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Letters Patent No. 104,379, dated J.une 14, 1870; antedated June 3, 1870. 

1 GAME. 
--de-lo 

The Schedule referred to in these Letters Patent and making part of the sane. 

tt:li?? it may concer? : : 
e it known that I, NICHOLÅs JosEPH VAN DER 

WEY DE, of the city, county, and State of New York, 
invented a new and entertaining Game, which I 
med “Blockade, or Naval Chess;” and I do 

hereby declare that the following is a full and exact 
description thereof, reference being had to the accom 

ing drawing making a part of this specification, 
in which- ' ' ". . . . . ,? . 

Figures 1, 2, and 3, represent three different forms 
or styles of board on which the game is to be played. 
The simplest form of blockade board, fig. 1, con 
sts of hexagons so 

honeycomb appearance. , . . " 

In fig. 2, circles are used instead of hexagons; this 
gives the board more of an ornamental appearance, 
sition of the spaces. 

quares or rectangles in 
while it does not in the least change the relative po 

wall of regular masonry. . . . . . ... ' 
These three forms of board have all six lines of 

motion, instead of four, as in chess, or two, as in ughts. If opposite or retrograde moves are counted 
separately, these numbers should be doubled. 
On inspection of the drawing it will be seen that 

this game is somewhat similar to chess or draughts, 
being, like them, played with pieces on a board, and, 
in fact, an intermediate game as far as the difficulty 
of learning to play, and playing the game, is concerned, 

uch more varied than the monotonous game of 
yet lessi te than that of chess. It is 
o either in regard to its entertaining quali 

ity is taken into consideration. eight pieces; inchess 
lie has sixteen. In the former nopieces are captured; 

e latter all the pieces but one are subject to cap 
Consequently, in blockade, or naval chess, a 

ayer can give all his attention to his plan of attack 
r defense, and is not continually annoyed by the loss 

sundry pieces, as is the case in the old game of chess. 
The rules of the game are here appended, which 

will give a clearer idea of its peculiarities. 
The board on which the game is played should con 

sists of sixty-four hexagons, and so placed together as 
:o have a diamond-shaped outline. 
In counting the spaces from either end of the board, 

: one in the extreme corner of each acute angle, then 
two side by side, three, four, and so on, until the mid 
dle cross-row is reached, in which there should be 
ight spaces, the end ones being in the obtuse angles 
teither side. . . . . . . . . . . . . . . . 
As every space is surrounded by six others, all their 

edges joining it and each other, it is necessary to use 

aced together as to have a 
3. 

,3 .e used, as in fig ?-?. ?? ??------ "? ?- ????---: 
which gives it the appearance of bricks or stones in a 

- ???????????? ????? 

three different colors or shades of colors, to distinguish 
them from each other and to indicate their relative position. 

Position of the Pieces. 
Each player has eight pieces on the board at the 

beginning, and all through the game, i. e., one admi 
ral, three commodores, and four captains. 
The pieces of each player are, at the beginning of 

the game, placed respectively in the same position, 
and directly opposite each other, one set in each of 
the extreme corners of the board. 
The position of the admiral at the beginning of the 

game is on the corner space of the acute angle. The 
next two spaces are at the beginning of the game ulti 
occupied, so that the admiral can be noved in two 
ways. The three commodores occupy the three spaces 
which come next, and lie in one line parallel to the 
width of the board. 
The four captains each ogcupy one of the four spaces 

next in line to the commodores. 
The rest of the spaces are, at the beginning of the 

game, unoccupied. 
Mores of the Pieces. A 

The pieces do not capture as in chess, draughts, 
and many other games, nor are any of them taken 
from the board in any way from the beginning to the , 
end of the game. - . 
The admiral is moved but one space at a time, and 

in any direction, backward, forward, and sideways, 
similar to the king in chess. It has six moves at its 
command if the adjacent spaces are unoccupied, and 
wilhen it iš gway from the sides of the board, as showu 
in fig. 6. When a player is unable to move his admi 
ral, he is not allowed to move any other piece, and he 
has lost the game; but he cannot be compelled to 
move his admiral unless he is unable to move any 
other piece. 
The three commodores are each moved the distance 

of but two spaces at a time in any direction, overtlie 
corners of the spaces which they occupy, on to a space. 
of the same color. Each commodore is thus always on 
the same colored space as it was at the beginning of 
the game, like the bishop in chess, but its move is 
more like that of the knight in chess. It has six 
moves at its command when away from the sides of 
the board. It is the only piece, which, like the knight 
in chess, may pass over other pieces. . . 
The captain (each player having four) is noved. 

in straight lines over the joining sides of the spaces 
any distance parallel to the sides of the board and 
across, being in six different directions, but it cannot 
pass over a piece which stands in its line of motion. 
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The move of this piece is similar to tbe castle or rook 
in chess. The captains have each twenty-one spaces 
to move to when on any space of the middle cross-row. 

Winning of the Game, . . ; 
| Each player should try to blockade or hem in his op 
ponent's admiral, so that he cannot be moved, for if 
he does this he wins the game, and he must prevent 
his opponent from blockading his admiral or he will 
lose the game. " . . . . . . . . ; 

rounding his i oppe; hent's admiral with his pieces, or 

not be moved. . . . . . 

tle opponent's pieces may unintentionally help, or may 
entirely surround their own admiral, so that he can 

When the admini is on a space which is not a side 
space, it will take six pieces to blockade him; when 
on a side diagonal, it will take but four; when in an 
obtuse angle, it will take but three; and when in an 
aetute angle, it will take but two. 

, because his admiral is unable to move. 

A player cannot move any of illis pieces if his ad 
lmiral is unable to move; consequently, if lie is block. 
aded when some of his own pieces luelp to blockade 
him, he cannot move those pieces to free his admiral, 

If the admi 
als are within one ori two spaces of each other, and 
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either player, say white, moves one of his pieces so 
as to blockade both admirals at the same time, lic, 
white, is the victor, for although white's admiral is 
blockaded, it is not white's turn to move. 
There is noway of preventing a player from so placing 

his pieces that it will be impossible for his opponent 
to get at the admiral; but his opponent, say white, 
under these or any other circuinstances, may clhallenge 
black to place his admiral on any space of the three 
;i amiddle cross-rows ' ' ' ' ? ? ' ? ' ? ?' ? 

The blockade may be effected by either player sur 
if black refuses, white may claim 

the game in ten moves, the moves of one player being 
here meant; but if black complies, he has the priv 
ilege of two additional moves after having changed 
the position of his admiral, as challenged. The player 

| challenged has the privilege of placing luis adl?miral on 
any space he may chose within thetlureeniddle cross 
'0 WS. 

I claim- . . . . . . . . . ; : 
1. The shape of the board, as specified. 
2. The moves of the pieces on the board, as de 

scribed. I - 
. . . . . . . . . . N. J. VANDER WEYDE. 

Witnesses: ; ; ; ; ; ; ; ; ; ; ; ; 

| ABY H. SCHULT, . 
| || || || IELLIOT SANIDFORD, | | | | | | | 

- 
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