck of item cards;

each player drawing one fighter card from their portion
of fighter cards;

declaring by each player whether their fighter card is
going to be placed in the attack position or the
defense position;

placing by each player, their drawn fighter card face up;

engaging in a battle between each player’s placed
fighter card, where the winner of the battle is the card
with a higher designated battle value,
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wherein the designated battle value is determined by
taking an initial value and modifying it based on
any placed item cards on the game board that
applies to the initial value;
placing the losing fighter card in its player’s discarded
fighter card area;
placing the winning fighter card in its player’s slot for
the winning fighter card to be placed; and
repeating the previous eight steps until each player has
exhausted their portion of fighter cards, where the
last player with remaining fighter cards is the winner.
14. The method of claim 13, wherein the step of deter-
mining which player goes first is determined by selectively
picking up cards form the third deck of sudden death cards.
15. The method of claim 13, further comprising each
player selectively and alternately playing item cards during
the one or more battles.

#* #* #* #* #*
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