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[57] ABSTRACT 

A board game apparatus for two players comprising a 
board having a main playing area, and an outer perim' 
eter which is an exclusive passage for the exclusive use 
of a single designated piece, one for each player, non 
square simulated barriers and goal zones, and a plural 
ity of game pieces divided equally between the play 
ers. The object of the game is one of strategic maneu» 
ver and interplay of the game pieces between the two 
players, as permitted by the rules, moving the pieces 
generally forward toward predetermined goals, utiliz» 
ing the advantages of the outer perimeter for the said 
exclusive use of the said designated piece, one for 
each player, 

1 Claim, 2 Drawing Figures 
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BOARD GAME APPARATUS 
This invention relates to improvements in board 

game apparatus, a chess-type game, intended particu 
larly to provide an inexpensive game of skill, involving 
mental strategy. 
The primary object of the game is the provision of a 

game board or playing area wherein two opposing play 
ers may manipulate their play pieces in such a way as 
to generally advance their own play pieces toward a 
goal, and generally at the same time to retard the ad 
vance of the opponent, and whenever possible to climi 
nate opposing play pieces. The object also generally at 
the same time is to utilize to its maximum advantage 
the bene?ts of a novel and distinct innovation: an ex 
clusive passage for the exclusive use of a designated 
playing piece, one for each player, in accordance with 
predetermined rules of play. 
Another object of the present invention is to provide 

an intellectual game which may be played by two and 
has a wide range of interest for young children as well 
as adults. 
Although the overall description will be generally de 

tailed in the outline of the different aspects of this 
board game, the game as played by two players is rela 
tively simple in concept, as compared with chess. The 
intention is to make available to interested players a 
provocative and stimulating game, particularly with the 
new innovation of the exclusive passage for exclusive 
use of the designated piece. 
The drawing accompanying and forming part of the 

specification illustrates a present practical embodiment 
of the invention which includes the said novel exclusive 
passage for the use of an exclusive single designated 
playing piece, one for each player. 

FIG. I is a plan view of the game board in its prefered 
form, showing the exclusive passage and with the game 
pieces shown in the positions they occupy at the com 
mencement of a game. 
FIG. 2 is a view in perspective of the three basic types 

of game pieces used, which are shaped in representa 
tion of their degrees of relative importance. 
The design of the board is shown in FIG. l, and this 

may be mounted on any suitable support as, for exam 
ple, heavy paper, carboard, a wooden board or any 
other similar support. The game apparatus of the pres 
ent invention may be described as follows with refer 
ence to FIG. 1; a playing board 10 is divided generally 
into four areas; (a) the outer perimeter 11, (b) the 
main area 12, (c) goal zones 13 and (d) non-square 
simulated barriers I4. 
The exclusive passage or course 11 extends around 

the outer perimeter of the game board, forming 36 
marginal squares. The main playing area 12 occupies 
the inner playing area, being directly adjacent to the 
outer passage on the two sides and being adjacent to 
the goal zones on the top and bottom of the board and 
adjacent the barriers in four places, forming a total of 
44 squares. The two goal zones I3 are directly adjacent 
and between the outer passage on one side and the 
main playing area on the other side, each goal forming 
four squares side by side with both goals occupying and 
totaling 8 squares. The simulated barriers 14 are non 
square and are four in number, forming the inward cor 
ners of the outer passage, with each barrier occupying 
the equivalent of three squares for a total of 12 squares. 
Although the barriers are non-square in shape, they oc 
cupy the equivalent of three squares each. The game 
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2 
pieces, being 24 in total, are divided equally, 12 for 
each player respectively. 
With continued reference to FIG. 1, the twelve 

pieces referred to in the numbered squares are as fol 
lows; king 23, queen l8, and guards 15, 16, l7, I9, 10, 
2] , 22, 24, 25, 26 with the king having the prerogative 
of being the designated piece with the exclusive right 
to use the exclusive passage. The physical make-up of 
the three basic pieces, king, queen and guards, can vary 
in size and shape as shown in FIG. 2, with the king 
being the largest in size, the guards having the smallest 
size, with the queen being of intermediate size. This is 
given only as a preferred example, as the relative differ 
ences between the basic pieces also can be made either 
by the use of graphic markings or by the use of color 
symbols. It is also preferred to have l2 pieces in black 
and 12 pieces in white. 
With continued reference to the drawing, the playing 

face of the board has a number of mutually perpendicu 
lar, intersecting grid lines extending parallel to the 
edges of the board, thereby forming a series of individ 
ually distinct playing spaces which are arranged in a 
generally uniform pattern over the entire playing area 
of the board, including the central playing area, the 
starting zones, the goal zones, and the exclusive pas 
sage. The simulated barriers 14 are in each corner of 
the central playing area 12, forming the inward corners 
of the exclusive passage ll, leaving the exclusive pas 
sage itself unobstructed. Each of the four simulated 
barriers occupy an area generally equivalent to three 
playing squares, thereby leaving an entrance or exit for 
the exclusive use of the king, through the goal zones I3, 
‘or along the sides 27, to or from the cental playing area, 
it being the designated piece, to move either into or out 
of the exclusive passage. The goal zones 13 are accessi 
ble to the designated piece for any movement either 
through said goal zones or within said goal zones. Each 
goal zone may be defined in any convenient way. In the 
drawing for example, each goal zone is de?ned by 
heavy lines 13, which extend along certain of the grid 
lines between the barriers. The side openings 27 also 
are defined by heavy grid lines, extending between the 
barriers. 
The two general playing areas are differentiated one 

from the other by the use of contrasting colors. The 
central playing area including the goal zones is prefera 
bly red in color, with the goal zones accentuated with 
heavier grid markings, and the exclusive passage having 
a contrasting color, preferably green, thereby having 
the two general playing areas distinguishable one from 
the other, and the simulated barriers in any other suit 
able differentiating color, preferably black. 
The exclusive passage I 1 forms a continuous passage 

or course extending about the perimeter of the game 
board. The opposing kings have access of movement 
throughout the said exclusive passage on all sides of the 
board. This passage permits the designated piece, the 
king, the opportunity, within a minimum number of 
moves, to be in position to attack opposing pieces from 
either of the two sides of the board at 27, or from the 
rear at I3, with the singular advantage of being itself 
protected while attacking from this form of sanctuary, 
the exclusive passage. Once the king moves into an ad 
vantageous position in the exclusive passage, it can 
strike into the central playing area to remove an oppos 
ing piece and then, on the next move, retire back into 
this sanctuary. However, when moving into the central 
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playing area, the king becomes vulnerable as will be 
more apparent further in this description. 
The rules of the game may provide for generally fixed 

movements for the game pieces. The king. being the 
primary or designated piece, has the greatest range of 
movement. Only the king has the prerogative of moving 
into the exclusive passage. Once in the passage, he can 
move either one or more spaces at a time or as many 

spaces as exist in the outer perimeter on a given move. 
The king can also play in the central playing area, again 
having the prerogative of moving one or more spaces 
on a given move, and if no pieces obstruct, and, as an 
example, he is permitted to move from the outer perim 
eter on one side, through the central playing area, to 
the outer perimeter on the opposite side. Therefore the 
king, when no other pieces obstruct, has the option of 
moving in any direction as many spaces as the board 
permits, from border to border, and can take opposing 
pieces from any direction. The queen moves diagonally 
one or more spaces or as many spaces as the boundary 
of the central playing area permits, or moves only one 
space vertically or horizontally, taking opposing pieces 
diagonally only. As was stated above, all players are re 
stricted to the central playing area, with the one excep 
tion being the kings, one from each side, who are per 
mitted to play in both the central playing area and the 
outer perimeter. The guards are restricted to move one 
space at a time, either forward vertically, forward diag 
onally, or one space to either side, but the guard cannot 
move backward, and takes opposing pieces diagonally 
only. 
Generally there are two ways in which a player can 

be declared the winner of the game. (1) By eliminating 
the queen. (2) By advancing and maneuvering one of 
the ten guards and thereby gaining access to the oppos 
ing marked goal zone 13. If neither of the two ways of 
winning is accomplished, the game becomes at that 
point a tie, as the rules may provide. 
To continue, a further description of how the king 

may be played, particularly in relation to the exclusive 
passage. The king in one play can move backward 
through his own goal zone area and into the passage. 
Once in this sanctuary the king has the range on a given 
play, to move as many spaces in the passage as exist in 
the passage. In the passage he can be placed strategi 
cally, on subsequent moves, moving through the center 
openings 27 facing the central playing area, or from the 
rear of opponent‘s goal 13. From this position the king 
can attack vulnerable and unprotected opposing 
pieces. With this in mind, and as an example of how to 
protect oneself generally, the play pieces in the central 
playing area may be protected as follows; a guard mov 
ing forward one space has the immediate protection of 
a piece situated diagonally and directly behind, and 
other similar moves may be made for protection de 
pending on the position of the other pieces, as from 
time to time the king and queen may be used for pro 
tecting their own pieces. It is this interplay of game 
pieces that in turn makes a piece vulnerable at times, 
and the attempts to protect it, and the further damage 

5 

15 

20 

25 

30 

35 

40 

45 

50 

55 

65 

4 
or advantage of a free-wheeling king moving with 
greater freedom and ?exibility,, who can attack from 
any direction with a minimum number of moves, that 
makes the game provocative by nature. If the strategy 
of a particular situation dictates, the king may remain 
by choice in the central playing area, either to protect 
its players, or force advantages left by a weakened op 
poncnt. The description of the king movements is only 
for example and not the full extent of the different situ 
ations the king may encounter. As stated previously, 
the king piece becomes vulnerable like any other piece 
while remaining in the main playing area. Because of 
the opportunities afforded by the passage, either as a 
sanctuary, or as a means of strategic maneuvering, the 
king will attempt to take maximum advantage of his 
prerogatives as being the designated piece in relation to 
this sanctuary. 
The object of the game becomes one of strategic ma 

neuver and interplay of the game pieces between the 
two players, utilizing as far as possible all the advan 
tages that the three basic game pieces and their poten 
tial movements may have under the rules. The game 
pieces for each player are moved generally forward, to 
ward predetermined goals, eliminating opposing game 
pieces when the opportunities arise, and generally at 
the same time making attempts to block or retard the 
progress of the opposing pieces, also generally at the 
same time utilizing the exclusive passage, the outer pe 
rimeter, to its fullest practical extent. 
Other objects, features and advantages of the present 

invention will become more apparent as one plays the 
game and becomes more versed and adept after each 
succeeding game. 
Having thus described the invention, it is to be under 

stood that although specific terms may have been used 
in the description, they are used in the generic and de 
scriptive sense and not for the purposes of limitation, 
the scope of the invention being set forth in the follow 
ing claim. 

1. A board game apparatus comprising a board and 
two sets of playing pieces, each set consisting of a single 
large piece, a single piece of somewhat smaller size, 
and ten pieces smaller than the last mentioned piece; 
said board having on its surface two sets of lines paral 
lel to the sides of the board, the lines of one set being 
perpendicular to those of the other set, whereby 88 
squares of equal size are provided, 36 of said squares 
forming a continuous path around the periphery of the 
board, the remaining squares being within said path 
and forming a major playing area having at each of its 
corners an area equivalent in size and shape to three 
squares, said areas being of distinctive appearance and 
forming an L-shaped ?gure, two rows of four squares 
each between legs of the L-shaped ?gures and adjacent 
the top and bottom edges of the board, the remaining 
36 squares being arranged in six rows, the uppermost 
and lowermost rows each having six squares and the 
four central rows each having eight squares. 

* * * * * 


