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EXPEDITION SIMULATING BOARD GAME 
This invention relates to a board game for two to ?ve 

players, the game being known commercially by the name 
“Exploration." 
An object of the invention is the provision of a board game 

me?aeineht of luck c'ori'ibines’with themsikill'of The 
various players in picking the best of two or more alternative 
choices of action that are open to them at various stages dur 
ing the playing of the game. 
According to the invention, there is provided a board game 

comprising a board having an outer track and an inner subdi 
vided maplike area, a plurality of playing pieces, a numerically 
marked die for use in determining the movement of the pieces 
around the outer track, a direction-indicating die for use in 
choosing the directions of movement of the pieces over the 
inner area and a plurality of cards bearing symbols cor 
responding with those marked on a number of the subdivisions 
of the inner maplike area. 

For a better understanding of the invention, and to show 
how the same may be carried into effect, reference will now be 
made, by way of example, to the accompanying drawings, in 
which: ' Y 

FIG. 1 is a somewhat diagrammatic view of the whole play 
ing board, 

FIGS. IA, 15, 1C, ID, IE and IF show the playing board of 
FIG. 1 divided into six sections that are illustrated to an en 
larged scale and in considerably greater detail, 

FIG. 2 is a view of the ?ve similarly shaped but differently 
colored playing pieces'that are used by up to ?ve players when 
playing the game, ‘ 

FIG. 3 is a perspective view of three sides of a direction-in 
dicating die that it used in the game, 

FIG. 4 is a perspective view of three sides of a conventional 
numerically spotted die that is used in the game, . 

FIG. 5 is a view of the token or scrip money which is used in 
the game, 

FIG. 6 illustrates an explanatory panel of equipment sym 
bols used in the game, said panel being found on the inner sur 
face of the box in which the game is supplied, 

FIG. 7 illustrates a further explanatory panel which is to be 
found in the same place, the panel of this FIG. illustrating the 
five different symbols which are to be found on the six sides of 
the die of FIG. 3 accompanied by explanations of the sig 
ni?cance of those symbols, 

FIG. 8 illustrates the faces of fourteen “Exploration Club“ 
cards that are used in the game together with the back of one 
card (the fourteen backs being identical), 

FIG. 9 illustrates the faces of sixteen “Equipment" cards 
together with the back of one of them, the sixteen backs being 
identical except for different coloring to identify which of the 
four different expeditions, diving, sailing, archaeology or 
mountaineering, they are associated with, and 

FIGS. 10 and I1 illustrate the faces of sixteen “Personnel“ 
cards together with the back of one of them, the sixteen backs 
being identical but the faces of the sixteen cards being divided 
into twelve “Men" cards and four “Shop" cards. '. 

Referring to the drawings, the game consists of two land ex~ 
peditions, mountaineering and archaeology, and two sea ex 
peditions, sailing and diving. In the ?rst part of the game 
(preparation) a player has to obtain men and equipment cards 
(FIGS. 9, l0 and II) for only one of the four expeditions. 
When ready, a player may start the second part of the game 
(expeditions). During his chosen expedition, he travels from a 
base 1 (FIGS. 1 and IF) to his main objective (for example, a 
sunken galleon 2 which is so shown in FIGS. 1 and 10 of the 
drawings as the main objective of the diving expedition), and 
then back to the base 1. He also has the choice of visiting 
lesser objectives such as a treasure chest 3 (FIGS. I and 1C ). 
It may be necessary to overcome certain hazards such as a 
whirlpool 4 (FIGS. I and 1C). The choice of objectives, and 
the route taken, are determined by the men (FIGS. 10 and 11) 
AND THE EQUIPMENT (FIG. 9). Since each of the four ex 
peditions is different in length and dif?culty, it is important to 
obtain the best men and equipment but skillful play is necessa 
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2 
ry to put them to their best use. The special die shown in FIG. 
3 (which die forms the subject of my copending US. Design 
Pat. application No. D-l0236, and now Pat.' Des. No. 
2l>2v,6_3_l to which Leference is directed) is used to determine 
the direction of movement during the second part of the game 
and its skillful use combined with luck in enabling a winning 
player to reach his objective and get back to the base I ?rst. 
The winner of a game is the player who has the most money 
(FIG. 5) at its end. ‘ 
As can be seen from FIG. I and FIGS. 1A to IF of the ac 

companying drawings, the playing board consists of an outer 
track which is used only for the ?rst part of the game 
(preparations) and a central maplike area which is subdivided 
into squares or oblongs by a grid of straight lines and which is 
used only for the second part of the game (expeditions). The 
sixteen “Personner‘ cards that are illustrated in FIGS. 10 and 
II of the drawings are divided into four groups, each group 
being related to one of the four expeditions. The four “Person 
nel" cards that relate to the diving expedition respectively 
show a captain, a diver, a marine engineer and a diving shop 
equipment list. The four “Personner' cards that relate to the 
sailing expedition respectively show a zoologist, a navigator, a 
crew man and a sailing shop equipment list. The four “Person 
nel" cards that relate to the archaeology expedition respec~ 
tively show an archaeologist, a surveyor, a photographer and 
an archaeology shop equipment list..Finally, the four “Person 
nel" cards that relate to the mountaineering expedition 
respectively show a mountaineer, a guide, a biologist an and a 
mountaineering shop equipment list. The various notes, in 
structions and so on that appear on the sixteen cards can be 
seen clearly in FIGS. 10 and II of the drawings. 
The pack of sixteen “Equipment cards which is shown in 

FIG. 9 of the drawings is grouped in a similar way to the “Per 
sonnel“ cards that have just been described. The four “Equip 
ment" cards which relate to the diving expedition respectively 
show a schooner, diving clothing, charts and an aqualung 
together with appropriate charges for buying or renting these 
items of equipment. The four “Equipment" cards which relate 
to the sailing expedition respectively show a raft, a sextant, a 
dinghy and a telescope together with appropriate charges for 
buying these items of equipment. The four “Equipment" cards 
which relate to the archaeology expedition respectively show 
mules, netting, a compass and tools together with appropriate 
charges for hiring or purchasing these items of equipment. 
Finally, the four “Equipment" cards which relate to the moun 
taineering expedition respectively show tents, porters, an ice 
axe and a pair of boots together with appropriate charges for 
purchasing or hiring these items of equipment. 
The fourteen “Exploration Club“ cards which are illus 

trated in FIG. 8 of the drawings are related to two squares or 
spaces 5 (FIGS. 1, 1C and IE) on the outer track of the play‘ 
ing board. When a player's piece'(FIG. 2) lands on one of 
these squares or spaces 5, he takes one of the “Exploration 
Club“ cards shown in FIG. 8 of the drawings and follows its in~ 
structions. It is not considered necessary to go into details of 
the various instructions since these are self-evident from an 
examination of FIG. 8 of the drawings. There is a wad of token 
or scrip money in the three denominations of $50., $100. and 
$500.that are shown ini FIG. 6 of the drawings, it being noted 
that, of course, the marked values “50,“ “100" and “SOIY' 
could equally well apply to pounds sterling or any other units 
of currency. The ?ve playing pieces that are shown in FIG. 2 
of the drawings are respectively colored red, yellow, blue, 
green and black and they preferably have the illustrated shape 
which is somewhat reminiscent of an inverted golf tee. How 
ever, it will be appreciated that the forms and colors of the 
playing pieces illustrated in FIG. 2 of the drawings are by no 
means essential and that different shapes and/or colors could 
equally well be employed. The remaining pieces of equipment 
of the game are an entirely conventional numerically spotted 
die which is shown in FIG. 4 of the drawings having six sides 
respectively marked with one, two, three, four, ?ve and six 
spots and the previously mentioned direction-indicating die 
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which is shownli'n FIG. 3 of the drawings and which forms the 
subject of' my cop'ending U.S. Design Pat. application No. D 
10236, and now Pat. Des. No. 212,63l. FIG. 7 of the 
drawings explains the way in which the die of FIG. 3 is used 
during the second- part of the game and will be referred to 
again below. 

It is noted that the expeditions are distinguished by different 
colors which appear on the outer track of the playing board 
and upon the “Personnel" and “Equipment" cards. The diving 
expedition is denoted by the color green; the sailing expedi 
tion by the color blue; the archaeology expeditionbythc color 
yellow; and the mountaineering expedition by the color red. 
The backs of the “Personnel“ cards are all grey whilst the 
backs of the “Equipment“ cards bear the appropriate colors 
which have just been mentioned. The backs of all the “Ex 
ploration Club“ cards are mauve in color and the two squares 

. 5 on the outer track of the playing board are similarly colored. 
In the playing of a game in accordance with the invention, 

the"‘Exploration Club" cards and the four differently colored 
kinds of “Equipment" cards are placed in ?ve piles in the 
center of the playing board away from the outer track and 
away from the base 1. The “Personnel'” cards are shuffled and 
dealt face downwards to the players of the game. When there 
are two or three players they receive four cards each; when’ 
there are four players they receive three cards each; and when 
there are ?ve players they receive two cards each. The 
remaining “Personnel" cards are placed face downwardly ad 
jacent the other cards in the center of the playing board. Each 
player is given token money to the value of 2 ><$500. plus 3 
X$l00. plus 4 X5550. and the rest of the money is placed into 
the box which normally contains the game when it is not in 
use, this box being the “Bank“. One of the players is ap 
pointed as the banker and the order in which the players have 
‘their turns is then decided in customary manner by throws of 
the conventional die shown in FIG. 4. 
‘ The two to ?ve playing pieces (FIG. 2) are next placed on a 
“Preparations Start" square 6 (FIGS. 1 and 1F)of the outer 
track of the board. All the preparations start and ?nish at the 
square 6 and the outer track is used at this time. It is followed 
in a clockwise direction as seen in FIG. 1 of the drawings. 
Each player, in turn, has one throw of the conventional die 
(FIG. 41) and moves the exact number of places indicated ex 

v cept that, if a six is thrown, the player can choose to move. 
either oneftwo, three, four, ?ve or six squares along the track. 
When a player’s piece (FIG. 2) lands on a square marked div 
ing, sailing’, archaeology or mountaineering, he may (if he 
wishes) buy one item of equipment. However, he must ?rst 
show a ‘*Personnel“ man card (FIGS. 10 and 11) of the same 
expedition to prove that he has a sufficient reason for buying 
the equipment. He then takes the top card from the correct 
(indicated by color) equipment card (FIG. 9) pile. 
Having obtained one item of equipment, payment must be 

made to the player who has the shop card (FIG. 11) which 
contains that item. The player having the appropriate shop 
card shows it and immediately collects payment from the' 
purchasing player. If the purchasing player already owns the 
relevant shop can‘! (FIG. ll ), then no payment whatsoever is 
made. If the appropriate shop card is still in the pack, then 
payment is madeto a “Prize Fund." Only two items of equip 
ment can be bought for each man card so that one man card 
entitles the player to one or two items of equipment whilst two 
men cards entitle the player to three or four items of equip 
ment. Only one item of equipment can be bought at each 
throw ‘of the die (FIG. 4) and it is a rule that the possession of 
a “PersonneF’ shop card does not qualify the possessing player 
‘for equipment purchases. Equipment can be bought for any 
expedition if the player shows the appropriate man card at the 
time of buying but equipmentof two expeditions cannot be 
used by one player during the second (expeditions) part of the 
game. The only point in buying equipment for two expeditions 
is either for resale of that equipment or if the player is not sure 
at the time of purchase which expedition he intends to go on. 
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4 
When it is his turn, a player may ‘exchange one item of 

equipment (FIG. 9) with any other player with a cash (FIG. 5) 
adjustment if necessary. On returning unwanted men cards 
(FIGS. 10 and 11) to the pack, a player must ‘offer for sale any 
equipment (FIG. 9) which he bought using those men. He may 
charge an extra $50. onl‘each ‘item' of ‘equipment. When a 
player has decided to begin hisex‘pedition and has reached'the 
base square 1 in the manne'r‘which' will be described below, he 
must offer unwanted equipment for sale again at $50. more 
than was paid for it. If‘there are no offers, the equipment must 
be put back under the equipment card (FIG. 9) stuck (on the 
board) without any repayment. When a playing piece (FIG. 2) 
has moved onto a corner square 7 of the board (FIGS. I, 1A, 
1C and 1D), these squares being colored grey, he may take the 
top card from the “Personnel" pack and then return any card 
from his hand to the bottom of that pack. It is not in the 
player's interest to reveal to the other players which cards 
have been exchanged. Note ‘that when there are ?ve players, 
the “Personnel“ card picked up may be kept and no discard 
made if all three cards in his had hand are men (rather than 
shop) “Personnel” cards (FIGS. 10 and ll)of the same ex 
pedition. The exchange of personnel between players is not al 
lowed at any stage of the game. 7 
When a player has reached the base square 1 in the manner 

which will be described below and is ready to start his expedi 
tion, he must retum all unwanted personnel men cards (FIGS. 
10 and 11) to the bottom of the pack but he may still retain a 
shop card (FIG. 11) to collect payments. The men cards are 
used during the'expeditions but only 'rnenrfor one expedition 
can be used during that expedition. .When a player‘s piece 
(FIG. 2) lands on one of the two “Exploration Club" squares 
5, he takes a card (FIG. 8) from the top of the appropriate 
pack, examines it, and follows the instructions. Returned 
cards go to the bottom of the pack and any payments of ?nes 
in accordance with the instructions are ‘made to the aforemen 
tioned “Prize Fund. " ' > 

A player may begin'his expedition when he has at least two 
items of equipment and two men all belonging to the same ex 
pedition. When the ?rst player has decided to begin an expedi 
tion and has‘satis?ed the last requirement, any other player 
may also begin his expedition even if he has less equipment 
and less men. To get to the expedition base square 1, it is 
necessary to return along the outer track of the playing board 
by throwing the conventional die (FIG. 4) until the “Prepara 
tions Start" square 6 is exactly reached or a number on the die 
of FIG. 4 is thrown which takes the player beyond the square 
6. The playing piece (FIG. 2) is then transferred to the “Ex 
pedition Base" square 1. ‘It is noted that some players may still 
be on preparations whilst others are on expeditions so that 
both dice illustrated in FIGS. 3 and 4 of the drawings will then 
be in use concurrently. As soon as at least one expedition is 
started, all the surplus cards must be removed from the‘ play 
ing board and put into the game box or some other convenient 
place. Each player‘s own men and equipment cards should be 
placed face up in front of him for all to see as soon as he starts 
his expedition. 
The land expeditions, archaeology and mountaineering, 

keep to the land regions of the central maplike area of the 
playing board and cannot go onto the sea, nor cross lakes. 
However, they can go over streams and rivers. The sea expedi 
tions, diving and sailing, keep to the sea and cannot go onto 
nor cut across any part which is obviously land. The only ex 
ceptions to this are when landing on any objective, which is on 
the coastline. These are an island, 8, wine jars 9 (FIGS. 1, 1E 
and IF) and an idol 10 (FIGS. 1 and IA). All objectives are 
enclosed by a thick black line as can be seen on the central . 

area of the playing board in FIGS. 1 and 1A to IF, the lesser 
objective afforded by the wine jars 9 being common to all four 
expeditions and forming the subject of one of the “Explora 
tion Club" cards (FIG. 8). A player must visit his main objec 
tive before returning to the base square 1. He may visit lesser 
objectives either going to, or returning from, his main objec 
tive. Payments for attaining objectives (the details are shown 
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on appropriate men cards in FIGS. 10 and 11) are only made 
once and the money (FIG. 5) comes from the bank. The pay 
ments are made when the playing piece (FIG. 2) is moved 
onto the objective. Players can only go onto lesser objectives 
for which they have the correct men. 

Hazards are enclosed by thick black broken lines and are 
the whirlpool 4, strong currents 11 (FIGS. I and 1B) and a 
precipice 12 (FIGS. 1, ID and IE). A player must have the 
correct “Men“ cards to go onto or over the hazards 4, I1 and 
12 and they are the marine engineer (FIG. 11) for the whirl 
pool 4, the navigator (FIG. II) for the strong currents l1 and 
the guide (FIG. 10) for the precipice 12. These men belong to 
the diving, sailing and mountaineering expeditions respective 
ly. Equipment symbols can be seen on’ many of the squares (in 
fact they are oblongs) of the central area of the playing board 
and these symbols are identi?ed and explained in FIG. 6 of the 
drawings to which reference should be made. It is, however, 
emphasized that a player cannot go onto, nor jump over, any 
square on which there is an equipment symbol unless he has 
that item of equipment. When it is his turn, a player may stay 
where he is if it is not to his advantage for his piece (FIG. 2) to 
move. . » 

The main objective of the diving expedition is the sunken 
galleon 2 and its lesser objectives are pearls 13 (FIGS. 1 and 
1B), the treasure chest 3 and the wine jars 9. The main objec 
tive of the sailing expedition is the island 8 and its lesser objec 
tives are a rare ?sh 14 (FIGS. 1 and 1E), the treasure chest 3, 
the idol l0, and the wine jars 9. The main objective of the 
archaeology expedition is a lost city 15 (FIGS. I and 1A), and 
its lesser objectives are a prehistoric skeleton 16 (FIGS. 1 and 
1D), the idol l0 and the wine jars 9. The main objective of the 
mountaineering expedition is a mountain summit 17 (FIGS. 1 
and 1D) and its lesser objectives are a rare ?ower 18 (FIGS. I 
and 1E), the prehistoric skeleton l6 and the wine jars 9. 
The use of the so-called “Diradice“ three sides of which are 

shown in FIG. 3 of the drawings is explained in FIG. 7. This 
FIG. shows the ?ve symbols which are marked on the six sides 
of the die of FIG. 3, it being noted that the symbol which is to 
the lower right of FIG. 3 appears on two opposite surfaces of 
the die. The use of the “Diradice“ of FIG. 3 is an important 
feature of the game since, whilst luck dictates which of the six 
sides of the die will be uppermost the player‘s skill determines 
which of the possible and permitted directional moves he will 
take. It is considered unnecessary to give further details of the 
use of the die of FIG. 3 at this point since reference to FIG. 7 
of the drawings will make the directions and distances which 
the playing pieces of FIG. 2 can move in response to a particu 
lar throw of that die abundantly clear. However, it is noted 
once again that the die of (FIGS. 3 and 7) of the drawings 
forms the subject of my copending US. Design Pat. applica 
tion No. D-l0236,and now Pat. Design No. 2l2,63l to which 
reference may be made. 
The ?rst player who returns to the expedition base square 1 

having visited his main objective receives a price of $1,000. 
The second player to do this receives $500. and the third 
player receives $200. The ?rst player to return also receives 
any money in the “Prize Fund." The game ?nishes as soon as 
three players have returned to base or two players if only two 
persons are playing the game. The winner of the game is the 
player who has the most money when three (or two in the cir 
cumstances just mentioned) players have returned to the ex 
pedition baselsquare l. 
A short practice game for beginners may be played by two, 

three or four players only. When playing the “beginners“ 
game, one person is appointed as banker and gives each player _ 
(including himself) token or scrip money (FIG. 5) to the 
amount of 2 X $500., 3 X $100. and 4 X $50. The players 
choose which expeditions they are going to undertake by 
throwing the conventional die of FIG. 4 of the drawings, the 
player who throws the highest number having ?rst choice in 
the customary way. The “Personnel" men cards are separated 
into those corresponding to the four expeditions and each 
player is given the three men that correspond to the expedi 
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6 
tion which he has chosen. The shop cards (FIG. 11) are shuf 
fled and one is dealt to each player. The equipment cards 
(FIG. 9) are separated into four piles corresponding to the 
four different expeditions and are placed face downwardly. 
Each player then takes the top three cards corresponding to 
the expedition which he has undertaken. Each player must pay 
for the equipment which he has received to the player having 
the corresponding shop card. If he has his own shop card, then 
the equipment costs him nothing. When there are only two or 
three players, there will be either two or one undealt'shop 
cards or card. Money which should be paid to these shops goes 
into the “Prize Fund“ which, as described above, is awarded 
to the ?rst player who returns to the base square 1 from his ex 
pedition. ’ 
Each player puts his men and equipment cards face up 

wardly in front of him for all the players to see and one playing 
piece (FIG. 2) foreach player is placed on the base square 1. 
The players start their expeditions in the reverse order from 
that which was used in choosing the expeditions so that the 
person who had the last choice of expeditions is the ?rst to 
throw the “Diradice“ of FIG. 3. The remaining part of the “ 
beginners" game is exactly as previously described above for 
the full game. 

Iclaim: 
I A board game comprising a board having an outer track 

subdivided into a plurality of means each de?ning a di?erent 
occupational specialty, an inner maplike area having means 
thereon de?ning a plurality of movement areas, means de?n 
ing object areas upon said maplike area, said object areas each 
including indicia means respectively relating the object areas 
to said occupational specialties, a plurality of playing pieces 
adapted for movement upon said outer track and said maplike 
area, ?rst coded means for determining the movement of 
pieces only upon said outer track for establishing a particular 
occupational specialty, second coded means for determining 
the movement of pieces only upon said maplike area, and said 
second coded means including a plurality of different means 
each indicating both a particular direction of travel between 
said movement areas and a particular distance of travel 
between said movement areas by said playing pieces. 

2. The board game as de?ned in claim I including means 
de?ning hazard areas upon said maplike area normally 
preventing playing pieces from stopping thereon. 

3. The board game as de?ned in claim 2 wherein said ?rst 
coded means is a die having a plurality of faces each bearing a 
different number. 

4. The board game as de?ned in ‘claim 2 wherein said 
second coded means is a die having a plurality of faces, and 
one of said plurality of different indicating means is on each of 
said faces. 

5. The board game as de?ned in claim 2 wherein said 
maplike area includes means for de?ning both land and sea re 
gions, at least one of said occupational specialty de?ning 
means is directly related to at least one of said object areas 
de?ned on a land region, and at least another of said occupa 
tional specialty de?ning means is directly related to at least 
one of said object areas de?ned on a sea region. 

6. The board game as de?ned in claim 1 including means 
de?ning hazard areas upon said maplike area normally 
preventing playing pieces from stopping thereon, and playing 
cards identi?able with each hazard area for permitting playing 
pieces to stop thereon. 

7. The board game as de?ned in claim 6 wherein said ?rst 
coded means is a die having a plurality of faces each bearing a 
different number. p 

8. The board game as, de?ned in claim 6 wherein said 
second coded means is a die having a plurality of faces, and 
one of said plurality of different indicating means is on each of 
said faces. 

9. The board game as de?ned in claim 6 wherein said 
maplike area includes means for de?ning both land and sea re 
gions, at least one of said occupational specialty de?ning 
means is directly related to at least one of said object areas 
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de?ned on a land region, and at least another of said occupa 
tional specialty de?ning means is directly related to at least 
one of said object areas de?ned on a sea region. 

10. The board game as de?ned in claim 1 wherein said ?rst 
.coded means is a die having a plurality of faces each bearing a 
different number. 

111. The board game as de?ned in claim 10 wherein said 
second coded means is a die having a plurality of faces, and 
one of said plurality of different indicating means is on each of 
said faces. I 

12. The board game a as de?ned in claim 1 wherein said 
second coded means is a die having a plurality of faces, and 
one of said plurality of different indicating means is on each of 
said faces. 
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13. The board game as de?ned in claim 1 wherein said 

maplike area includes'means for e de?ning both land and sea 
regions, at least one of said occupational specialty defining 
means is directly related to at least one of said object areas 
de?ned on a land region, and at least another of said occupa 
tional specialty de?ning means is directly related to at least 
one of said object areas de?ned on a sea region. 

14. The board game as de?ned inclaim 1 including a plu 
rality of cards, and complementary indicia means on said 
cards and certain ones of said movement areas which when 
matched permit playing pieces to stop on said certain move 
ment areas. 


