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To all whom it may concern.:

Be it known that I, Josquin R. Tornis,
w citizen of Cuba, residing at Ada, in the
county of Hardin and State of Ohio, have
invented certain new and useful Improve:
ments in Games, of which the following is a
specification. . ' '

‘This invention relates to improved games
of the type including a board which is
marked in a novel manner for providing a
playing field, together with playing pieces
for the participants, which pieces must be
moved in accordance with the rules of play.

Briefly described, the improved game
comprises a board or its equivalent, which is
divided inte a plurality of marginal areas
including starting stations from which the
movements of play begin, there being a goal
at the center of the board into which each
participant inust move his playing pieces in
order to become the winner. =~ =

Between the areas includine the stations
and the goals at center, is a tortuous path
that must be followed by the various pieces,
in order to gain access to the field forming
the goal,

The feature of the invention is the novel
path that is disposed between the goal and
the starting area, and inasmuch as this path
embodies several structural details and fea-
tures, a description of the same will not now
be given, but will be made apparent from
the drawings and the following description.
i the accompanying drawing:
 Tgure 1 is a top plan view of a game
board constructed in accordance with the in-
vention. v

Tigure 2 is a perspective view of the
tumbler or cup showing a pair of dice used
in playing the game. ;

Referring to the drawings in detail, it

“awill be seen that the structure set forth,

which is rectangular in top plan. is divided
into a plurality of individual "areas 1, in
which the playing pieces 2 ave placed, at the
beginning of the game. Of course, these
areas may well be of any suitable configura-
tion. On a hoard of the kind shown, the
particular shape represented 1s degirable for
ornamental purposes. At the reduced cen-
ter of each area, will be found a passageway
3, leading to a starting station 4. At the
center of the board is a colored disc 5, sur-
rounded by a heavy 1ing. This is’known as
the ring, hut in .effect is a goal which is
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board of the kind shown there will be four
of the starting areas 1, surrounding the sin-
gle goal. Under this arrangement, an ap-
proximate annular band is formed between
the starting areas and the geal and this hand
is divided, in a unique way, to provide a
tortuous path requiring a skillful player to
raverse it, and to emter the ring forming
the goal. While this annular band could be
constructed otherwise, it is my idea to pro-
vide a plurality of separate annular paths 6,
the paths gradually decreasing in diameter
radially from the outer perviphery of the
band toward the goal. Each path is mainly
made up of circular spaces 7. Tt will be
noted that these spaces 7 are in close prox-

_imity so that the playing pieces may be

moved in a step-by-step manner from one to
the other. The path, however, is not only
made up of spaces of this sort. but it in-
cludes black dots 8 of a diameter equal to
the circular snaces. There dots serve anur-
pose to be hereinafter more fnlly deseribed.

Furthermore. in each path will be found an 8

oblong block 9. to be known as a “safety
block.”  Tnasmuch as it is the object of play
to move inwardly from the outermost path
to the next path and so on, means must be
provided for permitting jumps to be made
from one path to the next path. T accom-
plish this by what is known as bridges 10,
these being Jocated at circumferentially
spaced points. It happens that the various
bridges are disposed in lines radiating from
the axis of the goal. This has been found to
be a systematic point of placement for the
particular bridges. Moreover, it adds sym-
metry of appearance to the ornate design of
the board.  So, it will be seen that each and
every path embodies a plurality of black
dots, to be avoided, safety blocks to be
sought, and interconnecting civcular spaces.
Arranged hetween the innermost annular
path and the goal 5 are circumiferentially
spaced sectors 11 provided with entrances
19, having enlarged portions 13 located in
the innermost path. It will be observed
further that an advantageous color scheme
has been embodied in the make up of the
oame. For instance, cach starting area 11s
of a distinet color. Accordingly, the play-
ing pieces to be placed in that area must be
of ‘a corresponding  color. The safety
blocks are all of the same colors, but of a
color distinetly different from the starting

areas. The dots 8 ave black;-and stand out
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from the rest.” The bridges are characterized
by their particular distinet colors, all
bridges being designated by the same one
color. Tt follows also that the sector 11 dis-
posed in alignment with the adjacent play-
g aveas are of the same color. For in-
stance, the playing field at the bottom of
the board on the sheet will be blue and the
corresponding sector will be blue, the play-
ing pieces of the area also being blue. ~ The
safety blocks may, if desired, be purple or
the lilke, being bridges of orange and the
starting areas of red, green and yellow re-
spectiveiy.

In conjunction with the game, four tum-
blers or cups 14 are used, and a pair of dice
15 1s employed in connection with each cup.
Thus, there will be four tumblers, a pair of
dice for each tumbler, and four differant sets
of playing pieces. Fach set will preferably
comprise three playing pieces. With. this
arrangement, four persons may play the
game as partners or individually. Of course,
the game may be played by two persons, if
desired.

In playing the game, each player throws
his dice to ascertain who is to be the first
to move. In accordance with the rulesof the
game, the “high man” is the winner of this
step. Assuming, for instance, that the oc-
cupant of the blue field at the bottom is
the beginner, it will be seen that he will
take one of his pieces from the starting area
and place it upon the station 4. He will
then throw the dice. No moves can be made
on-a throw, which does not count more than
six. Acsuming for instance, that on this
throw, a combination of six and three was
made. Obviously, the playing piece would
be made in a direction (compulsory) from
left to right, three spaces, thus placing the
piece upon the space A. If, for any reason,
a double number were thrown, that particu-

- lar player would ke allowed to throw again.

For example, suppoce one dice showed three
and the other one three. This would be
considered as a double number. If he had
not thrown a double number, then the next
player, on the left would throw and so on.
Assuming further that the first player had
thrown a combination of six and four. That
would have placed him upon the safety block
B. When occupying this particular place,
he could nct be jumped by an opponent,
and could stay there until compelled to
move. ith his “man” on the safety block,
the same player throws a six and a four.
He may now move from the cafety block B
to the first bridge 10, occupying the lower
halt thereof. Had he thrown a six and a
five, he could not stop on this bridge, but
would have gone to the next playing space
C. Should it have been necessary for him
to stop upon = black dot, he would be
obliged to completely return to the starting
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area 1. Hence, the block 1 must be avoided.
The object of the play is to pass from the
cutermost annular path inwardly to the

-adjacent path, by means of the bridges until

each path has been completely or partially
traverced as the case may be and the goal
is reached. Considerable dexterity, fore-
thought and skill will be required, in ob-
taining the point of advantage.

It is to be further understocd that in the
event that the first player was unsuccessful
in obtaining comparatively long move, he
could be overtaken by one of his opponents,
and if he should be occupying one of the
circular spaces within the path of movement
of his movement of his opponent, he could be
jumped and would have to be returned to the
starting area. . Furthermore, it is within tlie
rules of the game to simultaneously move
any ‘one of the three playing pieces or to
simply move one playing piece the distance
allotted by the throwing of the dice. To
explain more clearly, suppose there shotild
be a playing piece of one player next to @
bridge. This would only reqitire ore step
to get onto the bridge, and if that particu-
lar playing piece were moved three spaces;
as called for by the dice, that advantageous
point would be lost. By exercising judg-
ment, however, the player might move one
of his other two playing pieces to advantage;
and at the same time occupy the bridge with
the person playing it. - After a single play-
ing piece has travelled all of the paths and
has reached the proper sector 11, determined
by the particular color, it may be moved
from this sector into the ring, forming the
goal, upon a throw calling for a single move:
If that particular sector happened to be oc-
cupied by an opponent’s playing piece at
the time of entry, the opponenf’s playing
piece would be captured, but returned to that
opponent to start over again. It may be
added further that every time a playing
piece is captured, the successful player is
allowed to move fifteen additional spaces,
and in this connection every circle, stud, and
safety block is considered as a space.

A careful consideration of the description
in connection with the drawings will suffice
to enable persons familiar with games of
this type to obtain a clear understanding of
the same. « Therefore, a more lengthy de-
seription is thought unnecessary. »

While the preferred embodiment of the
invention has been specifically described and
shown, it is to be understood that minor
changes coming within the field of inven-
tion claimed, may be resorted to, if desired.

I claim: ]

1..In a game of the class described, a play-
ing board having its surface designed to
provide a central isolated goal surrounded
in spaced relation by individual starting
flelds adapted for reception of individual
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playing pieces, a plurality of endless paths
‘1dfmteﬁ to be traversed by said playing
pieces, said paths being located between the
starting fields and said goal and being sepa-

ated from exch other, and bridges joining
aﬂjacent paths for permitting a playing
piece to be legitimately moved from an
outer to an inner path.

In a game of the class described,
plm ality of “individual starting fields, a 00‘11
isolated from said fleld, a pnvmhty of an-
nular paths located between the playing
fields and said goal, each path being made
up of interconnected spaces detemmnmcr the
distances to be moved by the playing pieces,
each path being of annular endless form and
being spaced concentrlcally from the adja-
cent paths, and bridges located at predeter-
mined clrcumierentmlly spaced points and

8

supporting a means for permitting the play-
ing pieces to be Jegitimately moved inwardly
from one side to the next adjacent side.

3. In ‘a game of the class described,
central rroal circumferentially spaced gectorc
surroundmo said goal in spaced relation
from the Ooal and sp‘xced from each other,
a plumhty of separate and 111dependent
starting fields spaced from said sections and
prov1dmg an annular band between them-
selves and said sectors, and concentric ra-
dially spaced paths located in said band and
connected together in pairs by circumferen-
tially spaced bridges, each part embodying
circumferentially spaced safety blocks. and
danger stops.

Tn testimony whereof T affix my signature.

JOAQUIN R. TORNES.
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