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[ 5 7] ABSTRACT 

A two level game board apparatus, adapted to be 
played with playing pieces, comprises a ?rst game 
board having a column mounted thereon for rotatively 
supporting a second game board. Each board includes 
a group of indicated areas adapted to receive the play 
ing pieces. Each group of indicated areas extending 
about the periphery of the respective boards consti~ 
tute portions of a path or course. A number of indi~ 
cated areas on each path portion are designated so as 
to constitute a distinguishable group to enable the 
playing pieces landing on designated areas of the path 
portions of one board to move to designated areas of 
the path portions of the other board. During play, the 
second game board is rotatable with respect to the 
?rst game board in order to constantly change the an 
gular relationship of the second game board with re 
spect to the first game board. In this manner, the 
routes taken between board levels are constantly 
changing. 

9 Claims, 4 Drawing Figures 
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TWO LEVEL GAME BOARD APPARATUS 

BACKGROUND OF THE INVENTION 

1. Field of the Invention 
The present invention relates generally to amuse 

ment‘ devices and more particularly to game boards 
which are adapted to be utilized with playing pieces. 

2. Description of the Prior Art 
There are many types of game boards that have been 

patented and/or developed to provide amusement fo 
people of all ages. ‘ 
.One of the earlier game boards is described in US. 
Pat. No. 1,903,661. The apparatus disclosed therein 
comprises a board having a track marked at the edge 
of the board. Markers, or playing pieces, are adapted 
to travel over the track with their movement controlled 
by a pack of cards having directions imprinted thereon. 
The game is still quite popular and is sold under the 
trademark “SORRY”. 
A game that has also been quite popular is the game 

that is sold under the‘ trademark “MONOPOLY”. This 
game is described‘ in US. Pat. No. 2,026,032, and is 
similar'to the “SORRY” game with the exception that 
the extent of the moves of the playing pieces is con 
trolled by the rolling of dice. 
US. Pat. No. 3,1 16,928 discloses a game board hav 

ing a plurality of inlaid sockets forming a course or con 
tinuous path. The sockets are adapted to receive mar 
bles forming the playing pieces. The object of the game 
is to be the first one to move four marbles from a start 
or base position, around the course to a ?nish or home 
position. The advancement of the marbles is controlled 
by the rolling of dice. 

In playing the game, if one marble lands on a socket 
occupied by an opponent’s marble, the opposing mar 
ble vacates the socket and is sent back to the base posi 
tion. Because of the number of marbles'involved, the 
frequency‘of having to return to the base position is 
quite high, thereby making the game interesting. 

Later versions of this game provide for various ways 
to take shortcuts along the course in order to reach the 
home position faster. These shortcuts are created by 
designating certain sockets as ones forming a shortened 
path. If a marble lands on any of these designated sock 
ets,‘ it can continue on the shortened path. The later 
version of this game also provides for another shortcut 
by designating a special socket in the middle of the 
board. The socket canbe reached only by certain ave 
nues. Upon reaching this socket, the marble cannot 
leave there until a certain number is rolled on the dice, 
after which the marble is free to continue a shortened 
path to the home position. 
Although this game affords one a variety of optional 

moves, the game is played on only one plane. Because 
of this, the moves are relatively simple, and the deci 
sion making as to what move to make is not very chal 
lenging. ' 

SUMMARY OF THE NVENTION 

The present invention adds a new dimension to the 
games described above by utilizing two game boards 
having separate tracks whichmay be interplayed in a 
completely novel ‘manner. 
The game board apparatus comprises a ?rst game 

board and a second game board relatively rotatable. 
Each game board has indicated‘areas‘extending about 
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2 
the respective board and constituting portions of a path 
or course. Various indicated'areas on the upper and 
lower tracks are specially desiganted to enable the 
playing pieces to travel from the path portion on one 
game board to the path portion on the other game 
board. 
During play, the second game board is rotatable with 

respect to the ?rst game board in order to constantly 
change the routes taken between boards. 
The main advantage of the present invention is that 
new dimensions are added to an old game which is 
played on a single board. By having a dual level path 
which is constantly changing, the player is faced with 
more complex decisions in deciding what moves to 
make of the many options available to him. Moreover, 
he must be more visually astute than for previous 
games of this type. All of these novel features tend to 
be more challenging and serve to heighten the interest 
one would have in the game. The features of the pres 
ent invention which are believed to be novel are set 
forth with particularity in the appended claims. The ' 
present invention, both as to its organization and man 
ner of operation, together with further objects and ad 
vantages thereof, may best be understood by reference 
to the following description, taken in connection with 
the accompanying drawings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 is an enlarged perspective view of the game 
board apparatus of the present invention; 
FIG. 2 is an exploded perspective view of the game 

board apparatus; 
FIG. 3 is a perspective view of the game board appa 

ratus showing a playing piece moving from one board 
to the other; and ‘ 

FIG. 4 is a perspective view of the game board appa 
ratus with the upper board being rotated to a new posi 
tion. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENT 

Referring now to the drawings, FIG. 1 illustrates a 
game board apparatus, generally indicated by arrow 
10, comprising a ?rst game board 20 and a second 
game board 30, rotatively mounted above. The game 
boards are substantially similar in structure except for 
differences which will be described hereinafter. 
Each game board comprises a central portion 21 and 

31, each having three legs extending radially outward 
therefrom at 120° intervals. For illustrative purposes, 
the three legs of the game board 20 are numbered 22, 
23, and 24 while the three legs of the game board 30 
are numbered 32, 33 and 34. 
The game boards further include a plurality of sock 

ets 25 and 35 spaced about the peripheries thereof for 
receiving a plurality of playing pieces 40. The playing 
pieces are in the form of pegs for ?tting into the sockets 
25 and 35. However, they may also be in the form of 
marblesor other conventional designs. ‘ 
The sockets 25 and 35 extend about the peripheries 

of the boards 20 and 30 and constitute portions of a 
path or course. 

Each member playing the game has four playing 
pieces 40 which are distinguishable by color from the 
other groups of playing pieces. The object of the game 
for each member is to get his four playing pieces from 
a starting or base row, around the course, to a home 
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row. Each leg has a base row and a home row to accom 
modate one player. For example, leg 22 has four sock 
ets forming a base row 26 for receiving the player's four 
playing pieces 40. A home row 27 is also formed by 
four sockets for receiving the four playing pieces 40 
after each has completed the course. 
The sockets at the inner ends of each leg are specially 

designated by either color, such as black, or, as in this 
case, by a raised ring placed therearound. For illustra 
tive purposes, these sockets will be described as black 
sockets 28 and 38. The function of these sockets will 
be described hereinafter. 
As shown in FIG. 2, the basic structure of each game 

board 20 and 30 is similar in construction for mass pro 
duction purposes. Each game board includes a slotted 
aperture 29 and 39. Each aperture 29 and 39 includes 
a plurality of slots 51 and 52 formed about the periph 
ery of the aperture. The utility of each of the slots will 
be described hereinafter. 
A column 60 is provided to be ?xedly mounted on 

the central portion 21 of th game board 20 for rotat 
ingly supporting the game board 30. The column 60 in 
cludes a plurality of lugs 61 for extending into the slots 
51 formed in the aperture 29. 
The upper extremity of the column 60 is adapted to 

extend through the aperture 39 of the game board 30, 
with an annular surface 63 being provided to support 
the game board 30 at the rim of the aperture 39. A plu 
rality of bosses 64 are formed on the stepped cam or 
annular surface 63 to extend into the slots 52 formed 
about the aperture 39. The sides of’ the bosses 64 are 
angularly biased to enable each slot edge to easily slide 
up over a boss 64 to be rotated to engage the adjacent 
boss 64. The bosses 64 are positioned in such a manner 
that the board 30 is adapted to be moved to three angu 
lar positions, each position being offset 60° between the 
corresponding leg portions. 
After the game board 30 is mounted over the column 

60, a cup-shaped cap 70 is adapted to be ?xedly con 
nected to the upper extremity of the column 60. The 
cap 70 is provided with a pointer 71 which is adapted 
to extend over three indicial areas, numbered 1 — 4, 2 
— 5, and 3 — 6, located about the inner periphery of the 
game board 30. 

OPERATION 

As stated previously, the object of the game is to be 
the first to move all four of one‘s playing pieces 40 
about any of a number of available courses from the 
base row 26 to the home row 27. The available courses 
will be described hereinafter. 
The game is played with a pair of conventional dice 

A and B. 
To get any playing piece out of one‘s base row 26 

(putting it into play) a one or a six must be rolled with 
die B. Until a player gets his ?rst playing piece into 
play, he only uses the die B. Thereafter he used both 
dice A and B. 
The die A is rolled to determine the angular position 

of the game board 30 with respect to the game board 
20. The board 30 is rotated and positioned so that the 
indicator 71 points to the indices corresponding to the 
number rolled. For example, if the number one or four 
were rolled, the game board 30 would be rotated to a 
position shown in FIGS. 1 and 3. In that position, the 
pointer 71 is located over the indices 1 ~ 4 of the game 
board 30. If the number three or six were rolled, the 
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4 
game board 30 would be rotated until the pointer 71 is 
positioned over the indices 3 — 6. In each instance, the 
game board 30 is rotated until the pointer 71 is pointing 
to the desired index and the bosses 64 are positioned 
within the slots formed in the aperture 39. This engage 
ment ensures that the game board 30 is always offset 
60° out of phase with the bottom board 20. 
When a playing piece 40 lands on a black socket 28 

or 38 and has more moves to make, it is placed on the 
black socket 28 or 38 above or below it and continues. 
The placement from one level to another does not 
count as one of the number rolled. 
A player can land on or move over an opponent’s 

playing piece. When a player lands exactly on an oppo 
nent’s piece on the last number he rolled, the oppo 
nent’s piece is removed and placed back to its base po 
sition. A player may not land on or move over his own 
playing piece. 
There are two optional shortcuts in the game which 

a playing piece can make to shorten the route from the 
base row to the home row. These shortcuts will be dis 
cussed in the example given below. 
Assuming one’s playing pieces 40 have the base row 

26 and home row 27 on leg 22. In the starting position, 
all four playing pieces 40 would be located in the base 
row 26. In the ?rst turn, only die B would be rolled. If 
a one or a six were rolled, a playing piece 40 would be 
taken from the base row 26 and positioned on a socket 
25 specially designated starting socket 80 on FIG. 3. 
At the next turn, after the other players have all had 

a turn, die A would ?rst be rolled to determine the an 
gular position of the board 30 with respect to the board 
20. Let us assume that a four was rolled, (hereinafter 
designated A-4) which would dictate that the board 30 
be rotated to a position shown in FIG. 3, after which 
the number rolled on the die B would dictate the num 
ber of sockets 25 traversed. If‘a four were rolled (B-4) 
the playing piece 40 on socket 80 would be moved four 
jumps to the fourth socket designated 81 on FIG. 3. 

In the next turn, let us assume that an A-1 and a B—4 
were rolled. If the board 30 is not already at the posi 
tion shown in FIG. 3, it would be moved there, after 
which the playing piece 40 on socket 81 would be ini 
tially moved ahead one jump to the black socket 28 
designated socket 82 in FIG. 3. Since the playing piece 
40 has more jumps or moves to make, it must change 
levels to continue. In this case, the playing piece 40 
would be placed on the black socket above socket 82. 
This socket is designated 83. The placement from one 
level to another does not count as one of the number 
rolled. Therefore, the playing piece 40 continues in a 
clockwise direction from socket 83, three more jumps 
to socket 84. In continuing around the board 30, the 
playing piece 40 moves around the leg 32 (dictated by 
die B) until it approaches the black socket 85. At this 
point, if the piece reaches socket 85 and has more 
moves to make, it is dropped to the black socket 28 
below socket 85, to continue on the board 20. If the 
board 30 were in the position shown in FIG. 3, the 
piece 40 would be dropped to a black socket on leg 23. 

If a three or a six were rolled with the die A, the 
board 30 would first be rotated to the angular position 
shown in FIG. 4, and the piece 40 would be dropped 
from socket 85 in its new position to the black socket 
87. The playing piece 40 would then continue around 
the latter half of leg 22 until it reaches or passes the di 
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rectional socket 88. As the pieces 40 go past the socket 
88, they are directed into the home row 27. 

It should be noted any one of the four playing pieces 
40 for each team can be moved with each turn, as long 
as they are on the playing courses of the boards 20 and 
30. 
As stated above, a playing piece can land on or move 

over an opponent’s piece. When a player lands exactly 
on an opponent’s playing piece, on the last number 
rolled, the opponent‘s piece is removed from that 
socket and placed back in its respective base row 26, 
to start over again. 
There are two optional shortcuts in the present appa 

ratus. 

In the ?rst shortcut, if a player rolls a number on die 
B that leaves one of his pieces 40 one move beyond a 
black circle 28, he may jump to a center position 90 lo~ 
cated on the indicator cap 70. In order to leave the cen 
ter position 90, a player must subsequently roll a one 
with the die B. At this time, he may proceed to any of 
the black sockets 28 or 38 on either level. If a player 
desires to take this shortcut with a playing piece al 
ready in a black socket 28 or 38, the only way he can 
jump into the center position 90 is to roll a one on the 
die B. For example, if the player from leg 22 started 
with a piece on socket 80 and rolled a B—6, he could 
option to move ?ve jumps to socket 82 and on the sixth 
jump move to center position 90. If he does not take 
this option, he can move up to socket 83 to continue 
on leg 32. If he does go to the center position 90, he 
must subsequently roll a B-l to move the playing piece 
to any black socket 28 or 38. In this instance, it would 
be advantageous to move to socket 87 since this would 
be the shortest route to the home row 27. 

[n the second shortcut, if a player lands exactly on a 
black socket 28 or 38 with the last number he rolled, 
he' may, on his next turn, move diagonally between 
black sockets 28 and 38 on alternate levels. For exam 
ple, a pair of moves are shown in FIG. 4. Assuming a 
playing piece from leg 33 landed on black socket 83 
with the last number rolled. On his next roll, he rolls an 
A~6 and a [3-3. The upper board 30 is already in the 
sixth position shown in FIG. 4. The playing piece 40 
would then move from the black socket 83, diagonally 

socket 91. Since‘the player’s home row 27 is on leg 33 
and he has one move left, he would continue from there 
to socket 92 in order to proceed to the home row 27. 

The main advantage of the present apparatus is that 
the various routes one could take and the ever chang 
ing conditions of the top board add a complexity and 
challenge that are not possible in single planed game 
boards. _ 

Although the game can be played with two to six 
players, it is especially attractive for six players. With 
24 playing pieces in play, there are many opportunities 
to land on opponents‘ playing pieces to send them back 
to their base row. Moreover, the shortcuts enable one 
to make various offensive and defensive maneuvers. 
However, since one can be sent back to base row at any 
time, these shortcuts can'also be frustrated, all of which 
adds to the enjoyment of the game. 

It should be noted that various modi?cations can be 
made to the apparatus while still remaining within the 
purview of the following claims. 
What is claimed is: 
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downward to socket 87, and then diagonally upward to 45V 

6 
1. A two level game board apparatus to be played 

with playing pieces comprising: 
a ?rst board having a central portion and three leg 
portions extending radially outward from said cen 
tral portion, each leg portion having indicated 
areas adapted to receive the playing pieces, said in 
dicated areas extending about the ?rst board and 
constituting portions of a playing path; 

a second board mounted over said ?rst board and 
having the same central portion and three leg por 
tions as said ?rst board, said second board’s leg 
portions having indicated areas adapted to receive 
the playing pieces, said indicated areas extending 
about said second game board and constituting 
portions of said playing path, certain of said indi 
cated areas on each path portion constituting a sep 
arate distinguishable group to enable the playing 
pieces landing on those separate areas of the path 
portions of one board to move to separate areas of 
said group of the path portions of said other board; 

a central support member fastened to said ?rst board 
and rotatably connecting said ?rst and second 
board; 

means on said central support member for a rotatably 
relative positioning of said ?rst and secondboards‘ 
respective leg portions so that they do not overlap 
and are circumferentially offset with the playing 
path portions of each board being operatively posi 
tioned to permit playing pieces to'move between 
said boards; I 

a pointer member ?xedly connected to said central 
support member; and 

indicating means‘on said second board for cooperat 
ing with said pointer member in positioning said 
relatively movable second board. 

2. The apparatus of claim 1 wherein said indicating 
means comprises a plurality of indices formed on said 
second board adjacent the periphery of said central 
support member‘whereby the pointer member is capa 
ble of pointing to any one of the indices to indicate the 
angular position of the second board with respect to the 
position of said ?rst board. 

3. The apparatus of claim 2 wherein each of said first 
and second boards’ three leg portions are oriented 120° 
from each other. . 

4. The apparatus of claim 1 wherein said indicated 
areas on each of said ?rst and second boards are lo 
cated about the outer periphery of each board. 

5. The apparatus of claim 4 wherein each of said indi 
cated areas of each of said ?rst and second boards com 
prises a socket for receiving the playing‘pieces. _ ' 

6. The apparatus of claim 1 wherein said certain indi 
cated areas on each path are located adjacent the junc 
tions of the legs. 

7. The apparatus of claim 6 wherein each of said indi 
cated areas of each of said ?rst and second boards com 
prises a socket for receiving the playing pieces. 

8. The apparatus of claim 1 wherein said means for 
rotatably positioning said ?rst and second board leg 
portions so that they do not overlap includes a stepped 
cam surface adjacent one end of the outer periphery of 
said central support member and slots in an aperture 
formed in said second board for cooperating with said 
stepped cam surface in positioning; said second board. 

9. The apparatus of claim 8 wherein said central sup 
port member has three lug members extending from 
the other end, said ?rst board having an aperture 
formed therein and provided with slots whereby the lug 
members can ?xedly extend into said slots to connect 
the central support member and ?rst board together. 

* * * * * 


