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[57] ABSTRACT 
Novel equipment for playing a competitive game of 
the type in which playing pieces are moved from space 

arbitrarily assigned capabilities and limitations; andv 
2. means for producing for each match a playing 
board for the movable pieces of unplanned and 
uncontrolled random design, composed of 

a. a foundation board having a playing area divided 
into many equal major squares by raised ribs, and 

b. a suf?cient number of equal square tiles, of 
varied design but of identical size and shape, to ?t 
and ?ll all the rib bounded squares of the 
foundation board, each tile having its face 
sub-divided into color differentiated playing 
squares. In the preferred arrangement some of the 
tiles have three squares of a ?rst color and one 
square of a second color; some have three squares 
of the second color and one square of the first 
color; and some have two squares of each color. 
The last mentioned group is; further subdivided 
into two sub-groups, one having squares of like 
color in diagonally opposite corners, and the 
other having squares of like color arranged side 
by side. 

7 Claims, 4 Drawing Figures 
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1 
BOARD GAME APPARATUS 

This invention relates to novel equipment for playing 
an annihilative, competitive match or game of the 
board type in which competitive pieces having arbi 
trarily assigned capabilities and limitations are moved 
from square to square and can ?guratively capture or 
destroy opposing pieces. 

Primarily the game is designed to resemble actual 
tactical warfare, where two players meet and engage 
each other on neutral terrain and determine the out 
come of a battle. 

The game somewhat resembles chess in that different 
capabilities and limitations are assigned to various 
identi?able playing pieces. It also resembles checkers 
in that it is a game of complete annihilation. It differs 
radically from either of these games, however, both in, 
its rules, and in the fact that a playing board is provided 
which is of variable, random design, different for each 
match, as opposed to the board of ?xed design used for 
both checkers and chess. 
The present playing equipment includes a foundation 

board having a playing area which is subdivided into 
major squares, preferably by raised ribs, and at least a 
sufficient number of varied tiles is provided to fit and 
?ll all the major square spaces. The tiles are not playing 
pieces. They are components of the random playing 
board. Each tile is desirably divided into four playing 
squares, there being tiles having one gold square and 
three brown squares; tiles having one brown square and 
three gold squares; and tiles having two squares of each 
of these colors. The tiles of the last mentioned group 
consist of two sub-groups, one having squares of like 
color in diagonally opposite corners and the other hav 
ing squares of like color side by side. 
The tiles are not playing pieces. They combine with 

the foundation board to provide for each match a ran 
domly determined playing board pattern. 
The playing equipment is completed by the provision 

of identical opposing sets of movable red and blue play 
ing pieces, each set including movable pieces and 
classes of pieces, of distinctive appearance and desig 
nation, and of permanently, arbitrarily assigned capa 
bilities and limitations. The object of each player is to 
clear the board of opposing pieces. 
With this kind of board makeup, equipment, and col~ 

lection of playing pieces, some tile combinations will 
produce a very even game, while others will give a de 
cided advantage to one player or the other. Ordinarily, 
therefore, a match will consist of two games on any 
given random arrangement of the board, with the 
player who goes first in the ?rst game yielding that priv 
ilege to his adversary in the second game. 

In this speci?cation the playing squares of contrast 
ing colors are referred to as brown and gold, and the 
opposing playing pieces are referred to as red and blue, 
respectively. These specific colors are used illustra 
tively, for simplicity, convenience and brevity, and not 
in a limiting sense. Any differentiating colors or other 
suitable means of differentiation may be employed with 
regard to the playing squares and with regard to the 
playing pieces. The foundation board, including the 
raised ribs, is desirably white, as are the tile markings 
which separate the playing squares, but here again no 
limitation is intended. 
The primary object of the invention is to provide 

playing equipment for a novel and interesting game'or 
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2 
games, involving imagination, ingenuity and penetrat 
ing analysis, which cannot be played with previously 
known game equipment. 
Other objects and advantages will hereinafter appear. 
In the drawing forming part of this speci?cation, 
FIG. 1 is a plan view of a composite playing board 

made up of a foundation board and pattern de?ning 
tiles of varied characteristics, the tiles being omitted in 
a portion of the playing area to reveal more clearly the 
structure of the foundation board; 
FIG. 2 is a composite view showing four different de 

signs of tiles and the number of each provided in a pre 
ferred embodiment of the invention; and 
FIGS. 3 and 4 show the varied kinds of playing pieces 

assigned to the players and the number of each kind 
provided to make up the complete quota for each 
player. 

THE PLAYING EQUIPMENT 

THE PLAYING BOARD 

The foundation board 10 is desirably a square board 
of any suitable material, having suitably wide corner 
and marginal areas for the accommodation of unplayed 
pieces, and a playing area 12 of the design shown. The 
playing area of the foundation board is desirably de 
pressed slightly relative to the corner and marginal ar 
eas, and it is divided into squares by raised ribs 114, as 
shown, the ribs desirably standing substantially flush 
with the corner and marginal areas of the board. 
As shown, the playing area comprises 37 major 

squares arranged by rows having, respectively, from 
top to bottom: ?rst row and seventh row, three squares 
each; second row and sixth row, five squares each; and 
third, fourth and ?fth rows, seven squares each; making 
37 major squares altogether. 
For ?lling the thirty-seven empty major square 

spaces, at least 37 square tiles are provided. Each tile 
is designed comfortably to ?t any one of the rib-de?ned 
squares of the foundation board 10. As shown, each tile 
is divided into four equal playing squares, so that the 
playing area is made to contain 148 playing squares al 
together. 
Because of pattern variations of the tiles, the avail~ 

able tiles, assembled at random, can and will produce 
a seemingly unlimited number of varied playing board 
designs. 
As illustratively shown, there are sixteen tiles l6 hav 

ing two brown playing squares in two diagonally oppo 
site corners, and two gold playing squares in the other 
two diagonally opposite corners. There are eleven tiles 
18 having two brown playing squares side by side and 
two gold playing squares side by side. There are ?ve 
tiles 20 having one brown playing square and three gold 
playing squares, and ?ve tiles 22 having one gold play 
ing square and three brown playing squares. 
Each tile 16 has two signi?cantly different orienta 

tions with reference to adjacent tiles, while each of the 
tiles 18, 20 and 22 has four signi?cantly different orien 
tations with reference to adjacent tiles. 
The design of the playing board for any given match 

must be left entirely to chance. This may be controlled 
in various ways. Desirable regulations for board prepa 
ration may desirably be, for example, as follows: 

All tiles are shuffled, face down. Each tile is then 
placed over a selected square into which it is to be ?t 
ted and is then turned face up in the de?nitely oriented 
relation in which it is to be placed. 
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The tile combination could be varied, if desired, from 
that described above. It is desirable but not essential to 
so arrange matters that there will be equal numbers of 
brown and gold squares in the entire set. Whatever 
combination of tile sets is settled upon should be con 
sistently followed, so that all game sets will be alike. All 
sets of rules put out should also be alike. 

THE PLAYING PIECES 

The equipment is completed by the provision of two 
color-differentiated, but otherwise identical, sets of 
suitable playing pieces, the pieces of each set being dis 
tinguished herein by letters I, C, A and G. The letters 
I, C, A and G signify, respectively, “infantry”, “cav 
alry", “artillery” and “general”. This method of identi 
fication has been adopted for convenience in the pres 
ent drawing and speci?cation. The pieces may be made 
of conspicuously distinctive appearance, in any way de 
sired, as is done with chess pieces. 
Each side desirably has 13 infantry pieces I, ?ve cav 

alry pieces C, two artillery pieces A, and one general 
piece G. 

THE RULES OF THE GAME 

It is not essential to include in this speci?cation the 
full rules of the game, but a brief allusion to some of the 
salient features will be illuminating. 

BEGINNING OF PLAY 

At the outset no pieces are on the board. The players 
take turns in alternation. The player who has the right 
to ?rst turn enters a piece in a marginal playing square 
along any one of the four six-square margins of the 
board. If he has chosen an east or west margin, all of 
his pieces thereafter entered must be entered along the 
east and west margins and all of ‘his opponent’s pieces 
must be entered along the north and south margins. If 
he has chosen a north or south margin, all of his pieces 
must be entered from north and south, and his oppo 
nent’s pieces from east and west. Any piece may be en 
tered upon an unoccupied square of either color. 
A player limited to opposite sides for entry of pieces 

can enter any number of his pieces from oneside, with 
the single exception that his artillery pieces must be en 
tered from opposite sides. 

BASIC METHODS OF MOVEMENT 

After the first single entering move, each player 
makes two consecutive moves, not one, when it is his 
turn to move. This may consist of entering two pieces, 
of entering one piece and moving another, or of moving 
two pieces already entered. A piece can only be en 
tered on a vacant playing square. 
Any piece entered on a chosen color must normally 

remain on that color throughout, except that a general 
may change colors at will. Any other piece may change 
color by moving from one square adjacent to its general 
to a square of opposite color adjacent to its general. 
The piece may change color under the prescribed con 
ditions as often, and as many times, as may be conve 
nient and, in the opinion of the player, strategically ad 
vantageous. 
Each piece may move in any direction or combina 

tion of directions, subject to color restrictions, and sub 
ject to the following limitations: artillery one square; 
infantry or general two squares or less; cavalry four 
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4 
squares or less. The general may move only one square 
when changing color. 
An infantry piece located on a square vertically or 

horizontally adjacent to an unoccupied square of the 
same color may serve as a bridge tender to enable a 
friendly infantry, general or cavalry piece on a square 
of opposite color to move across the unoccupied 
square, without changing color. 

INTERACTION OF PIECES 

A cavalry piece charges in a vertical, horizontal or 
diagonal direction, exclusively along one color, any op 
posing piece located on a square of the same color two 
or more squares away. This means that he moves onto 

the square of the charged piece and removes it from the 
board. The cavalry piece is not limited with regard to 
the number of squares in its charge, provided he does 
not change color. - 

An artillery piece is within range of any opposing 
piece located one or two squares away on either color. 
When two artillery pieces are in range of an opposing 
piece, they may ?re upon and destroy that piece. The 
destroyed piece is removed from play and put in the 
discard. This may be done without moving the artillery 
if they are already in range, or by moving the artillery 
into range and then ?ring. Any artillery piece remains 
in the position from which it fired— neither artillery 
piece may move to the square occupied by the de 
stroyed piece. An artillery piece may not ?re more than 
once per turn, or ?re at more than one piece per turn, 
or move after it has ?red. A single artillery piece is inef 
fective against combat pieces (infantry, cavalry, artil 
lery), but may ?re upon and destroy the opposing gen 
eral. 
An infantry piece pins (immobilizes) any opposing 

combat piece or pieces located on an adjacent square 
or squares of the opposite color. It may not pin the gen 
eral. 
An infantry piece charges from an adjacent square 

any opposing piece, other than infantry, located on a 
square of the same color. That piece is then removed 
in the same manner described for charging cavalry. 

Infantry may attack opposing infantry by moving two 
infantry pieces adjacent to one infantry piece located 
on a square of the same color. The defending infantry 
piece must then withdraw from its position in its turn. 
All attacks other than 2-1 (i.e., 1-1, 1-2, 1-3, etc., or 
2-2, 2-3, etc.) result in the elimination of the attack 
ing piece or pieces. Counterattacks, such as 3-2, are 
not allowed. The defender must withdraw from a 2-} 
attack or be eliminated. 

OBJECT AND BASIC STRATEGY 

A player wins by eliminating all of his opponent’s 
pieces that are on the board at any time. The fact that 
the loser may still have some unentered pieces does not 
save him from defeat. 
The basic strategy for each player is to safely connect 

his two artillery pieces and thereby obtain his most ef 
fective weapon for eliminating his opponent. A player 
must also use his ability to grasp the important features. 
and peculiarities of terrain for each selected board in 
order to achieve the stated objective. 

1 have described what I believe to be the best embodi 
ment of my invention. What I desire to cover by letters 
patent, however, is set forth in the appended claims. 

I claim: 
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1. Playing equipment for a board game comprising, 
in combination, 

a. two identical sets of varied playing pieces differen 
tiated, as by color, each set composed of distin~ 
guishable pieces having different, arbitrarily as 
signed capabilities and limitations characteristic of 
their identities, and laterally aligned, 

b. a random playing board composed of 
b,. a foundation board having a playing area di 
vided into identical major squares which form a 
definite and permanent pattern, and 

b2. a multiplicity of square tiles of identical size 
each adapted to be ?tted into any one of the 
major squares of the foundation board, each tile 
having an unmarked back and a face whose en 
tire area is divided into smaller playing squares, 
with some of the tiles including more playing 
squares of a ?rst color than of a second color, 
others of the tiles including more playing squares 
of the second color than of the ?rst color, and 
still others including equal numbers of playing 
squares of the two colors, the last mentioned 
group including some in which playing squares of 
the same color are diagonally aligned, and others 
in which playing squares of the same color are 
laterallyaligned, the tiles being at least suf?cient 
in number to fill all the squares of the foundation 
board. 

2. Playing equipment for a board game as set forth in 
claim 1 in which each playing square occupies essen 
tially one-fourth of the area of a tile. 

3. Playing equipment for a board game as set forth in 
claim 1 in which the number of major squares on the 
foundation board and the number of tiles are identical. 
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6 
4. Playing equipment for a board game as set forth in 

claim 1 in which the playing areaiof the board consists 
of thirty-seven major square tile spaces, consisting of 
three central rows of seven major squares each, two op 
posite side rows of ?ve major squares each, and two op 
posite terminal rows of three major squares each, the 
arrangement being symmetrical and corresponding to 
the above description when considered heightwise or 
widthwise. 

5. Playing equipment for a board game as set forth in 
claim 1 in which the tiles are so designed that the total 
number of playing squares of the ?rst color is equal to 
the total number of playing squares of the second color. 

6. Playing equipment as set forth in claim 1 in which 
there are sixteen tiles having two playing squares of a 
first color and two playing squares of a second color 
with playing squares of like color disposed diagonally 
opposite one another, eleven tiles having two playing 
squares of the ?rst color and two playing squares of the 
second color, with playing squares of like color side by 
side, five tiles having one playing square of the first 
color and three playing squares of the second color, 
and ?ve tiles having one playing square of the second 
color and three playing squares of the ?rst color. 

7. Playing equipment as set forth in claim 1 in which 
the foundation board includes expansive comer and 
marginal coplanar areas for the accommodation of 
unentered playing pieces, and the playing area is uni 
formly sunk with respect to such coplanar areas, except 
that the major squares are separated from one another 
by narrow ribs which are substantially ?ush with said 
corner and marginal areas. 
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UNITED shirts OFFICE CERTIFICATE OF CORREC’HQN 

Pate“ NO, 5,799,5h9 Dated March 26,197uv 

~ MICHAEL A. LAKER, ET AL ‘ lnven-to?s) 

It is certified that error appears in the above-identified patent 
and that said Letters Patent are hereby corrected as shown below: , 

Column 5, claim '1 ,line 7, cancel "laterally aligned". 

Signed and sealed this 15th day of August 197a. 

(SEAL) 
Attest: 

McCOY M, GIBOSN, JRo C. MARSHALL DANN 
ttesting Officer Commissioner of Patents 

USCIOMM-DC 60376-P69 
Y U,S. GOVERNMENT PRINTING OFFICE: I969 0-366-334, 

F ORM PO-‘OSO (10-69) 


