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[5 7] ABSTRACT 

Apparatus for playing a game includes a board having 
its playing surface divided into equal size squares. Two 
sets of dice are provided which are readily distinguish 
able from each other by a common characteristic. All 
the dice of both sets are of equal size and each die is 
of such dimensions as to substantially fully occupy one 
square. In each set of dice, one die is “special” and 
has all its faces marked with a “special” symbol. All 
the other dice of the two sets have their faces marked 
in the conventional manner with symbols from one to 
six in numerical value. In playing the game, a die is 
tumbled from one face to another as it is moved from 
square to square. The game apparatus further includes 
a set of cards for indicating the symbol to be pres 
ented on the uppermost face of a die when it is moved 
from an initial position to a new position along a per 
mitted path. 

3 Claims, 12 Drawing Figures 
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BOARD GAME APPARATUS 

This invention relates ' to apparatus for playing a 
game. 
According to the present invention, there is provided 

apparatus for playing a game comprising in combina 
tion a game board having a playing area which is di 
vided into a plurality of playing positions, and at least 
two pluralities of playing pieces in the form of dice, 
each die having on at least some of its faces a number, 
symbol or the like which determines the movement of 
said die on said playing area, the pluralities of dice 
being distinguishable from each other. 

In a preferred form of the invention, the game board 
will be similar to a standard chess or draughts board, in 
that the board will include a playing area which is di 
vided into 72 playing positions, i.e., 9 playing positions 
by 8 playing positions, adjacent playing positions being 
of different colours, for example, 36 white playing 
positions and 36 black playing positions arranged alter 
nately and in regular array. 

Preferably, apparatus according to the invention will 
include two pluralities of dice, each plurality consisting 
of, for example, nine dice and the six faces of eight of 
the dice carrying spots or other markings to denote the 
numerals “l” to “6”. The dice of the two pluralities 
will preferably be of differing colours as will the spots 
or other markings thereon. For example, one set of dice 
may be white with red spots or other markings, and the 
other set of dice may be red with white spots or other 
markings. Alternatively, the dice may be of the same 
colour with spots or other markings of differing col 
ours. ' 

Each plurality 'of dice will include a “special” or 
“master” die having a symbol on each of its six faces. 
Apparatus according to the invention will also prefer 

ably include a plurality, preferably six, of cards which 
indicate possible moves and results of such moves dur 
ing playing of a game. 

In order that the invention may be more readily un 
derstood, an embodiment thereof will now be de 
scribed, by way of example, reference being made to 
the accompanying drawings, in which: 
FIG. 1 is a perspective view of apparatus according to 

the invention showing the dice in position at the com 
mencement of a game; 
FIG. 2 is a cross-section of the board of FIG. 1 and 

showing the inter-relationship of a die therewith; 
FIG. 3 is a perspective view of apparatus according to 

the invention showing the dice in position during the 
playing of the game; 
FIG. 4 shows perspective views of two dice forming 

part of the apparatus of the invention; 
FIG. 5 shows developments of the dice of FIG. 4; 
FIG. 6 shows a pack of cards forming part of the 

apparatus of the invention; 
FIGS. 7 to 12 show to enlarged scale the illustrations 

on the cards of FIG. 6 which indicate, the possible 
moves of a die during playing of the game. 
Referring to the drawings, the apparatus comprises a 

game board 2 having a playing area 4 which is defined 
> by a peripheral ?ange 6 and which is divided into play 

' ing positions 8 by longitudinal and lateral ?anges 10 
and 12. \As will be seen from the drawing, there are 72 
playing positions, nine positions by eight positions. 
Adjacent playing'positions are of differing colours, for 
example black and white, so that the playing area 4 is of 
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chequer-board appearance. Said playing positions 8 are 
square in plan view and are defined by the ?anges 10 
and 12. As will be seen, the playing area is located on 
a base member 14, best seen in FIG. 2, forming part of 
the game. The playing area 4 may be composed of a 
clear transparent material, the differing colours for the 
playing positions being printed or otherwise applied to 
the base member 14. 
Adapted to be arranged on the game board 2 are 

pluralities of dice indicated generally by reference nu 
merals 16 and 18. Each of the pluralities 16 and 18 of 
dice comprise nine dice, eight what might be termed 
conventional dice 20 and 22 respectively and a special 
or master die 24 and 26 respectively. The conventional 
form'dice 20 and 22 have on their six faces spots being 
representative of numerals one to six (see FIG. 5), and 
the special or master dice 24 and 26 have on each of 
their six faces symbols 24A and 26A which are identi 
cal to each other. This symbol is also applied to the 
game board as shown in 8A and 8B in FIG. 3. 
The plurality 16 of dice are of a different colour and 

have different coloured spots and symbols than do the 
plurality 18 of dice. For example, the plurality 16 may 

> be white with red spots and symbols, and the plurality 
18 of dice may for example be red with white spots and 
symbols, although other combinations could be used if 
preferred. 
As will be seen, particularly from FIG. 4, each die is 

formed such that adjacent faces of the die are formed 
with peripheral recesses 16A and 18A, with the effect 
that the bearing surfaces of the dice, i.e., the planar 
faces, are narrower than the overall dimension of the 
dice. Thus the dice are able to fit into the playing posi 
tions 8, which prevents or lessens the danger of the dice 
becoming accidentally dislodged from the playing posi 
tions. 
The dice are preferably formed of a synthetic plastics 

material, and the spots and symbols are preferably inset 
into the faces of the dice. 

FIG. 6 shows a plurality 28 of cards forming part of 
the apparatus according to the invention. Each of the 
cards, referenced 28A, 28B, 28C, 28D, 28E and 28F, 
carry an illustration, referenced 30, 32, 34, 36, 38, 40, 
respectively, showing the results of moving the dice 
during theplaying of the game. These cards may be 
composed of plastics material or of a stiff card or other 
material, and there may, if desired, be two pluralities of 
such cards forming part of the apparatus of the inven 
tion. In each of FIGS. 7 to 12, the spot(s) at the centre 
of the illustrations show which spot(s) will be on the 
uppermost face of a die immediately before the die is 
moved during playing of the game. The spot(s) outside 
the matrices of squares show those spot(s) which will 
be on the vertical faces of the die corresponding to the 
spot on the uppermost face of the die, and the spots in 
the other squares of the matrix illustrate which spots 
will be uppermost at the completion of die movement. 

In FIG. 7, for example, a single spot is shown as being 
on the uppermost face of the die and spots being repre 
sentative of the numerals “2”, “3 ", “4”, and “5” on 
the vertical faces of the die. The spots appearing in the 
squares show which face of the die will be uppermost 
after the die‘ has been moved during playing of the 
game, this being dependent upon which vertical face of 
the die is facing the player moving the die. For example 
if the “4” spots are facing the player and the die is 
‘moved towards the player one position, then the “3” 
spots will become uppermost as indicated at 42. Simi 
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larly, if the “5” spots are on the vertical face of the die 
facing the player and the die is moved away from the 
player one position, then the 5 spots will become up 
permost as indicated at 44. 

In FIG. 8, where it is shown that the 2 spots are up- 5 
permost, in which case the 5 spots are not visible (since 
they are on the lower horizontal surface of the die), 
then if the 4 spots are facing the player and the player 
moves the die away from him one playing position and 
then one playing position to the right, than the 1 spot 
will be uppermost as indicated at 46. If on the other 
hand, the player, after moving the die one playing posi 
tion forwardly then moves the die one playing position 
to the left, then the 6 spots will be uppermost as indi 
cated at 48 in the upper portion of the relevant square. 
Similarly, it can be established which faces of the die 
will be uppermost when the other vertical faces of the 
die are facing the player, and also when other direc 
tions of die movement are made. 

Similar conditions appertain to the illustrations of 20 
FIG. 9 where the 3 spots are uppermost. Assuming the 
5 spots are facing the player and the die is moved three 
playing positions in a straight line towards the player 
then the 5 spots will be uppermost at the termination of 
movement as indicated at 50. Alternatively, if the 
player moves the die three playing positions in a 
straight line to his right then the 1 spot will become 
uppermost as indicated at 52. If, on the other hand, the 
player moves the die one playing position away from 
the player and then two playing positions to the left 
then the 3 spots will become uppermost as indicated at 
54 and so on. 
Turning now to FIG. 10, where the 4 spots are upper 

most, it will be seen that if the 5 spots are facing the 
player, and the player moves the die away (upwards in 
the drawing) from him one playing position and then 
three playing positions to the right, then the 6 spots will 
be uppermost as shown at 56 in the left-hand segment 
of the square. If, on the other hand, after the die has 
been moved upwardly one playing position, the die is 
then moved three positions to the left, the 1 spot will 
become uppermost as indicated at 58. Other move 
ments of the die will be apparent by reference to the 
drawing. 
The illustration in FIG. 11 works on the same princi 

ple as above described, and FIG. 12 indicates by means 
of arrows 60 and 62 how movements of the die along 
the differing paths result in differing spots ?nishing on 
the uppermost face of the die after the die movement is 
completed. 

In playing the game, the object is to take the oppo 
nent’s master or special die, 24 or 26, and/or to land 
your master or special die on the opponent's playing 
position 8A or 88. 
At the commencement of the game, the dice are 

arranged on the playing area as shown in FIG. 1 and the 
players in turn move any one of their dice. The die may 
be moved the number of playing positions indicated by 
the number of spots on the uppermost face, the die 
being moved by “tumbling” the die over on the adja 
cent face. The dice can be moved backwards, forwards 
and sideways or a combination of such movements, 
subject to there being only one direction change, but 
they cannot be moved diagonally. The master or spe 
cial dice 24 and 26 can be tumbled once in any direc‘ 
tion, except that like the other dice they cannot be 
moved diagonally. The dice cannot jump over other 
dice, so that if on moving a particular die, it is seen that 
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4 
another die is in the path of movement, then a direction 
change must be made. A player may “take” any of his 
opponent’s dice by landing exactly on the same square 
as the opponent’s die. The die “taken” is then removed 
from the board and takes no further part in the game. 
FIG. 3 illustrates a typical situation during the play 

ing of a game, where it will be seen that the dice have 
been moved to differing locations on the playing area 
of the game board. 

In one variant of the game, if during play, a player’s 
special or master die is taken and removed from the 
?eld of play, then the other player has not necessarily 
won the game since it is still possible for that player’s 
special or master die to be taken before reaching the 
opponent’s playing position 8A or 88, resulting in a 
drawn game. 

It will be appreciated that modi?cation may be made 
to the various pieces forming the apparatus of the in 
vention. Those which readily suggest themselves are 
that the game board could be a conventional draughts 
or chess board having 64 playing positions, in which 
case the number of dice of each plurality would be 
reduced. Also, the dice themselves may be formed 
differently from those described, in that they could be 
conventional dice. Also, the colours mentioned herein, 
and the form of the symbols referred to earlier may be 
other then those described and illustrated. 

Finally, it will be appreciated that there may be four 
pluralities of dice, in which case it would be desirable 
to increase the number of playing positions to 105 and 
to exclude the corner positions of the playing area from 
use. In such an arrangement, two quite separate games 
could be proceeding at the same time, although the 
play value and the dif?culty in reaching the goal will be 
increased in view of the fact that more dice, thus pro 
viding more obstacles, will be in the playing area. 
What we claim is: 
1. Apparatus for playing a game comprising the com~ 

bination of 
1. a ?rst set of equal size dice, one die of the set 
having all its faces presenting the same symbol, all 
the other dice in the set being marked with symbols 
of different numerical value whereby each face of a 
die bears a symbol of different value from the sym 
bols on the other faces of the die, 

2. a second set of dice equal in size and number to the 
?rst set of dice, the second set of dice being 
marked in the same manner as the ?rst set of dice, 
the second set of dice having at least one common 
characteristic that enables any die of the set to be 
readily distinguished from any die of the ?rst set, 

3. means providing a playing surface divided into 
contiguous and aligned squares of equal sizes, each 
square being of substantially the same size as a die 
face, the playing surface having sufficient squares 
to permit the ?rst set of dice to be aligned in a row 
parallel to a row of the second set of dice with a 
plurality of squares being vacant to accommodate 
movement of the dice, 

4. and means for indicating the symbol to be pres 
ented by the uppermost face of a die in a new posi-_ 
tion on the playing surface when the die is moved 
from its initial position to its new position along a 
permitted path having the number of squares equal 
to the numerical value that is on the uppermost 
face of the die in the initial position. 

2. Apparatus according to claim 1, wherein the play 
ing surface is provided with ridges along the borders of 
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the squares to promote tumbling of a die as it is moved 
from one square to the next. ' _ , , 

3. Apparatus according to claim 2, wherein the edges faces of the dle overlymg the ndges' 
of each die are recessed to permit the die to sit in the * * * * * 
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well formed by the bordering ridges with the vertical 
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