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BOARD GAME APPARATUS 

BACKGROUND OF THE INVENTION 

l. Field of the Invention 
The present invention is directed to a game apparatus com 

prising a playing board having paths of playing positions ar 
ranged thereon for play whereby groups of major and minor 
markers are moved from predetermined positions according 
to speci?c rules of play and according to the roll of a plurality 
of dice whereby each opponent seeks to arrange his players in 
speci?ed positions in a check-circle surrounding a king to 
thereby checkmate the king and win the game. 

2. Description of the Prior Art 
Many games in the prior art are governed by a rule of play 

which depends entirely on either skill or luck. For example, 
chess, checkers and chinese checkers do not include a chance 
factor and thus the outcome of the game depends on the rela 
tive skill of the/players, whereas the play of other games is 
controlled solely by chance and little or no skill is involved. 
An object of the present invention is to provide a new and im 
proved game apparatus comprising a game board having a plu 
rality of playing positions arranged thereon, groups of distin 
guishable playing pieces for each opponent and a plurality of 
dice wherein the roll of the dice dictates parameters of each 
plat but the actual move is selected according to the player’s 
skill. 
Another object of the present invention is to provide a new 

and improved game apparatus comprising a game board hav 
ing a plurality of playing positions or courses arranged thereon 
with a pair of parallel rows extending along both edges of the 
board and across each end thereof so as to extend around the 
perimeter of the playing board. A transverse row or path of 
playing positions connects the pairs of side rows to a check 
circle surrounding the central playing position occupied by 
the king and divides the side rows into each opponent’s 
respective playing area. Playing pieces or markers are pro 
vided for play on said playing positions according to a rule of 
play and also according to the roll of a pair of dice having in 
dicia thereon relating to each of said parallel rows and said 
transverse row, respectively, and a die having numerical in 
dicia thereon. 

SUMMARY 

The present invention relates to a game apparatus compris 
ing a playing board having a plurality of playing positions ar 
ranged in pairs of parallel rows extending around the perime 
ter of the board with a transverse row connecting said pairs of 
side rows with a check-circle consisting of a group of playing 
positions arranged around a central position on said transverse 
row and having groups of major and minor playing pieces or 
markers for each player for marking movement of play on the 
board according to a speci?c rule of play and according to a 
roll of three dice, two of which have indicia of the two perime 
ter rows and the single transverse row of playing positions and 
the third die having its sides numbered one to six respectively. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 is a plan view showing the layout of the game board 
of the present invention; 

FIG. 2 is an enlarged view of a portion of the plan view 
showing a color scheme for marking the rows of playing posi 
tions on the game board of the present invention; 

FIG. 3 is an isometric view of the single playing piece which 
occupies the center position on the game board; 

FIG. 4 is an isometric view of a major playing piece of one 
player’s group 

FIG. 5 is an isometric view of a major playing piece for the 
other player’s group; ' 

FIG. 6 is an isometric view of a minor playing piece for one 
player’s group; _ 

FIG. 7 is an isometric view of a minor playing piece for the 
other player’s group; and 
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2 
FIG. 8 is an isometric view of three dice included in the 

game apparatus of the present invention, two of which are 
colored to correspond to the rows of playing positions and 
third of which is numbered. 

DESCRIPTION OF THE PREFERRED EMBODIMENT 

Briefly, the apparatus of the present invention comprises a 
game board designated generally G in the drawing which 
preferably is square or rectangular and which has playing posi 
tions arranged in parallel inner and outer rows or courses R 
and B respectively, extending around the perimeter of the 
game board G. A transverse path or row of playing positions 
W extends across the middle of the board and connects the 
side rows R and B with a group of playing positions or check 
circle C which encircles or surrounds a central playing posi 
tion designated K with reserve playing positions D adjacent 
thereto. The playing pieces comprise a single king K’ which is 
positioned in the central playing position K throughout the 
game. Two groups of major and minor playing pieces or mar 
kers, referred to herein as knights N and pawns P, respective 
ly, are provided for each of two players. The object of the 
game is to move the pawns in a series of successive moves 
from positions at the ends of the board along the side paths or 
courses R and B and thence along the transverse path W to the 
central positions C and there surround the king K’ to thus 
checkmate it and win the game. The knights N are normally 
positioned in the positions D adjacent the check-circle C to at 
tack opponent’s pawns as they enter the check-circle. 

Considering now the present invention in more detail, the 
outer perimeter row B is preferably colored blue, and the 
inner row R is preferably colored red and is adjacent to the 
outer row B. Such outer row B includes a base portion 13 
comprising the positions 13a, 13b, 13c, 1311, etc., extending 
along the base of the board at one end, and a corresponding 
base portion 14 comprising positions 14a, 14b, 14c, 14d, etc., 
at the opposite end of the board. Side portions 15 and 16 com 
prising playing positions 15a, lSb, 150, etc., and positions 16a, 
16b, 16c, etc., extend respectively along the opposite sides of 
the game board G and connect the end or base portions 13 
and 14. The inner course R which is preferably colored red, 
comprises base portions 21 and 22 and side portions 23 and 
24, respectively. The base portions 21 and 22 include posi 
tions 21a, 21b, 210, etc., and positions 22a, 22b , 22c, etc., 
respectively. Similarly, positions 23a, 23b, 23c, 23d, etc., and 
24a, 24b, 24c, etc., respectively, form the side portions 23 and 
24. The positions comprising portions 21, 22, 23 and 24 are 
staggered or offset diagonally with regard to the playing posi 
tions forming the outer course or playing path B. 

In the preferred form of this invention the playing positions 
are formed of holes or openings in the game board for receiv 
ing the markers or playing pieces N and P respectively. An 
outer gold line 27 connects the openings in the outer row or 
path B and, similarly, an inner gold line 28 connects the 
openings in the inner course or row R. A zig-zag gold line 29 
extends around the board and connects the staggered 
openings in the inner and outer rows R and B, respectively, 
and also coinnects the adjacent openings in each corner such 

2a. 
The transverse course or path W which is on the white por 

tion of the board G, comprises openings 30a, 30b, 30c and 30d - 
on one side of the check-circle C and openings 31a, 31b, 31c, 
and 31d on the opposite side of such check-circle and con 
nects the side rows of openings to such check-circle for mov 
ing pawns P therealong. 
The check-circle C includes openings 40a, 40b, 40c, 40d, 

40e, etc., and the reserve position D comprises openings 42a, 
42b, and 42:: adjacent thereto on one side of the transverse 
path W and 44a, 44b, and 44c on the opposite side of such 
transverse path W. 
As shown in FIG. 3 of the drawings, the king K’ preferably 

comprises a cylindrical piece or marker having a gold tip or 
top thereon for identi?cation and, as indicated, occupies the 
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central position K on the game board G throughout the play of 
the game. 
The knights or major playing pieces N shown in FIGS. 4 and 

5 of the drawings comprise cylindrical members 48 and 49, 
respectively, which are marked or colored with red tops 50 
and with black or white bands, 51 and 52, respectively, to 
identify or distinguish each player’s pieces. Such pieces N are 
normally positioned in the reverse stations or reserved spaces 
42a, 42b and 420 and 44a, 44b and 440 from whence they may 
be moved into the check-circle C according to a throw of the 
dice as will be described in detail hereinafter. 

FIGS. 6 and 7 illustrate respective players’ minor playing 
pieces or pawns which are identi?ed with white tips 53 and 
black tips 54, respectively, and which comprise shorter cylin 
drical pieces than the knights 48 and 49. Each player is nor 
mally provided with 25 pawns at the beginning of play and 
such pawns are arrayed in the base positions 13 and 22 at one 
end of the board and 14 and 21 at the other, with each player’s 
pawns being arrayed in the rows immediately in front of him. 
Three dice shown in FIG. 8 are used to dictate the parame 

ters of each move of play of each player. One die 60 is a nor 
mal die having six surfaces with dots from one to six on the 
respective surfaces. The other two dice 62 and 64 are identi 
cal, with each having one pair of opposite sides colored blue, 
one pair of opposite sides colored white and the third pair of 
opposite sides colored red. As shown in the drawings the side 
62a of the die 62 is blue, the side 62b is red and the side 62c is 
white. Similarly, 64a is blue, 64b is red, and 64c is white. 

In playing with the apparatus of the present invention the 
markers or playing pieces P may be moved from their base line 
positions along the side courses R and B either straight along 
the courses or in zig-zag direction back and froth form one 
course to the other, or in any combination of such moves so 
long as the route of play advances the pawn P in the direction 
from the base portion towards the transverse course W and 
thence toward the check-circle C. The color combination of 
the two dice 62 and 64 will dictate whether play may be in 
itiated by a marker resting on either the red course R, the blue 
course B or the white course W. 
The object of the game is to checkmate the king K’ by ad 

vancing the pawns P so as to occupy at least four stations or 
positions in the check-circle C, thus forming a square enclos 
ing or surrounding the king K’. The king K7’ is merely symbolic 
and does not move, so that piece can be omitted from the 
board, if desired, and a suitable representation thereof may be 
located in the center instead of the hole K. 
With the 25 pawns of each opponent, of different colors 

and/or shapes, preferably black and white, arranged along the 
base line portions 13, 14, 21 and 22 and with each opponent’s 
two knights, 48 and 49, respectively, positioned in two of the 
reserve positions 420, 42c and 4411, 44c, respectively, play is 
begun by one of the players rolling the three dice 60, 62 and 
64. The numbered die 60 indicates the number of spaces that 
a piece may be moved in a given turn with only one piece 
beihg moved per turn. The pawns P are moved or advanced 
along the red and blue side courses R and B to the transverse 
row W and are moved across such transverse row to the 
check-circle C where they are positioned so as to surround the 
king K’. In moving, pawns may proceed along the red course 
to the blue course and vice versa, advancing along the con 
necting lines 27, 28 or 29. Such pawns may move over a space 
or position occupied by a player’s own playing piece but must 
come to rest at the end of the move in an unoccupied position. 
A pawn or minor playing piece P may come to rest in a playing 
position occupied by an opponent’s playing piece, which ef 
fects a capture of the opponent’s playing piece. The capture 
moves are dictated by the particular color combination of the 
colored dice 62 and 64 as will be described in detail 
hereinafter. . 

The pawns P are not to be moved beyond the transverse 
course W along either side course R or B nor are such pawns 
to be moved beyond the checkcircle C once they have 
reached it by traversing either side of the transverse course W. 
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4 
After reaching such check-circle C, the pawns P may move 
thereabout either in clockwise or counterclockwise direction. 
The knights 48 and 49 are permitted to move only within 

the con?nes of the check-circle C and into or out of the 
reverse spaces 42a, 42b, 42c and 44a, 44b and 440. Although a 
knight N may capture an opponent’s pawn P in the check-cir 
cle C, the knights 48 and 49 cannot participate in the check 
mate of king K’. When a knight is in a reverse station 42a, 42b, 
etc., it is not susceptible to capture as the pawns may not enter 
the reserve stations. However, in the check-circle C, a knight 
N is subject to capture by either an opponent’s knight or 
pawn. 

In playing on the game board of the present invention, the 
color combination of the dice 62 and 64 dictates the moves of 
the knights 48 and 49 and the pawns 53 and 54. Each player 
takes his turn throwing the dice and he moves his playing 
pieces only when he has made a throw. In the event the dice 
62 and 64 show a combination of red and white on the top sur 
faces, the player throwing the dice may move any of his pawns 
P in the red course R to any position on the red course R or 
the blue course B, the transverse course W, or the circle C, so 
long as the terminal position is an unoccupied position. If one 
die is blue and another white, the player throwing the dice 
may move a pawn P in the blue row to any position on the blue 
or red course, the transverse course W, or the circle C, so long 
as the position is unoccupied. In moving the pawns P, a player 
may move his pawn P over a position occupied by another of 
his playing pieces and such position is included in counting the 
number of positions moved on that turn. 

In the event both dice are red or both blue, the player moves 
one of his pawns P which is then in the course of the same 
color to any position on the blue row, red row, transverse row 
or circle. The pawn may capture an opponent’s pawn or 
knight in either the transverse course W or the check-circle C 
by having a move terminate in a position occupied by an op 
ponent’s playing piece. However, it is not necessary that an 
opponent’s playing piece be captured on such move. 

In the event both dice 62 and 64 show white, then any pawn 
in the transverse row W or the check-circle C may move the 
number of spaces indicated on the numbered die 60 and if an 
opponent’s pawn or knight is in the terminal position of the 
move, such pawn or knight may be captured. Also, when both 
dice are white, a player’s knight may be moved from its 
reserve position into the check-circle C and from there into 
another unoccupied reserve position where the knight must 
remain until a subsequent turn when both dice are white. Dur 
ing the period that the knight remains in the check-circle, it is 
subject to capture by an opponent’s pawn or knight. Also, in 
the event both dice 62 and 64 are white, then the player 
throwing the dice may pass a turn and not move any of his 
markers if he choses. 

In the event one of the dice is red and the other is blue then 
no action is permitted, the turn is forfeited, and the dice are 
passed to the other player. Only one piece may be moved per 
play by each player, and the players alternate in throwing the 
dice. The game is won by one of the players when he succeeds 
in getting four of his pawns P in the checkcircle C in the form 
of a square or other predetermined arrangement. With the 
number of positions in the circle C preferably being eight, as 
shown in FIG. 1, a player would have to get four of his pawns 
in every other position of the circle C to win. 

It will be appreciated that the individual playing positions 
may be indicated by marking off squares or other shaped 
places and that the pawns P and the knights N may be of other 
shapes suitable for manipulation on the game board G. Also, 
although it is preferable to use colors for the outer row B and 
the inner row R, shading or other marking may be used instead 
of colors, and corresponding markings are used on the dice 62 
and 64. 
The foregoing disclosure and description of the invention 

are illustrative and explanatory thereof, and various changes 
in the size, shape, and materials as well as in the details of the 
illustrated construction may be made without departing from 
the spirit of the invention. 
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I claim: 
1. A game apparatus comprising: 
a game board having a playing area thereon including a plu 

rality of playing positions arranged in a pair of adjacent 
perimeter rows in proximity to the perimeter of the board 
with each of said perimeter rows having visually distin 
guishable markings; 

a transverse row of playing positions including a central 
group of playing positions, connecting opposite edge por 
tions of the inner row of said pair adjacent rows; 

at least two groups of minor playing pieces wherein the 
pieces comprising each group are distinguishable from 
the pieces of the other group and which are adapted to be 
initially disposed in said playing positions of said perime 
ter rows; 

' at least two groups of major playing pieces wherein the 
pieces comprising each group are visually distinguishable 
from the minor playing pieces and from the major pieces 
of the other group and which are adapted to be positioned 
in said central group of playing positions; and 

a plurality of dice including two dice, each having on dif 
ferent faces thereof different visually distinguishable 
markings corresponding to the visually distinguishable 
markings of said perimeter rows of playing positions and a 
die having on different faces thereof different conven 
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6 
tional numerical indicia. 

2. The structure of claim 1, wherein: 
each of said perimeter rows is arranged with a pair of paral 

lel side rows and a pair of parallel ,end rows with said 
transverse row positioned midway between the end rows. 

3. The structure of claim 1, wherein said perimeter rows are 
disposed in a rectangle around the outer edge of the game 
board. 

4. The structure of claim 1, wherein: 
each playing position on one perimeter row is staggered 

with respect to positions on the other row so as to provide 
a zig-zag course on said board. 

5. The structure of claim 1, wherein: 
the markings of said perimeter rows are of different colors; 
and said markings on said two dice are the colors of said 
perimeter row markings, with each of said two dice hav 
ing two opposite sides with the color of one of said 
perimeter row markings and two other opposite sides with 
the color of the other of said perimeter row markings, and 
with the remaining opposite sides of a different color. 

6. The structure of claim 1, wherein: 
said central group comprises a circle of playing positions 
and a plurality of playing positions which surround said 
circle of playing positions. 

* * =l< a: * 


