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PLAYI NG A DI E GAME AND MACHI NE FOR THE SAME 1. Field

of the Invention The present invention relates to a

nmet hod and a nachine, and nore particularly to a
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banker shakes the container for the players to guess sum of the pips on the
topmost faces of the dice. The players will win if they actually guess right the
sum of the pips or an answer of whether the sum of the pips is smaller or larger
than a specific point, for example 10 points.

However, the conventional ways of playing dice games are all manual
and cheating can easily occur due to dishonest yet skillful players, so the
conventional way of playing a die game is often unfair and controversial.

To avoid cheat occurring in a die game, a conventional die game
machine is provided and substantially comprises a base, a see-through cap and a
die-shaking device. Multiple dice are held inside the see-through cap and shaken

by the die-shaking device. The players can directly watch the dice through the

see-through cap, such that cheating is avoided. However, because the players can
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the dice directly through the see-through cap,
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The method of playing a dic game comprises the acts of:

operating a die game machine, wherein the die game comprises a central
control device, a die-shaking device electrically connected to the centrai control
device and having an opaque cap, a detecting device facing the shaking device
and electrically connected to the central control device and multiple player-
interfaces electrically connected to the cent%al control device and each having a
display;

shaking multiple dice by the die-shaking device in the opaque cap of the
die game machine;

recognizing pips on the dice with the detecting device on the die game
machine;

predicting numbers and placing stakes by players through the player-
interfaces on the die game machine;

calculating scores of the players by the central control device;
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central control device; 3 10 May 2007 revealing the

pips on the dice to the pIayers by removi ng the opaque
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t he nmet hod has a base, a central control deV|ce a
di e- shaki.,ng devi ce, detecting devjc mul tip
pl ay etOvipg thescoses ahibe playars an thodisp ysav W%Iawer-
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a di e-shaki ng devi ce of
interfaces are mounted on the base and are electrically connected to the central
control device.
Other objects, advantages and novel features of the invention will
become more apparent from the following detailed description when taken in

conjunction with the accompanying drawings.

IN THE DRAWINGS

Fig.1is a block diagram of a method of playing a die game in
aceordance with the present invention;

Fig. 2 is a perspective view of a machine for playing a die game in
accordance with the present invention;

Fig. 3 is a perspective view of a base and a die-shaking device of the
machine in Fig. 2;

Fig. 4 is a side plan view in partial cross section of the die-shaking

device of the machine in Fig. 2; and



machine in Fig. 2; Fig. 4 is a side plan viewin 10 May 2007
partial cross section of the4die-shaking device of

the machine in Fig. 2; and 10 May 2007 4 Fig. 5 is an

enl arged perspective view of the machine in Fig. 2
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(2) Shaking multiple dice (50), for a Sic-Bo game, three dice (50), by the
die-shaking device (20) in the opaque cap (24) of the die game machine. To
-achieve the conventional way of playing a Sic-Bo dice game, the dice (50) are
shaken up and down three times by the die-shaking device (20).

(3) Recognizing pips on the dice (50), i.e., always pips on the topmost
faces of the dice (50), with the detecting device (30) on the die game machine, If
the detecting device (30) detects that any one of the dice (50) is in a irregular
condition, for example any one die (50) is broken or leans against another die,
the detecting device (30) will send a signal to the central control device (11) or an
alarm to the players.

(4) Predicting numbers and placing stakes by players through the

player-interfaces (40) on the die game machine.
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can be provided. Therefore, to play a die game with the method in accordance

with the present invention is funny.

With reference to Figs. 2 to 4, a die game machine in accordance with
the present invention comprises a base (10), the central control device (11), the
die-shaking device (20}, the detecting device (30) and multiple player-interfaces
(40). A see-through dome (12) is mounted on the top of the base (10) and a
through hole (122) is defined through the top of the dome (12).

The central control device (11} is mounted in the base (10) and may have
a microprocessor, a data base and computer programs.

The die-shaking device (20) is mounted on the base (10) and is
electrically connected to the central control device (11). The die-shaking device
(20) comprises a shaker (21), a platform (22), a see-through inner cap (23), an
opaque outer cap (24) and an elevating device (25). The shaker (21) is mounted

in the base (10) and corresponds to the dome (12). In an optional embodiment,
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(10) and is mounted over and encloses the inner cap (23). The outer cap (24) has
a top extending through the through hole (122} in the dome (12).

The elevating device (25) is mounted in the base (10) and is connected to
the outer cap (24) to elevate the outer cap (24). In an optional embodiment, the
elevating device (25) may comprise multiple pneumatic or hydraulic cylinders to
support the outer cap (24). When the elevating device (25) is actuated, with
further reference to Fig. 5, the opaque outer cap (25) will be lifted up to extend
out from the through hole (122) in the dome (12), and the see-through inner cap
(23) is exposed to enable players to see the pips on the dice (50).

The detecting device (30) is electrically connected to the central control

device (11) and corresponds to the die-shaking device (20) to detect pips on the
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and is connected to the outer/ cap (24) to elevate the

outer cap (24). In an optional enbodi ment, the

el evating device (25) may conprise nmultiple pneumatic

or hydraulic cylinders to support the outer cap (24).
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(11) and corresponds to the die-shaking device (20) to

(86} and s@tidesheimb e tdAh&ByntZ4Qontrd] deiee (PD) agnehgesed
in the inner cap (23). In a preferred enbodi nent, the
detecting device (30) is attached to the inner
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When the detecting device (30) takes the inmges of the
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rol device (11), an inage recogni zi ng
programset up in_the central control device (11)
r ecoghhg dlasierdnterfggeeidUo fre meuplgskon thegop of the base (10)
pl ayer-interfaces (40) are nounted on the top of the

el (ht@ome 1(22 afld bhecldoeall 2pnatedtoahe bettdl icoatrbldevice
connected to the central control device (11). Each
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i nformation. Each player interface (40) further has a
afpleperadp inguthnungbess eniriforoatian. Faph playeh inderfaceddd) further has a
nunber, pips on the dice or a player's score to the
cﬁbﬁﬁ? (41) to shobr RiferniATbre FRAThBMut nhhd P! AYEHS tddlice or a

i npu nunbers or place stakes by means of touch the
p%;‘? rlsas%%re( tdélt)ne %ﬁa;yelg.e[npall 8%?érred embodiment, the players can input
numbers or place stakes by means of touch the displays (41) of the player
interfaces (40). In addition, each player-interface (40) may further have a
card/disk reading and writing device (43) connected to the central control device
(11) to read or record information from or to a card or a disk.
With such a die game machine, a diec game can be automatically

processed and no person can touch or control the dice (50). Therefore, a die game

is not manual and is fair to all players, even to a game banker.
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(40) may further have a cagd/disk reading and witing

device (43) connected to the central control device

(11) to read or record information fromor to a card
C[gﬂbggdlsk Wth such a die game nmachine, a die gane

can be autonatlcally processed and no person can

touch or confr the dice Therefore, .a die ganme
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game banker. 10 May 2007 8 CLAIMS: 1. A nethod of
pl ayadigaténgli dicggamac aoaohiines iwigeramt the die gant vamipngessa di e
game nachi ne, wherein the die gane conprises a
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connected to the central contro device (11) and each
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~ Players on the displays (41) of the

predicting numbers and placing stakes by players through the
player-interfaces (40) on the die game machine;

calculating scores of the players by the central control device (11);

revealing the pips on the dice (50) to the players by removing the
opaque cap (24); and

showing the scores of the players on the displays (41) of the
player-interfaces (40). |

2. The method as claimed in claim 1, wherein the act of shaking the
dice (50) is shaking the dice (50) up and down three timés by the die-shaking
device (20).

3: The method as claimed in claim ! or 2 further comprising an act of
recognizing pips on the dice (50) with the detecting device (30) on the die
game machine before the act of predicting numbers and placing stakes by

players.

4. A die game machine for the method as described in claim 1
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claiml1l, wherein the act of shaking the dice (50) is
shaking the dice (50) up and down three tinmes by the
di e-shaking device (20). 3: The nmethod as clained in
claim.l or 2 further conprising an act of recogni zing
PIPRAHA2t he dice (50) with the detecting device (30)
on thewike(l@ane machi ne before the act of predicting
nunber s and pfacing st akes by players 4. A die gane
machi ne for .t he hod descr.i | 1 10 May
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device (11) nmounted in the base (10); a die-shaking
devi cea (ioghakingndesdce (20) eourded i fe)base §1 Q) anck electaichy
connected to the central control device (11) to shake
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. The .die ganme nachine as clainmed in claim4, wherein
andsee-t hrough done (12) nounted on a top of the base
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electrically connected to the central control device (11).

Claim 5 : The die game machine as claimed in claim 4,

wherein a see-through dome (12) mounted on a top of the base (10); and
the die-shaking device (20} is mounted inside the dome (12).
Claim 6 : The die game machine as claimed in claim 3,

wherein the die-shaking device (20) comprises:

a shaker (21) mounted in the base (10) and corresponding to the dome
(12);

an inner cap (23) made of a see-through material and mounted on the
top of the base (10) and inside the dome (12);

a platform (22) mounted inside the inner cap (23) to hold dice (50) and
connected to the shaker (21);

an opaque outer cap (24) moveably mounted on the top of the base (10)
and mounted over and enclosing the inner cap(23); and

an clevating device (25) mounted in the base (10} and connected to the

outer cap (24) to elevate the outer cap (24).
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wherei n the di e-shaki ng deV|cé-(20) conprises:. a
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to the donme (12); an inner cap (23) nade of a
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base (10) and inside the dome (12); a pl atform (22
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(24) rmveably mounted on the top of the base (10) and
modamed 18y emdand encl osing the inner cap(23); and an
el evating device (25) nounted in the base (10) and

conne :

cap (35O L B Forf Ao A shRyph B R R 1) in
hi ne clained in claim6, wherein the done (12)

tﬁa Ogmﬂﬂaiugh hol e (122) defined through the top of

the donme (12); and the outer cap (24) has a top
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(12) Claim8: The die gane nachine as clained in
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G a|n1 The di e _gane machine as clained in claim4,

amb? é”he\m%gémﬁ RaRing pRglaimee i ehoind, 646) Thas:
a keyboard (42) with multiple keys electrically

@) veledreith dachtpheyes émerfabe (40) has:
a keyboard (42) with multiple keys electrically connected to the central
control device (11) to allow a player to input numbers or information;
a display (41) electrically connected to the central control device (11)
to show information to players; and
a card/disk reading and writing device (43) electrically connected to
the central control device (11) to read or record information from or to a

card or a disk; and

the player-interfaces (40) are mounted on the top of the base (10).
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