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BOARD GAME APPARATUS 
This invention relates to board game apparatus. In 

particular the apparatus is intended for use in a game 
in which dealings on the stock-market are simulated. 
The object of the game is to make simulated fortunes 
by buying and selling stocks. ‘ 
Apparatus in accordance with the invention com 

prises the combination of: 
A playing piece board marked with a playing piece 

path which is divided into areas and around which play 
ing pieces may be moved in accordance with throws of 
a die or the like, at least some of the areas containing 
or indicating respective instructions to a player whose 
playing piece lands thereon; 
a shares price board marked with share-areas equally 

spaced in columns, each column being associated with 
a respective stock and a share price list for each col 
umn, each list having marked thereon at spacings equal 
to the spacing between the share~areas in their columns 
indications of the price of a share, the arrangement 
being such that a price list may be placed on the shares 
price board adjacent to its column of corresponding 
share areas with each of the areas adjacent to a respec 
tive price indication; and 
chance selection means enabling chance selection of 

instructions relating to the positions of the price lists on 
the shares price board. 
The chance selection means preferably is so arranged 

as to create periods during which the shares prices tend 
to increase, and other periods during which they tend 
to decrease, and in this case preferably comprises a 
share-index piece path, which may be marked on the 
playing piece board, the said path being divided into 
areas so that a share index piece may be moved around 
the path in accordance with instructions contained in 
or indicated by said some of the areas of the playing 
piece path. ' 
Other areas of the playing piece path indicate that a 

player whose piece lands thereon must make a transac 
tion involving a respective stock. 
Preferably other areas of both the playing piece path 

and the shares index piece path indicate that payments 
should be made by or to one or more players. 

In playing the game a number of share-tokens (which 
may be included in the’apparatus) representing the re 
spective shares are placed on each of the share-areas. 
The price of the share-tokens in each share area is indi 
cated by the respective share price list. A player clearly 
will wish to buy stock as cheaply as possible, and as the 
shares on a lowest price area become exhausted it will 
be apparent that a player wishing to buy further of the 
same stock will have to buy at a higher price as indi 
cated by the shares price board. Thus the price of 
shares tends to increase in accordance with the demand 
therefor. 
The maximum number of share~tokens available on 

each share area is set in accordance with the number 
of players. A player wishing to sell stock will clearly 
wish to sell at the highest price he can obtain and he 
may do this by replacing share-tokens on the highest 
priced corresponding share areas which'l'i‘ave not the 
maximum number of share-tokens thereon. In this way 
the price of shares tend to fall as shares are sold. 
The share prices further vary as the shares price lists 

are moved in accordance with the chance “selected in 
structions (preferably from the share index price path). 
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2 
The apparatus preferably also includes playing and 

shares index pieces and a supply of token money. 
One embodiment of the invention will now be de 

scribed by way of example with reference to the ac 
companying drawings in which: 
FIG. 1 is a plan of a playing board marked with a 

playing piece path and a shares index piece path; 
FIG. 2 is a plan of a shares price board; and 
FIG. 3 is a plan view of ?ve shares price lists for use 

with the shares price board of FIG. 2 but drawn to a 
smaller scale. 
The playing board shown in FIG. 1 is marked around 

its periphery with an outer closed path 2 which is di 
vided into rectangular areas. Some of these areas con 
tain instructions to a player whose playing piece lands 
thereon; others of the ‘areas contain instructions as to 
the movement of a share index piece which must be 
obeyed each time a playing piece lands thereon; and 
yet others of the areas are coloured but otherwise un 
marked. In the drawing visually distinguishable sur 
faces of the otherwise unmarked areas are represented 
by respective types of hatching lines. 
FIG. 2 illustrates a shares price board which is 

marked with columns of coloured, but otherwise un 
marked, share areas. Each column of share areas corre 
sponds to a respective stock which is identi?ed at the 
foot of the column where a corresponding dividend is 
also indicated. The share areas are equally spaced in 
their respective columns and the colour of the areas of 
each column corresponds to one of the colours of the 
coloured areas of the playing board. At the start of play 
a stack 3 of stock units is placed‘on each of the shares 
areas on the shares price board. 
FIG. 3 illustrates a set of five shares price lists; one 

corresponding to each of the columns of shares areas 
and identi?ed by a corresponding; name at the foot of 
the list. Each list is marked with a series of shares prices 
at spacings equal to that between the corresponding 
shares areas (shown to different scales in the draw 
ings). Each of the lists has a common starting price, 
$100, and is marked with a starting mark 4 comprising 
a black line positioned just above the $l00 price. 
Referringagain to FIG. 1 it will be seen that inside 

the playing piece path 2 is marked a closed shares index 
path 6 which is also divided into rectangular areas. 
With the exception of the area marked “start for in 
dex” the areas each contain an instruction to be obeyed 
when the shares index piece falls thereon as a result of 
being moved in accordance with the instructions in 
playing piece path areas. The majority of these share 
index areas contain instructions regarding the move 
ment of one or more shares price lists relative to their 
columns of share areas. However one of the areas 8 
contains instructions to pay a‘dividend on all stocks as 
the share index piece passes (i.e. not only when the 
piece lands on the area 8).; an area. 10 contains instruc 
tions to the players to pay tax on all stocks held as the 
index passes (i.e. not only when the piece lands on the 
area 10); and an area 12 contains; instructions that an 
extra dividend should be paid out on ‘gulf’ stocks. 

It will be understood that the wording and instruc 
tions, share prices, dividends, etc., may be varied to suit 
individual requirements without departing from the in 
vention. 
For two or more people the method of play and the 

appropriate‘rules are exemplified as=followsz 
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RULES 

The object of the game: 
The object of the game is for the players to make for 

tunes by buying and selling stocks. No previous knowl 
edge or experience of stocks is required. With good 
judgement stocks can be bought at a low price and sold 
at a higher one. The price of the stocks varies from mo 
ment to moment, being in?uenced both by demand for 
the stock and by general market trends which occur in 
cycles. Stocks may be bought and sold in deals with a 
central bank or in deals with other players. Money may 
also be made from the dividends which are periodically 
paid out, on all stock units in the possession of the play 
ers. 

On account of the repeated tax demands it is neces 
sary to make somemoney in order to stay in the game 
at all. An unsuccessful player may go bankrupt while a 
successful player may make a bigger fortune than his 
fellows. 
Stock-board and Stock units 
The stock-board is the board (illustrated in FIG. 2) 

with columns of coloured spaces, one column for each 
kind of stock. The stock units are correspondingly co 
loured rectangles which are placed on the coloured 
spaces of the stock columns. At the beginning of the 
game on each space is placed a pile of as many stock 
units as there are players. 
Price-lists 
The price lists are the long strips (illustrated in FIG. 

3) bearing the prices. At the beginning of the game the 
price lists are placed against the left-hand side of the 
corresponding stock column (see foot of list). The lists 
are placed so that the cross-line is level with the top’ 
edge of the topmost space in the stock column (i.e. the 
figure 100 is opposite the topmost space in all the col 
umns). 
Playing-board (outer track) 
The playing-board (illustrated in FIG. 1) consists of 

an outer track and an inner track which are quite sepa 
rate. The outer track is for the player's. At the begin 
ning of the game the players place their tokens on the 
“start” square in the top left-hand corner of the board. 
In turn they then move their tokens clockwise around 
the track according to the throw of a single die, an 
extra throw being taken whenever a six is shown. 
(inner track) 
The inner track is used only by a single token which 

is common to all players and is called the INDEX TO 
KEN. This index token is placed on the “Start for in 
dex" square (just below the other “Start” square) and 
is then moved clockwise around the inner track in the 
manner described below. 
Index token moves _ 

When any player’s token lands on a square bearing 
the words “Index moves." then the index token moves 
that number of squares in a clockwise direction around 
the inner track. 
Coloured squares - 

When a player’s token lands on a coloured square 
this gives him the right to BUY OR SELL STOCK TO 
THE CENTRAL BANK. This applies to the stock of 
the same colour as the square he is on only. He can buy 
or sell as many units of that stock as he wishes. But he 
is obliged to buy or sell at least one unit. The price of 
the stock unit is explained below. 
Stock unit prices 
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4 
When a stock unit is bought it is taken from the top 

end of the stock column. The price of the unit is given 
by the figure on the price list adjacent to the unit. As 
the units on any one space are bought up it becomes 
necessary to obtain units from the next space down the 
column. Here the adjacent price is higher so the price 
of each unit rises as more units are bought. 
When a stock unit is sold back to the bank it is placed 

on a space as low down the stock column as possible 

(to get the best selling price) but no space may hold 
more units than there are players so if this number is 
filled then the unit must be placed on a space higher up 
the column. The selling price is given by the figure on 
the price list adjacent to the space to which the unit is 
returned. 
Private deals 
A player may only buy and sell stock units to the 

bank at the market price (i.e. adjacent price on price 
list) if he lands on the appropriate coloured square. A 
player may, however, try and buy or sell units through 
another player who has landed on a coloured square if 
the other player is willing. The player who is on the co 
loured square must make ONE de?nite transaction 
with the bank, either buying or selling any number of 
units (at least one unit). 
A player may trade with any other player at any time, 

in any amount and at any agreed price. 
Rock-bottom prices 
The prices described so far have been market prices 

and are given by the adjacent figures on the price list 
to the space on the stock column occupied by the unit. 
The bank will, however, at any time buy any stock back 
from a player at the lowest price on the price list (e.g. 
$ 10 a stock unit for Ford, $ 20 a unit for TWA etc.). 
This is the rock-bottom price. 
TAX 

Players must pay tax whenever they pass the tax 
square which is in the bottom right-hand corner of the 
board. This tax may be paid at the end of the turn when 
any other deals have been concluded but must be paid 
before the next player takes his turn. 
A tax of $ 20 per stock unit held is paid by all players 

whenever the index token passes the square with this 
demand. A further tax of S 200 is payable by all players 
should the index token land exactly on the appropriate 
square (both these squares are in the middle of the bot 
tom section of the inner track). 
Extra-payments 
A player’s token may also land on squares which are 

concerned with extra money either paid to the bank 
(insurance premium, medical expenses) or paid by the 
bank to the player (bonus, legacy, tax rebate). 
Price movements 
As the index token moves around the inner track it 

may land on a square which indicates, “all stocks up 
2”. This means that the price list alongside the stock 
column or columns slides up 2 positions with the result 
that the price of any unit has gone up by two steps. 
When the instruction reads “all stocks down 3", etc., 
then the price list slides down 3 positions and the prices 
of all units fall by 3 steps. 
Boom and Depression 
One half of the inner track is concerned with falling 

prices and is called a DEPRESSION. The other half is 
concerned with rising prices and is a BOOM. 
Price limits 
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The price list cannot move so far up or down that a 
space on the stock column (whether occupied by units 
or not) is left without an adjacent price. The price list 
moves as far as it can and then no further movement 
takes place until it moves in the opposite direction. 
Dividends 
Whenever the index token passes the dividend square 

(middle of top section of inner track) then all players 
are paid a dividend on each stock unit they hold. The 
amount of dividend is indicated at the foot of the stock 
column and this never changes. 
Extra dividends are paid when the index token lands 

exactly on a square so indicating. 
Bankruptcy 
A player may raise money in three ways: 
1. By private deals with other players 
2. If he lands on a coloured square by selling the ap 
propriate stock to the bank at market price. 

3. By selling other stock to the bank at rock-bottom 
prices. 

When a player is unable to raise enough money to 
pay his taxes or other expenses then he is declared 
bankrupt. 
When a player lands on a coloured square and is un 

able to buy or sell at least one unit of the appropriate 
stock to the bank (either for himself or for another 
player acting through him) then he is also declared 
bankrupt. 

All the stocks of a player who is bankrupt are re 
placed on the stock board, his money is returned to the 
bank and his token is thrown off the board. 
END OF GAME 
The game may be played until all players but one are 

bankrupt or else for an agreed time. If play ends after 
an agreed time then the player with the most money 
wins. At the end of the game all stocks are valued at 
that price which would be obtained from the bank if the 
?rst unit of each type of stock was sold to the bank (i.e. 
the market price for the first unit of each stock sold to 
the bank). 
The Bank _ 

The bank may either be one of the players taking part 
in the game or someone who is not actually moving a 
token. The bank owns all the stock units on the stock 
board and buys and sells to the players as they demand. 
It also collects all taxes, pays the dividends and deals 
with any other transaction that is not directly between 
players. 

PREPARATIONS TO BEGIN THE GAME 

The players are each given $ 1,500 made up as fol. 
lows:2><$500,3X$ l00,2><$50,3X$20,4><$ 
10. (no units less than $ 10 are used). The stock units 
are placed on the stock board as described previously 
and the price lists are placed alongside the stock col 
umns. The players decide who is going to be bank. 
The players’ tokens are then placed on the start of 

the outer track and a single token representing the 
index token is placed on the start of the inner track. 

PLAYING POINTS 
The stocks are not identical. Some stocks give a bet 
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6 
ter dividend, other stocks give a low divident but have 
a more marked variation in price. Money may be made 
either by keeping stocks with high dividends or by buy 
ing stocks with large price variations at a low price and 
selling at a high price. There are also other additional 
peculiarities. For instance Gulf stock has an extra divi 
dend. 
Although the general market trends may be antici 

pated the exact behaviour of the market cannot. 
The best amount of cash to keep in hand and the way 

to make advantageous private deals are matters of ex 
perience and temperament. 

I claim: 
1. Board game apparatus comprising the combina 

tion of: a playing piece board marked with a playing 
piece path which is divided into areas and along which 
playing pieces may be moved in accordance with 
throws of dice or the like, at least some of the areas 
containing an indication that the area corresponds to a 
respective stock; a shares price board marked with 
share-areas equally spaced in columns, each column 
corresponding to a respective stock and a share price 
list for each column, each list having marked thereon 
at spacings equal to the spacing between the shareareas 
in their columns indications of the price of a share, the 
prices at one end of the list being higher than at the 
other, the arrangement being such that a price list may 
be placed on the shares-price board adjacent to its cor 
responding column of share areas with each of the 
areas adjacent to a respective price indication to indi 
cate the buying and selling price of stock units stacked 
on said shares areas; and chance selection means en 
abling chance selection of instructions relating to said 
positions of the price lists on the shares price board so 
as to vary the prices of the shares. 

2. Board game apparatus as claimed in claim 1 
wherein the chance selection means is so arranged as 
to create periods during which the shares prices in 
crease, and other periods during which the shares 
prices decrease. 

3. Board game apparatus as claimed in claim 2 
wherein the chance selection means comprises a share 
index piece path, which is marked. on a board, the said 
path being divided into areas so that a share index piece 
may be‘ moved along the path in accordance with in 
structions indicated by indicia borne by other of said 
areas of said playing piece path.‘ 

4. Board game apparatus as claimed in claim 3 
wherein still other areas of both the playing piece path 
and the shares index piece path bear indicia indicating 
that payments should be made to at least one player. 

5. Board game apparatus as claimed in claim 3 
wherein still other areas of both the playing piece path 
and the shares index piece path bear indicia indicating 
that payments should be made by at least one player. 

6. Board game apparatus as claimed in claim 1, in 
cluding a plurality of playing pieces. 

7. Board game apparatus as claimed in claim 1, in 
cluding a plurality of shares units. 

8. Board game apparatus as claimed in claim 1, in 
cluding a supply of simulated money. 

* * * * * 


