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3,406,974 
GAME BOARD WITH MAGNETS AND GAME 
PIECES WITH MAGNETICALLY ACTUATED 
POINTER ELEMENTS 

William D. Nelson, 58 Fairway Court, 
Appleton, Wis. 54911 

Filed Apr. 15, 1965, Ser. No. 448,492 
1 Claim. (Cl. 273-434) 

ABSTRACT OF THE DISCLOSURE 

A game construction including a game board de?ning 
a plurality of separate positions to be occupied by playing 
pieces. The positions are aligned in speci?c paths leading 
from one end of the board to another whereby the pieces 
must follow one or more predetermined paths. Magnets 
are located in the game board at some locations corre 
sponding with some of the game piece positions. The 
game pieces comprise supporting bodies having rotatable 
heads serving as pointers mounted on stems with magnets 
disposed Within the supporting bodies and attached at the 
opposite end of the stems. The stem may be unitary or 
it may comprise two elements connected by a coil spring 
which causes the head to vibrate when it is rotated by the 
magnet. When a game piece is located on a position hav 
ing a board magnet, the attitude of the head will be deter 
mined by the respective pole positions of the board mag 
net and piece magnets. 

This invention relates to a novel game construction 
which includes magnetized game pieces and magnetized 
locations on a game board whereby highly interesting 
features for playing the game can be accomplished. 

It is an object of this invention to provide a game con 
struction which involves a completely novel scheme of 
play due to the provision of magnetized elements asso 
ciated with the game. 

It is a further object of this invention to provide a 
game construction which combines chance and skill from 
the standpoint of the players involved whereby a highly 
interesting scheme of playing the game can be realized. 

It is a more particular object of this invention to pro 
vide a game construction which involves the use of game 
pieces having magnets associated therewith and which 
involves the use of a game board also having magnets, the 
respective magnets being adapted to control the moves of 
the game pieces for affecting the outcome of the game. 

These and other objects of this invention will appear 
hereinafter and for purposes of-illustration, but not of 
limitation, speci?c embodiments of this invention are 
shown in the accompanying drawings in which: 7 
FIGURE 1 is a plan view of a game construction char 

acterized by the features of this invention; ' 
FIGURE 2 is a enlarged fragmentary cross-sectional 

View taken about the line 2——2 of FIGURE 1; 
FIGURE 3 is a cross-sectional viewtaken about the 

line 3—3 of FIGURE 2; ' 
FIGURE 4 is an enlarged fragmentary cross-sectional 

view taken about the line 4—4 of FIGURE 1; 
FIGURE 5 is a vertical elevational view, partly cut 

away, of a game piece; 
FIGURE 6 is a vertical sectional view of the game 

piece of FIGURE 5 as it appears when associated with 
the game board; - - ' 

FIGURE 7 is a top plan view of the game piece; 
FIGURE 8 is a ‘bottom plan view, partly cut away, of 

the game piece; ' ' 

FIGURE 9 is a vertical elevational view, partly cut 
away, of an alternative form for a game piece; and 
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FIGURE 10 is a fragmentary plan view illustrating the 

association of a magnet with the game board. 
I The game of this invention generally comprises a com 
bination of game pieces and a game board which carries 
a plurality of separate positions for the game pieces. 
Magnets are associated with the game board at locations 
corresponding to at least some of the game piece posi 
tions. Magnets are also associated with the game pieces 
to thereby provide an attraction between the magnets in 
the game board and the magnets in the game pieces. The 
game pieces each carry a pointer which determines the 
permitted direction of movement of the game pieces. This 
pointer and the associated game piece magnet are ro 
tatable whereby the relationship between the magnets in 
the game board and the magnets of the game pieces will 
determine the direction of the pointer. 
The accompanying drawings illustrate the application 

of the features of this invention to a particular game. 
As will appear from the following description, this game 
involves rules, game elements and a sequence of opera 
tions vwhich are novel in character and which provide a 
highly'interesting game construction. It will ‘be under 
stood that the instant invention involves the coverage 
of the speci?c game disclosed as well as the independent 
coverage of the novel game elements described herein. 

In FIGURE 1, there is illustrated a game board 10 
which includes a border 12 surrounding a playing surface 
14. The playing surface displays a large number of loca 
tions 16 which illustrate positions for the location of 
game pieces. The combination of the locations 16 forms 
the letters OH NO which comprises a preferred name for 
a game embodying the features of this invention. 

Between the respective letters, there are provided bridge 
locations 18, 20 and 22. The bridges 18 and 22 comprise 
single game piece positions while the bridges 20 include 
two game piece positions. A plurality of starting positions 
24 are identi?ed by different colors so that game pieces of 
corresponding colors can be properly located at the begin 
ning of the game. Finish positions 26 provide correspond 
ing colors so that a player will know the particular posi 

‘ tion which must be reached for completion of the game. 
A plurality of different special playing positions 16 are 

also ‘shown on the board. The positions identi?ed “LUC” 
(lucky) and “OH NO” are provided whereby a player 
landing on one of these locations can select a card from 
a stack to receive special instructions regarding further 
moves. The “GRE” (green) positions identify spaces to 
which the cards referred to may instruct a player to move. 
A “BON” (bonus) location is also contemplated where 
vby extra turns can ‘be received. It will be appreciated in 

7 this connection that a wide variety of variations are avail 
' able with respect to these combinations. 

In the embodiment shown, the board 10 comprises a 
base 30 and an overlying surface portion comprising a 
metal sheet 32 and a heavy paper cover 34 (see FIG~ 

_ URES 2, 3 and 4). The base de?nes a plurality of re 
' cesses 36, and these recesses are adapted to receive mag 
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nets 38. The arrangement shown in FIGURE 4 applies 
to magnets located in game piece positions 16. FIGURES 
2 and 3 illustrate the manner in which magnets 38 can 
be located at the bridges 18, 20 and 22. 
The bridges preferably comprise base portions 40 and 

side walls 42. The base portions preferably include a 
metal member whereby the bridges can be held in posi 
tion by means of a magnet 38. 

_ FIGURES 5 through 8 illustrate one form of a game 
I ' piece adapted to be employed with the game board de 

70 

scribed. The game piece includes a hollowed-out body’ 
portion 44 and a head 46 which serves as a pointer. The 
head is mounted on a stem 48 and a magnet 50 is at 
tached to the lower end of the stem. The combination 
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of the head, stem and magnet is freely rotatable with 
respect to the body portion 44. 
FIGURE 9 illustrates an arrangement wherein the 

head 46 is attached to a ?rst stem 52 while the mag 
net 50 is attached to a second stem 54. A spring 56 in 
terconnects the respective stems, and accordingly, when 
the head turns by reason of magnetic action, the head 
will “bounce” to a degree before settling in place. This 
adds to the attractiveness of the game particularly with 
respect to smaller children. _ 
As shown in FIGURES 2, 6 and 10, the magnets 38 

are horizontally positioned in the recesses 36 with the 
north-south poles being aligned in the direction of move 
ment of the game pieces. As shown in FIGURE 6, the 
north-south poles of the magnets 50 line up in the op 
posite direction when a game piece is placed on a loca 
tion 16 having a magnet associated therewith. Obviously, 
if the head 46 was pointing in the opposite direction when 
the playing piece was located as shown in FIGURE 6, 
then the pointer would rotate 180° to achieve the align 
ment shown. 

Various methods may be employed for utilizing the 
features of this invention in a game scheme. In the pre 
ferred form of the invention, the game object is to move 
the playing pieces from one of the start positions to a 
?nish position of the same color. Dice are preferably 
employed as the means for determining the number of 
positions 16 which can be moved in any given turn. 
When a playing piece stops on one of the locations re 
quiring a player to select a card, the player must move 
in accordance with the instructions on the card. Such 
instructions may require a given number of moves back 
ward or forward, may require interchange of positions 
with an opponent, may require movement to a partic 
ular location such as a bridge, or many other possible 
variations. 

One feature of the game relates to the rule requiring 
movement in the direction of the pointer on the partic 
ular game piece. If a player stops on a location having 
a magnet, and if the head is reversed through the ac~ 
tion of the magnet, then the necessary move of the player 
must be in the new direction of the pointer. Any num 
ber of such magnets may be located in the board de 
pending on the variation in the game operation which is 
desired. 

It will be noted that the design of the game board per 
mits a player to choose the direction of movement in 
certain instances. Thus, at the start, a player may begin 
in either direction and the same is true after crossing a 
bridge. This feature adds to the variety of the game in 
the sense that a player may anticipate through experi 
ence the particular nature of the path which he may 
choose. 
The game construction described may comprise a fold 

able board with the foldline being located at 60 in FIG~ 
URE 1. In this connection, the removable bridge struc 
ture is particularly advantageous since the bridges will 
not interfere with the provision of a ?at package for the 
game. 

In order to increase the variety of the game opera 
tion, it is conceivable that the various magnet positions 
could be changed. For example, the sheet 34 could be 
removably attached to the top of the game board where 
by access could be gained to the respective magnets for 
reversal of their pole positions. In addition, recesses 
could be provided for all of the game piece positions 
16, and any pattern for the magnets provided could then 
be selected before starting a game. 

In FIGURE 4, a screw member 62 is shown on the 
bottom of the board 30. A member of this nature may 
provide for turning of the magnet 38 for reversal there 
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of without removing the sheet 34. Obviously, the recess 
36 can be designed to provide this alternative feature. 

It is also contemplated that the heads 46 could be re 
leasably attached to their respective stems whereby the 
head positions with respect to the magnets 50 could be 
reversed. , 

As previously indicated, the game piece described here 
in can be employed in a Wide variety of different sys 
tems which can be classified as toys or games. In the 
simplest application, the game piece can be used in con 
junction with a board having'one or more magnets there 
in with the object of the system involving turning of the 
game piece merely for amusement purposes. Such a sim 
ple arrangement can be quite attractive to a small child 
while more complex arrangements such as the game of 
OH NO, described herein, can readily be devised with 
the complexity depending upon the age group to which 
the system is directed. 

It will be understood that various changes and modi 
?cations may be made in the game construction described 
which provide the characteristics of this invention with 
out departing from the spirit thereof particularly as de 
?ned in the following claim. 

That which is claimed is: 
1. A game construction comprising game pieces, a 

game board displaying a plurality of separate positions 
outlined on the surface of said game board, said posi 
tions being in abutting relationship with each other and 
being aligned in speci?c paths leading from one end of 
said board to the other, said pieces occupying said posi 
tions successively during play of the game whereby the 
pieces follow predetermined paths, magnets located in 
said game board at locations corresponding with some 
of said game piece positions, said game pieces compris 
ing supporting bodies dimensioned to occupy a single piece 
position, head portions extending outwardly from the top 
of said supporting bodies serving as pointers, stems ex 
tending into each of said supporting bodies, said head 
portions being mounted at one end of said stems, and 
magnets disposed within these supporting bodies attached 
at the other end of said stems, said stems lbeing rotatably 
received by said supporting bodies ‘whereby the magnets 
in said board will operate in conjunction with the mag 
nets of the game pieces to control the attitude of said 
head portions whenever a game piece occupies one of 
said locations, and wherein said stems comprise two sep 
arate, spaced apart, upper and lower portions, and a coil 
spring interconnecting said upper and lower portions, 
said springs operating to impart a vibratory movement 
to said head portions relative to said supporting bodies 
when the head portions are rotated due to interaction 
between the board magnets and the magnets carried on 
the stems. 
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