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[57] ABSTRACT 

A checker game having ?ve identical vertically spaced game 
boards each shaped in the form of a pentagon which is divided 
into three groups of different sized triangles, each group hav 
ing one of three visual characteristics different from one 
another and each triangle having a visual characteristic-dif 
ferent from an adjacent triangle. The game boards are 
oriented in a manner whereby no more than two triangles on 

i one board are coaxial with triangles on an adjacent board hav~ 
ing the same visual characteristic. Play is conducted with three 
sets of pieces having visual characteristics corresponding to 
those of said groups, the pieces being initially placed on their 
corresponding triangles on the topmost, bottommost and mid 
dle game boards. 

5 Claims, 9 Drawing Figures 
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THREE-DIMENSIONAL CHECKER GAME APPARATUS 

This invention relates generally to games and more particu 
larly to games played on boards arranged in different planes. 

Various board-type games have been devised in the past 
which make use of a multi-planar arrangement of playing 
boards disposed in spaced planes with pieces or checkers used 
for movement on or between the boards. The rules for many 
of such games are similar to those used in the conventional 
checker and chess games except that the “three-dimensional” 
aspect of the game provides an additional challenge for each 
player. Nevertheless, many of these prior art games do not al 
ways appeal to the modern generation because the conven 
tional rules of chess and checkers are, for the most part, 
simply enlarged upon for three-dimensional playing. 
With the present invention, the challenge of the three 

dimensional type of chess game is preserved and, as with the 
ancient game of chess, is primarily a war game except that a 
neutral or mediating body is involved for rendering either or 
both opponents neutral whereby peace may be arrived at in 
stead of a mere victory by one of the opponents. The mediat 
ing body, represented by a white or neutral color, follows the 
same rules as either opponent and plays in succession with 
them except that neutralization is its aim as opposed to cap 
ture. Peace may be declared if the mediator succeeds in either 
neutralizing one of the opponents or creating a stand-off situa 
tion between them. The game board structure of the invention 
comprises ?ve identical playing boards vertically spaced from 
one another and each in the shape of a pentagon divided into 
three groups of different sized triangles with each group hav 
ing a different visual characteristic. Each of the game boards is 
oriented in a manner that, as between a pair of game boards, 
the visual characteristics of similarly located triangles are sub 
stantially not the same. In each plane, triangles having dif 
ferent visual characteristics are adjacent one another along a 
common side and several triangles having the same visual 
characteristic are adjacent along a common apex thereby 
de?ning a path of movement for sets of playing pieces pro~ 
vided with indicia corresponding to each of the three groups. 
The pieces of a single set move successively on each plane or 
through a pair of adjacent planes along their designated paths. ' 
Two sets of the playing pieces are designated enemies of one 
another while the remaining set represents a neutral or 
mediating body. If, during movement, adjacent triangles on a 
single plane become occupied, the piece moving into a trian‘ 

' gle adjacent a triangle occupied by an opposing piece thereby 
captures that piece, except that the neutral playing pieces can 
neither capture nor be captured, but serve to neutralize an 
enemy who occupies a triangle adjacent to that occupied by 
the neutral piece. 

It‘ is, therefore, an object of the present invention to provide 
a three-dimensional checker board structure having ?ve 
spaced planes. 
Another object of this invention is to provide a three-dimen 

sional checker game structure wherein successive movement 
of playing pieces is contemplated in a single plane along a 
designated path or between a pair of adjacent planes along 
said path for either capturing or neutralizing the playing piece 
of an opponent who has occupied a designated portion of the 
playing board. 
A further object of the instant invention is to provide a 

game as characterized wherein each playing board is divided 
into a plurality of different sized triangles forming three 
groups each with different colors, adjacent triangles along 
common sides being of different colors and several adjacent 
triangles along a common apex being of the same color. 
A still further object of this invention is to provide a game as 

characterized wherein there are provided playing pieces cor 
responding to each of the three different-colored triangles 
which pieces may either capture or neutralize‘one another 
during their successive movement through their respective 
designated paths in the event that they come to rest adjacent a 
triangle having a common side and occupied by an opponent. 
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2 
Other objects, advantages and novel features of the inven 

tion will become apparent from the following detailed descrip 
tion of the invention when considered in conjunction with the 
accompanying drawings wherein: 

FIG. 1 is a perspective view of the game board structure in 
accordance with the present invention; 

FIG. 2 is a plan view of one of the game boards typical for 
all ?ve boards used in the game structure; 

FIG. 3 is a view taken along the line 3-3 of FIG. 2 showing 
the manner of securing the game boards together; 

FIGS. 4 and 5 are top and bottom views, respectively, of a 
typical playing piece for one set of pieces; 

FIGS. 6 and 7 are top and bottom views, respectively, typi 
cal of another set of playing pieces; 

FIG. 8 is a top view of a typical one of the remaining set of 
playing pieces; and, 

FIG. 9 is a sectional view taken along the line 9-9 of FIG. 
5. 

Referring now to the drawings wherein like reference 
characters refer to like and corresponding parts throughout 
the several views, there is shown in FIG. I the assembled game 
board structure 10 in accordance with the present invention 
which comprises ?ve playing boards 11a through 113, each 
having ?ve sides and each spaced from one another by means 
of rods 12 threaded at each end for engagement with an inter 
nally threaded aperture 13 provided centrally of each of the 
playing boards. Each playing board may be made of any suita 
ble material having the required rigidity such as any of the 
well-known transparent plastic materials. 

In FIG. 2, it can be seen from a typical showing of one of the 
boards 11 that each is divided into three groups of vdifferent 
sized triangles having different visual characteristics such as 
the color red, represented by vertical lines, the color blue 
represented by horizontal lines and the color white or clear 
represented by no lines. There are ?ve red, ?ve white and ?ve 
blue triangles of three different sizes such as triangles 14 being 
the largest, triangles 15 being the next largest and triangles 16 
being the smallest. These groups of triangles are formed by 
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lines such as 17 and thereafter joining the outer points of the 
inner pentagon so-formed with straight lines such as 18 with 
the central point of the playing board. By arranging the dif 
ferent colored triangles in this manner, it will be evident that a 
path between triangles of a like color is de?ned for each group 
for movement through a common apex between two of such 
triangles. Also, it can be observed that no two triangles of like 
color are provided with a common side wall. 

In order to stabilize each of the playing boards after they are 
assembled, a star-shaped element 19 having ?ve legs is pro 
vided which may be partially embedded during molding, for 
example, within the undersurface of each playing board. Such 
an element is seen in FIG. 3 and in FIG. 2 with its legs extend 
ing to each point of the small inner pentagon. During as 
sembly, the playing boards are oriented in a manner such that 
as between pairs of playing boards, the colors for triangles 14, 
15 and 16 are substantially not the same in their relative loca 
tions. For example, triangle 14a, on playing board 11a, is blue, 
whereas triangle 14b, lying directly thereunder on board 1 lb, 
is red, and so on. There are, of course, instances where trian 
gles such as 15d and l5e are the same color, even though they 
lie one above the other. Such orientation is achieved by simply 
rotating board 11b through an angle of 72° or a one-?fth turn 
with respect to board 11a, and so on, for boards 11c, 11d and 
lle with respect to boards 11b, 11c and 11d. In this way, each 
triangle lies in a different location at each of the ?ve levels. 
The playing pieces which are provided for the three-dimen 

sional checker game also bear indicia which correspond to 
each of the three visual characteristics of the three triangle 
groups. For example, one set of playing pieces is shown in 
FIGS. 4 and 5 designated as 21 with a hammer and sickle in 
signia on the top face as seen in FIG. 4 and with a clove insig 
nia on the bottom face of the playing piece, as shown in FIG. 
5. The hammer and sickle and the dove are provided in relief 
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form on the faces of the playing piece 21 in such a manner 
that, as shown in FIG. 9 of the drawings, theraised portions 
thereof lie slightly below the surfaces s of the playing piece. 
Playing piece 21 may be colored red and playing piece 22, 
shown in FIGS. 6 and 7, may be colored blue and is provided 
on its front face with a four-star insignia as shown in FIG. 6 
and on its bottom face with a dove insignia similar to that 
shown in FIG. 5. The third group of playing pieces is typically 
shown by the piece 23 in FIG. 8 which is provided on its top 
face only with a peace symbol. Pieces 22 and 23 are likewise 
in relief similar to that described for piece 21. 
The red‘and blue colors for the triangles on each of the play 

ing boards are intended to be su?iciently light so as to allow 
each of the players to detect the presence of the playing pieces 
which lie directly above or directly below the board they hap 
pen to be playing on. For simplicity, the white triangles may be 
left clear. 

In accordance with the rules suggested for playing the three 
dimensional checker game in accordance with the present in-‘ 
vention, there are provided ?ve playing pieces 21, ?ve playing 
pieces 22, and three playing pieces 23. The red pieces may be 
designated “Commissars”, the blue pieces may be designated 
“Four-Star Generals" and the white pieces may be designated 
“United Nations Mediators”. Of course, designations other 
than these and symbols other than those used for the three 
types of playing checkers may be readily substituted if desired. 
At the start of the play, all ?ve playing pieces 21 are placed on 
the topmost playing board 110, all ?ve playing pieces 22 are 
placed on the bottommost playing board lle and all three 
playing pieces 23 are placed on the intermediate playing 
board 11c. Each playing piece may be placed in any manner 
on the designated playing board so long as it occupies only one 
of the triangles and providing no more than three playing 
pieces occupy the largest triangle 14, no more than two play 
ing pieces occupy the next largest triangle l5 and no more 
than one playing piece occupies the smallest triangle 16. The 
game is one of strategy designed for three players each in com 
mand of one of the three groups of playing pieces, for two 
players if it is desired to not utilize the pieces 23, or for four 
players wherein two of them may alternate the‘play for the 
pieces 23. The order of setting up and playing is one piece at a 
time by ?rst red, followed by blue and then white except that 
any player may, if desired, move one of his playing pieces dur 
ing set-up in lieu of placing his next piece if it becomes ap 
parent after placement by one of the other players that his 
vantage position can be thereby improved. If the game in 
volves four players, each of the two governing the white team 
may alternate during both placement and movement of the 
playing pieces 23. 

After the play has been fully set up, the player of the red 
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team moves one of his pieces ?rst from one red triangle to ' 
another red triangle through the common apex between them, 

' onetriangle at-a-time. Such movement may take place on 
playing board 110, or through a common apex to playing 

' board 11b since the board at that level has been rotated 
through 72° or a one-?fth turn with respect to the playing 
board 11a. For example, piece 21 may be moved from triangle 
31 to triangle 32 on board 110 or the piece may be moved 
from 31 to 33 on board 11b since the latter triangle’s apex is 
common with that of triangle 3] through the two planes. 
,Likewise, the player controlling the blue team moves one of 

' his playing pieces 22 to an adjacent triangle through a com 
mon apex either wholly on playing board lle or up through 
the common apex to playing board 11d. The player for the 

' white team then moves one of his playing pieces 23 in the 
same fashion to an adjacent triangle through a common apex 
again, either wholly on playing board 110, up to playing board 
1 lb or down to playing board 11d. Each player must move one 
of his playing pieces during his turn of the play either on a sin 
gle plane or between two adjacent planes up or down, the ob‘ 
ject being to enter a triangle adjacent one having a common 
side with said triangle on the same plane and occupied by a 
member of either the red or the blue team. The piece 
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4 
representing the team occupying said triangle is ‘captured, 
removed from play and taken off the board. The game may be 
terminated when either the red or the blue team is successful 
in capturing all ?ve pieces of its opponent before being 
neutralized by the white team. The white playing pieces 23 - 
may not, however, be captured since the object of the white 
team is to neutralize any red or blue playing piece which it 
might otherwise capture. When such a playing piece has been 
rendered neutral, it is turned upside down on the triangle it 
has occupied so as to display the dove on the back surface and 
to thereby render that speci?c triangle out-of-bounds, i.e., it 
may not be entered by another playing piece and the piece 
that has been rendered neutral may not continue in the play of 
the game. - _ 

As stated above, capturing or neutralizing takes place when 
one of the red, blue or white playing pieces moves into a trian 
gle having a common side with a triangle occupied by a play 
ing piece of another color. The red or blue piece occupying 
such a triangle is thereby captured by it’s opponent or is 
rendered neutral by a white piece. The white playing piece oc 
cupying such a triangle can be neither captured nor rendered 
neutral and, should a blue or red playing piece move into a tri 
angle with a side adjacent to the triangle occupied by the 
white playing piece, such blue or red playing piece would then 
be rendered neutral. Also, should one of the red or blue play 
ing pieces be moved to a triangle having a common side with 
that occupied by more than one playing piece of its opponent, 
then the moving piece itself is captured by its enemy which has 
overpowered it by sheer force of numbers. If either the red or 
the blue team succeeds in capturing the last piece of its op 
ponent before the white team of mediators has neutralized the 
last piece of either team, then the game is brought to a close 
and either the red or blue team is declared victorious. As an 
alternative, peace may also be declared if the play results in a 
standoff between one blue and one red piece remaining on the 
board. Also, if more than one piece of either opponent occu 
pies a single triangle, a white piece alone is not capable of 
neutralizing these blue or red pieces unless a like number of 
whites are moved into the adjacent triangle. For example, if 
two or three reds or blues occupy a single triangle, then two or 
three whites must occupy the adjacent triangle before all the 
pieces of either opponent can be declared neutral. On the 
other hand, if two blues or two reds occupy a space adjacent a 
triangle occupied by a single white, for example. then should 
one of such blues or reds be thereafter moved, the remaining 
one is rendered neutral. 
From the foregoing, it can be seen that an interesting and 

challenging game has been devised which can be played with 
either two, three or four persons and which requires a strategi 
cal move during the play on a single playing board or between 
pairs of planes assembled in ?ve different levels through paths 
which present in?nite possible movements since each of the 
playing boards is oriented differently with respect to its ad 
jacent board. Also, other and different rules may be readily 
devised with the ?ve playing boards and thirteen pieces dis 
closed by the present invention. It is, therefore, to be un 
derstood that within the scope of the appended claims, the in 
vention may be practiced otherwise than as speci?cally 
described. 
What is claimed is: 
1. A three-dimensional game comprising: ?ve game boards 

of identical shape vertically spaced from one another; each 
said game board being shaped in the form of a pentagon and 
each being divided into three groups of triangles, each group 
having a visual characteristic different from those of the other 
two groups, the triangles in each group having a common side 
with triangles in the remaining two groups and pairs of the tri 
angles of each group having a common apex for each pair; and 
said game boards being so oriented that, as between pairs of 
said boards, no more than two triangles on one board being 
coaxial with triangles on the other board having the same 
visual characteristic. - 
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2. The game according to claim 1 wherein each group is 

composed of ?ve triangles with three different triangle sizes in 
each group. 

3. The game according to claim 2 wherein triangles having 
different visual characteristics are adjacent one another along 
a common side and triangle pairs having the same visual 
characteristic are adjacent at a common apex. 

4. The game according to claim 3 wherein three sets of play 

3,656,755 

5 

10 

'15 

pm“ 

20 

25 

30 

35 

40 

45 

50 

55 

60 

65 

75 

' 6 

ing pieces are provided for placement on said game board tri 
angies, each set of said playing pieces bearing a visual charac 
teristic corresponding to that of a di?'erent one of said groups 
of triangles. 

5. The game according to claim 4 wherein there are pro 
vided ?ve of said playing pieces in each of two of said sets and 
three playing pieces in the third set. 

* * * * * 


