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[ 5 7 ] ABSTRACT 
A game apparatus for building representations of sky 
scraper types of building frames of low stability. The 
pieces of each group are substantially identical with 
each other, but different from the game pieces of 
other groups, distinguishing therefrom in cross sec 
tional shape and size, or both, and in length. The game 
pieces of some groups are pillars to be stood upright, 
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each pillar having planar opposite ends normal to its 
longitudinal axis with each end of such size that, when 
the pillar is positioned upright with one of its ends 
resting on a planar horizontal surface and is unsup 
ported laterally, it is self-supporting in upright position 
against the force of gravity, but has such a low degree 
of stability that it can be toppled over readily by small 
laterally applied components of ' extraneous forces. 
Other game pieces are cross beams each of which has 
parallel planar opposite faces so that each cross beam 
can be supported in horizontal position by juxtaposing 
the lower face on the upper ends of two associated lat 
erally spaced, upright pillars, and, in turn, can sup 
port, in upright position, superposed pillars of which 
the lower ends rest on the upper face of the cross 
beam. The game pieces of each group are coded by 
suitable indicia which designate their permitted uses. 
Pieces designated for a specific permitted use are pro 
hibited by the rules from being put to any other uses. 
The play indicator devices are manipulatable by the 
players, respectively, and bear pertinent play indicia 
for indicating at each manipulation, the act or acts to 
be performed with the game pieces by one or more 
players. One such device is a set of dice with special 
indicia on the die faces for providing different play in 
dicating combinations upon random throws of the 
dice. Another, and optional, device is a set of cards, 
for blind selection, indicating alternative actions to be 
taken whenever the action indicated by the dice can 
not be taken. 

7 Claims, 4 Drawing Figures 
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BUILDING GAME 

BACKGROUND OF INVENTION 

1 Field of Invention 
Game pieces for building representations of the 

frameworks of skyscrapers and play indicating devices 
for indicating actions to be taken by a player with the 
game pieces under the rules of the game. 

2 Description of the Prior Art 
Heretofore game pieces have been provided for 

building various structures by manipulation of the 
pieces and by actions taken in response to play indicat 
ing devices operated by the players. Generally stability 
of the structure being built is enhanced by the con?gu 
ration of the game pieces themselves or by mechanical 
connectors which interconnect the game pieces and 
hold them securely in assembled relation. 

In some instances, the play pieces employed are such 
that the structure built is somewhat in the nature of a 
puzzle in which each part or game pieces has one, and 
only one, speci?c position relative to all of the others. 

SUMMARY 

The present invention is drawn to a building game in 
which the game pieces impart only limited stability, ap 
proaching the unstable, to the structure being built. To 
this end the game pieces are free from any mechanical 
connectors. They are so shaped that even the limited 
stability can be attained only by great manual dexterity 
in delicately placing the pieces in the positions in which 
they are directed to be placed by the rules of the game 
and by the play selectors. Success requires taking the 
maximum advantage of the individual inherently lim 
ited stability of the individual pieces. By careful place 
ment a building several stories high and relatively high 
in relation to its own overall base dimensions can be 
constructed. By the rules of the game, the player ?rst 
building a framework of thevgreatest previously agreed 
to number of stories is the winner. Thus manual dexter~ 
ity in manipulating the pieces to build the structure is 
one very important factor. Mental acuity in election of 
the order in which the building is to proceed and the 
nature of the individual stories to be attempted also is 
important. 
Various speci?c objects and advantages of the inven~ 

tion will become apparent from the following descrip 
tion in which reference is made to the drawing. 

BRIEF DESCRIPTION OF THE DRAWING 

FIG. I is a collective view of typical game pieces of 
the present invention, showing each game piece in per 
spective; 
FIG. 2 is a perspective view of a set of dice with spe 

cial indicia and used as a play selector of the present 
invention; ' 

FIG. 3 is a deck of cards with play indicating indicia 
thereon illustrating another play selector which may be 
used in combination with the dice of FIG. 2; and 
FIG. 4 is a diagrammatic illustration of a part of a 

building frame structure constructed of the game 
pieces illustrated in FIG. 1. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENT OF THE INVENTION 

As more fully disclosed hereinafter, the object of the 
game is to be the ?rst player to build a skyscraper 
framework of a substantial number of stories and 
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2 
capped by a dome or peak, and ?agpole. To add excite 
ment and require the exercise of mental acuity and nor 
mal dexterity by the players, the framework structure 
to be constructed is usually one having several stories; 
for example, from ?ve to ten stories. As the height in 
creases, the stability inherently decreases, requiring 
progressively more care in placement of the pieces. 
Since the number of ?oors ?rst constructed determines 
the winner, it is, of course, desirable not to use more 
than four basic pillars and necessary cross beams for 
the lower or any other ?oor, in an attempt to increase 
stability, but instead, to make each story one employing 
four corner pillars, thus using the pieces to the greatest 
advantage toward the end of greater height or more 
stories. Mechanical connectors of any nature for con 
necting the game pieces together defeat the whole 
basic conception of the game and are not used. Instead, 
the pieces maintain their assembled position due to 
very careful proper initial positioning of them, each in 
its intended assembled relation to the others. Due to 
this initial proper positioning and to the proper posi 
tions selected for resulting effective weight distribution 
with the centers of gravity of the ?rst ?oor and each 
succeeding ?oor within the base de?ned by the four pil 
lars of the bottom ?oor, a degree of stability is obtained 
which can withstand toppling by gravity. However, in 
advertent extraneous forces directed laterally of the 
structure by a player during the building construction 
necessarily have to be kept to a minimum so as not to 
topple individual elements of the ?oor being con 
structed, and other ?oors, in whole or in part. 
Referring to FIG. 1, a set of play pieces is illustrated 

and comprises pillars or columns 1, 2, and 3, respec 
tively, each of which is cylindrical. In addition to the 
cylindrical pillars 1, 2, and 3, pillars of rectangular 
cross section are provided. In the form illustrated, two 
pillars 4 and 5 of square cross section are preferred. 
Cross beam members 6 are provided. The cross beam 

members 6 are preferably of rectangular cross section 
with opposite faces planar and parallel to each other. 
If desired, of course, the beam members 6 may be of 
some other cross sectional shape in between their ends, 
but it is necessary that each beam member have, at 
each end, a pair of oppositely facing parallel supporting 
surfaces spaced apart from each other. Those surfaces 
of the two pairs which are at the same side of the mem 
ber are coplanar. 

In addition to these general game pieces, special ?n 
ishing game pieces are provided, these being in the 
form of triangular peak forming game pieces 7 which 
may be of uniform thickness throughout their extent, a 
single ?agpole supporting piece 8 and a flagpole 9. The 
installation of the ?agpole 9 indicates completion of 
the structure. 
The game piece 8 is the only one of the pieces which 

is not free from connecting means of any nature. It has 
at one end a bore 10 adapted to receive the lower end 
of the ?agpole 9 for designating that the structure has 
been completed. The bore 10 is sufficiently larger in 
diameter than the ?agpole 9 so that there is little resis 
tance to insertion of the ?agpole. This feature is neces 
sary because of the low degree of stability of the struc 
ture. 

It has been found generally that the quantities of them.v 
different game pieces required works out rather consis-l ‘ 
tently. 
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A typical set of game pieces is illustrated in the fol 
lowing Table I wherein the game pieces, with the size 
and quantity of each piece opposite it, are listed. Table 
l is merely an illustrative example of the number, sizes, 

4 
could were the end surface continuous. 
The cross beam game pieces 6 are of selected size so 

as to use a minimum amount of material for performing 
their cross tie function. Since they do not have to bear 

and shapes of game pieces which can be used. Obvi- 5 any substantial amount of load as beams, they may be 
ously, each type of game piece can be different size and made relatively thin, but they must be stiff enough so 
shape than illustrated, but each game piece of each that, on the top floor, they can support the game pieces 
type should be the same as others of that particular 7 and the ?agpole supporting piece 8, and ?agpole 9. 
type. For example, in the Table, the pillars 2 may be the Their end portions are merely in direct compression. A 
same length as the pillars 1, respectively. The triangular l0 limitation is that each should be wide enough so that 
pieces 7 may be as thick as the width of the ?agpole the under face at each end covers substantially the en 
supporting piece 8, for example 1/2 inch, instead of tire end face of a pillar and their upper face is at least 
somewhat less thick, as illustrated. as wide as the lower end of the pillar to be supported 
Further, in Table l, the reference numerals used to thereon. 

designate the pieces in the drawing are not the “play 15 Generally, all of the cross beams or game pieces 6 are 
numbers” by which latter the pieces are referenced to identical, being of rectangular cross section and of the 
the play indicator. same length, 

TABLE I 

Drg. Type Play Cross Length X-sectiion No. of 
Ref. Piece sectional (inches) dimensions pieces 
No. No. Shape (inches) 

1 pillar 5 circular 41/2 D—5/a l6 
2 pillar 9 circular 3% D-Vz l6 
3 pillar 4 circular 2% D-5/s 8 
4 pillar 6 square 5% l/zXVz 28 
5 pillar 8 square 41/2 l/zXl/z 28 
6 beam 7 rectangular 4% l/aXl/s 80 
7 finish 10 triangular base 1% Thickness l6 

(elevation) alt. 41/2 1/2 
8 ?agpole 3 circular l0 D-3/l6 4 
9 ?agpole 11 square 5 l/2X‘/2 4 

support bore 7/32 

Certain characteristics of the game pieces are criti- Each game piece 7 is in the form of a right angle tri 
cal. As mentioned, none, except the game piece 9, has 35 angle so that, such pieces can have their lower edges or 
any means for connecting it to any other game piece. legs resting on a platform of play pieces 6 with the 
It is necessary, therefore, that both ends of each of the other legs of the right angle extending vertically and 
pillars be planar and normal to the axis of the pillar. bearing against the side faces of the ?agpole supporting 
Further, the ends must be of such shape that if a pillar game piece 8. 
is stood upright on a horizontal supporting surface with 40 A play indicator that may be used constitutes a pair 
its lower end juxtaposed thereagainst, it will retain its of dies 11 and 12, as illustrated in FIG. 2 and having 
upright position against the normal forces of gravity. specially numbered faces. One die 11 bears on its faces 
However, standing alone, it has little resistance to top- numerals 1 through 5 and X, respectively. The other 
pling by extraneously applied lateral components of 45 die 12 bears on its faces numerals 2 through 6, and X, 
force of substantial amount. This is true for all pillars. respectively. Thus the dice are conventional except 
Of course, assuming pillars with identical ends, the that on one die, numeral 6 is replaced by X, and on the 
longer the pillar, the less is its inherent stability. other die numeral 1 is replaced by X. 

It is desirable that the pieces be simple, and that each As exemplary of a game which can be played, using 
be of uniform cross section throughout its length. If de- 50 the above dies 11 and 12 as the play indicator, and 
sired, the columns may be ?uted, or otherwise given an which combines mental acumen and dexterity follows. 
attractive appearance, care being taken not to reduce The game can be played by from two to four players 
too much the areas at the outer peripheral margins of and the object is to be the first player to complete the 
the end Surfaces, as it is the Outer Peripheral margin of construction of a skyscraper framework of a predeter 
an end, not the central portion, which determines the 55 mined number of stories, topped by the peak section, 
stability. Consequently, though the entire end surfaces ?agpole holders, and ?agpole. Each story must include 
of the pillars as shown are planar, the word “planar,” four pillars, no more and no less, and at least two, but 
as used herein, means that the supporting portions of not more than four, horizontal cross beams. These 
each end surface lie in a common plane, even though cross beams may not be used in any other manner than 
the supporting portion is not continuous across the en- 60 for horizontal beams. The pillars of at least two com 
tire end. For example, an end which has nOICheS CU! plete stories must be cylindrical, exclusively, although 
transversely of the pillar, or an end with a concavity more stories may also employ cylindrical pillars. The 
formed therein which leaves the outer peripheral mar- platform on the top story on which the peak pieces are 
gin of the end as the supporting portion, is a planar sur- to rest may include any number of reinforcing beams. 
face, even though the various portions are not coexten- 65 No pillar, whether cylindrical or polygonal in cross sec 
sive in area with the end. Actually, such a concavity 
could be of advantage, in that small irregularities of the 
supporting surface located a short distance inside the 
peripheral margin cannot interfere with stability as they 

tion, may be used as a horizontal beam. The game 
pieces must be built into the structure, one at a time, 
and no two or more of them can be assembled as a sub 
assembly before adding to the structure. For example, 
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the ?agpole support piece 8 and ?agpole piece 9 can 
not be connected together before installation of the 
piece 8 in the structure. 
The play stops while a player is building any portion 

of his structure. Each player collects an inventory of 5 
game pieces from a center stockpile. He has the right 
to determine when he will begin building, to what ex 
tent, and at what pace. The ?rst person to complete a 
multi-story structure of the number of stories agreed 
upon, complete with a peak and installed ?agpole is the 
winner. 
For beginning the play the game pieces are sorted 

and like pieces are arranged in separate piles in the 
center of the play area. Each player, in turn, then rolls 
the same one of the dice. The player obtaining the high 
est number initiates the play. The ?rst player rolls both 
dice. If either of the dies stops with an X up, the player 
loses his turn and the dice move to the next player to 
the left. If neither die shows an X, the ?rst player takes 
from the appropriate one of the stockpiles a play piece 
bearing the play number, not the drawing reference nu 
meral, equal to the sum of the numbers on the show 
faces of the dies. The game pieces bear their designated 
play numbers, respectively. The play pieces so obtained 
are placed in the player’s private inventory. This com 
pletes his turn and the dice are passed to the next 
player to the left. 

If a player rolls two X’s, he can select any one game 
piece he desires from any one center stockpile he 
elects. Should he roll two X’s a second consecutive 
time, he may then select and take game pieces, one 
from each of the remaining players’ inventories, re 
spectively. He then can roll the dice again and com 
plete his turn as above prescribed and again selects a 
piece from the appropriate center stockpile, as indi 
cated by the sum of the numbers on the dice. The game 
continues with all players rolling the dice successively, 
and each establishing his own inventory of game pieces. 
A player may elect at any time to begin construction 

of his skyscraper, provided he makes his election at the 
beginning of his turn and before he rolls the dice for 
that turn. He may build the stories in any sequence he 
desires. For example, he may build one story at a time 
between his drawings of game pieces, or he may wait 
to build several stories at once after accumulating a 
large stockpile of game pieces. He may begin with any 
size and shape of pillars, although that decision usually 
depends on what game pieces his dice rolls have allo 
cated to him. 
Certain incentives are offered to each player as the 

game proceeds. For example, assuming there are four 
players, the ?rst player to complete two stories of his 
structure may select two game pieces of his preference 
from the inventory of any one of the players, that is, a 
total of two pieces, not two from each of the invento 
ries of the other players. 
The second player to reach tow complete stories may 

likewise make a selection in like fashion from the in 
ventory of any one of the other players except the ?rst 
player to reach two stories, whose inventory is ex— 
cluded. The play continues in this manner and selection 
to which a player is entitled is limited to the inventories 
of those players who have not yet reached two com 
plete stories, or whose building, after having reached 
two stories, has collapsed to less than two stories. There 
is, therefore, a distinct advantage in being the ?rst 
player to complete two complete stories as expedi 
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6 
tiously as possible. Thus, assuming four players, three 
of whom have completed two stories, the fourth player 
obviously is without any privilege in taking game pieces 
from the inventories of other players upon his reaching 
the two stories, except one of those, if any, whose struc 
ture has collapsed to less than two stories. No player 
may remove any game piece from another player’s 
structure, but only from/an inventory. 

If a player is constructing a story and a portion or all 
of that story collapses before being completed, the 
player may, with no penalty, start again and continue 
building. If, during construction or at any time, a story 
other than the one currently being built collapses, all 
pieces from the structure which collapsed and those 
pieces not constituting a complete story must be re 
turned to the center stockpile and the player may re 
sume the play from the point where a story of at least 
four vertical pillars and two horizontal beams remains 
intact. 

If an entire structure collapses, which is most often 
the case, all game pieces that were a part thereof are 
returned to the center stockpile, but in no event after 
such collapse does the player return to the center 
stockpile those pieces that were in his inventory and 
not yet a part of the former structure. 
After all pieces are returned to the stockpile follow 

ing a collapse, the player takes his turn rolling the dice 
and the. play continues as usual. Thus, when a part of 
the structure other than what is currently being built 
collapses all pieces which collapsed and those not con 
stituting a complete story are returned to the center 
stockpile and the structure remaining determines the 
status of the player, that is, whether he has completed 
the two stories of the four stories requisite for special 
consideration as above provided in the case of building 
to four stories. 
The game ends when a player ?nishes the skyscraper 

conforming to the previously agreed upon guide lines. 
As a further re?nement, a deck, indicated at 15, of 

cards 16, as illustrated in FIG. 3, is provided. These 
cards bear instructional indicia as noted in the follow 

ing Table II, wherein the quantity of like cards and the 
instructions borne thereby are indicated. 

TABLE [1 

Quantity Type 

12 Return one game piece to stockpile. 
8 Player to your right return one game piece 

to the stockpile. 
8 Player to your left return one game piece 

to the stockpile. 
Take one piece from any players‘ inventory. 
Take one piece from the stockpile. 
All players return one game piece to 
the stockpile. 

OOCOO 
These cards are used in the following manner. Should 

a player ?nd that there are no gamepieces remaining in 
the center stockpiles that correspond to the number in 
his dice roll, he must take the top card of the shuf?ed 
cards which are arranged on the table face downward 
and comply with the instructions on the card. The spe 
ci?c size and shape of the cards are immaterial, and the 
instructions found in the table were merely illustrative 
of some that have been found desirable. Other instruc~ 
tions may be included on the cards, if desired. 



3,899,169 
7 

Thus the deck of cards provides an alternative in 
those cases in which one cannot draw game pieces in 
accordance with the throw of the dice. 

It is advisable not to play this game on a light table, 
such as ‘a folding card-table, due to the wobbly condi 
tion of the table itself and the fact that the structures 
are of low stability. It is better, therefore, to use a ?oor 
area and perhaps in order to eliminate any unevenness 
that might exist in the floor each player may build on 
a stif?y bound book resting on the ?oor. 
To make the play more interesting, as to physical 

dexterity, variations in diameters, shapes, and sizes of 
the game pieces may be used, the speci?c shapes and 
sizes not being critical except that in all cases the end 
surfaces of each pillar must lie in planes normal to the 
axis of the pillar, and the length to end area or shape 
must be such that the building framework is inherently 
of low stability. 
As mentioned, if desired, at slight expense the ends 

of the pillars can be countersunk at the central portion 
leaving only a narrow peripheral planar margin. This 
has an advantage in that small localized irregularities in 
the surface might be objectionable were they engaged 
by a central portion of a pillar coplanar with the mar 
gin. Such would prevent the pillar from standing in true 
upright position on a horizontal surface whereas, with 
the end portions countersunk, such localized irregular 
ities in the surface may fall within the countersunk por 
tion, leaving the margin to rest properly on the sur 
rounding planar surface of the ?oor or base. 
Having thus described our invention, we claim: 
1. A game apparatus comprising: 

10 

25 

30 

groups of like game pieces for constructing a repre- ’ 
sentation of a skyscraper type framework; 

the game pieces of each group being readily distin 
guishable from those of other groups and being 
adapted for, and having, predetermined permitted 
positions in which they can be assembled in the 
framework; the permitted positions for the pieces 
of some groups being different from the permitted 
positions of pieces of other groups; 

each of the pieces of one group being an elongated 

35 

pillar which has planar parallel ends normal to its ~ 
longitudinal axis, and each of said ends of each pil 
lar being of such size and cross section and so re 
lated to the length of the pillar that when the pillar 
is disposed on one end on a horizontal planar sur 
face with its axis upright and is free from laterally 
imposed extraneous forces, it is capable of remain 
ing in upright position against the forces of gravity, 
but with a low degree of stability against toppling; 

each of the pieces of another group being a cross 
beam which is relatively long and narrow and 
which has on one face a pair of parallel coplanar 
face portions and on its opposite face a pair of co 
planar face portions parallel to those on said one 

face; 
the face portions of the pair disposed at one face of 

the cross beam being related in length and breadth 
to the ends of the pillars, respectively, so that the 
face portions can be juxtaposed on the upper ends 
of two laterally spaced upright pillars, respectively, 
when their upper ends are coplanar and the faces 
are horizontal and when so juxtaposed, can support 
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the cross beam in horizontal position, and so that 
the lower ends of two such spaced pillars can be 
supported in upright position on the face portions, 
respectively, opposite those supporting the cross 
beam on the pillars, and each face portion of each 
beam extending from a location inwardly from its 
associated end of the beam a greater distance than 
the greatest cross sectional dimension of said ends, 
respectively, entirely to said associated end; 

said pillars and cross beams and the game as a whole 
being free from accessory connectors and connect 
ing portions, other than frictional engagement be 
tween the pillar ends and the said faces, which can 
mechanically hold the beams and pillars together in 
assembled relations and which can constrain them 
from movement relative to each other; and so that 
the pillars and cross beams are held in said assem 
bled relations solely by friction between said juxta 
posed ends of the pillars and the associated face 
portions of the cross beams under gravitational 
forces acting on said groups of game pieces, and 
said groups being the only pillars and only cross 
beams, respectively, of said game so related to each 
other; and ' 

the ratio of the length of each pillar to the maximum 
transverse dimension of its ends, respectively, falls 
within a range from about 3.6 to about 7.7. 

2. The game apparatus according to claim 1 wherein 
each pillar is of regular geometrical cross section, sym 
metrical about the pillar axis and uniform throughout 
the pillar length. 

3. The game apparatus according to claim 1 wherein 
each cross beam is a right angled parallelepiped of a 
width many times its thickness. 

4. The game apparatus according to claim 1 wherein 
the ends of the pillars are so related to said face por 
tions in size and shape that the entire periphery of each 
supporting, or supported, end can lie within the periph 
eral limits of the face portion against which it is en 
gaged. 

5. The game apparatus according to claim 1 wherein 
play indicator means, manipulatable by players, respec 
tively, and bearing informative indicia delineating by 
chance positioning resulting from each manipulation 
an action to be taken by one or more of the players with 
respect to the game pieces. 

' 6. The game apparatus according to claim 5 wherein 
the play indicator means includes a pair of dice having 
indicia on their faces, respectively, the combinations of 
which indicia indicate the action to be taken, the indi 
cia on one die being the numerals 1 through 5, and x, 
arranged one indicium on each die face; and 
the indicia on the other die being the numerals 2 
through 6, and x, arranged one indicium on each 
die face. 

7. The game apparatus according to claim 6 wherein 
the play indicator means also includes a deck of cards, 
one of which cards is to be selected blindly when the 
game pieces are so distributed and disposed relative to 
the players that the action indicated by the dice cannot 
be taken, and which cards bear instructions for alterna 
tive actions to be taken, and which can be taken, de 
spite said distribution and disposal of the game pieces. 

* * * * * 


