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(54) BOARD GAME PLAYED BY PLAYERS AND ITS PLAYING METHOD

(57) A board game, in which a game can be devel-
oped in an unexpected way, can be provided. Plural dice
selected from among plural dice which can be unfolded
two-dimensionally are rolled. According to the results of
the rolling of the dice, a die is unfolded and placed on
the play field. On the unfolded dice a player places his/
her piece. Also according to the results of the rolling of
the dice, a player saves costs necessary for pursuing a

game on an Addition/Deduction Unit. On the cards re-
spectively corresponding to pieces, the Group, Level,
Ability etc. of the pieces are indicated. A player makes
his/her piece advance or attack the opponent's piece by
paying the saved costs, and at the same time makes
his/her piece defend itself by paying the saved costs as
well. A player, who succeeds in giving predetermined
damage to a specific piece of the opponent, wins a
game.
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Description

TECHNICAL FIELD

[0001] This invention relates to a board game played
by plural players and the method of play thereof.

BACKGROUND ART

[0002] In some of conventional board games in which
plural players play against their opponents, pieces of
each player are initially set on a play filed on which the
advancing path patterns of the pieces are depicted. The
plural players in turn advance their pieces along the ad-
vancing path according to the rules of the game. When
a player's piece gets in a predetermined positional rela-
tionship with a piece(s) of the opponent(s), the player
eliminates the opponent's (opponents') piece(s) from
the play field (or from the board) according to the pre-
determined power of each of his/her piece.
[0003] In the conventional board games as mentioned
above in which pieces are just moved along the prede-
termined advancing path(s), the advancing paths are
limited to certain alternatives and it is difficult for the
game to develop in an unexpected way. It is also difficult
for the game to develop in an unexpected way when the
game is played with pieces which only possess given
predetermined power. In addition, when a game is
played with predetermined pieces, players' interest in
the game tends to wither in an early stage of the game.
Furthermore, in the conventional board games, devel-
opment of the game is often carried out only by advanc-
ing pieces and no other factors are involved in the de-
velopment of the game. Therefore in the conventional
board games players' strategies are inevitably simple,
therefore it is difficult for players' strategic interest to cul-
minate until player' s piece and the opponent's (oppo-
nents') piece(s) start fighting. As a result, it was not easy
in the conventional board games to give fun of working
out a strategy in the game to the players in the initial
stage of the game. Also in the conventional board
games, conditions for wielding or exerting power of each
piece is simple, and naturally the development of the
game is simple, so it has been difficult for a dramatic
development of the game such as one decisive attack
to upturn the fighting condition to take place.
[0004] It is an object of the present invention to pro-
vide a board game and method of play there of which is
capable of providing a game with unexpected develop-
ment and giving more satisfaction than the conventional
board games.
[0005] It is another object of the present invention to
provide a board game and method of play thereof in
which advancing path pattern of each piece varies eve-
rytime players play the game.
[0006] It is still another object of the present invention
to provide a board game and method of play thereof in
which the fun of elaborating strategies in the game in-

creases in the development of the game.
[0007] It is yet another object of the present invention
to provide a board game and method of the play thereof
in which costs (charges) necessary for playing the game
can be easily saved in the development of the game.
[0008] It is a further object of the present invention to
provide a board game and the method of play thereof in
which the degree of damage of each piece can be easily
recognized.
[0009] It is another object of the present invention to
provide a board game and the method of play thereof in
which player's own game components and those of the
other player's (players') can be identified surely.
[0010] It is still another object to provide a board game
and method of play thereof in which unexpected devel-
opment of the game can be realized by providing a rule
that each piece cannot attack or defend without paying
necessary costs (charges) while the piece is originally
given certain power to wield or exert.
[0011] It is yet another object of the present invention
to provide a board game and method of play thereof in
which unused pieces and the pieces which have turned
out to be considered as destroyed in the development
of the game are instantly distinguished.
[0012] It is a further object of the present invention to
provide a board game and method of play thereof in
which players can prepare their selected pieces freely
from among various pieces and establish different strat-
egies based on the pieces.
[0013] It is another object of the present invention to
provide a board game in which a game can be devel-
oped smoothly without unfolding dice.
[0014] It is still another object of the present invention
to provide a board game in which occupied areas on a
play field can be easily identified.

DISCLOSURE OF THE INVENTION

[0015] The board game of the present invention com-
prises a play field having a plurality of polygonal grids
which extend continuously and a plurality of game com-
ponent sets used by a plurality of players for the play
thereof. The play field may be made with any material
such as paper or board, as far as it is in a form of a sheet.
The shape of polygonal grids may be triangle, square
or pentagon, etc. Generally it is preferable that the grid
is in a shape of regular polygon as an unfolded die is
placed on the play field, which step will be described in
the following. Also predetermined grids on the play field
whose number equals to that of the possible players are
depicted differently from the rest of the grids. For exam-
ple those grids may be colored differently from the rest
of the grids for identifying purpose. By providing such
easily identifiable grids, the initial placement of the un-
folded die can be regulated in various ways according
to the rules with such identifiable grids as the guide.
[0016] The game component set includes a plurality
of dice, plural kinds of pieces having visually identifiable
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features and belonging to predetermined plural groups
and/or predetermined plural levels and a plurality of
cards corresponding to each piece which respectively
show identification of the piece, capacity (special power,
effect, etc.), conditions inwhichpower within capacity
can be wielded or exerted, and group and/or level the
piece belongs to.
[0017] First of all a die consists of a polyhedron having
n (n is an integer which is 3 or more) polygonal plates
which have the substantially same shape and dimen-
sion with the grids of the play field and are connected
with one another. The die of polyhedron can be unfolded
in the present invention. Each of the n polygonal plates
is connected to specific adjacent polygonal plates in
such a manner that each of said n polygonal plates is
so as to be connected to those specific adjacent polyg-
onal plates when the die (polyhedron) is unfolded two-
dimensionally. N polygonal plates consisting a die may
be formed integrally with synthetic resin material. In this
instance joining portions where two adjacent plates are
joined and connecting portions and connected portions
which are used to fix up a die may also be integrally
formed with synthetic resin material. A die may also be
formed with a foldable sheet such as paper.
[0018] On the outside of the dice, a plurality of marks
are depicted. Those marks include Die-Unfolding Mark
which is a decisive factor for unfolding a die, Advance-
ment Mark which permits saving a cost (or a charge)
necessary for advancing a piece, one or more Execution
Marks which permits saving a cost (or a charge) neces-
sary for wielding or exerting power of a piece and one
or more Identification Marks which show the group and
/or level to which a piece belongs. The above mentioned
one or more Execution Marks may include Attack Mark
which permits saving a cost (or a charge) for attacking
(one of powers of each piece), Defense Mark which per-
mits saving a cost (or a charge) for defending (one of
powers of each piece) and one or more Special Ability
Marks which permit saving a cost (or a charge) for wield-
ing or exerting a predetermined special ability of apiece.
These Die-Unfolding Mark, Advancement Mark, Execu-
tion Mark and Identification Mark may be depicted with
at least one of the factors, color, figure, pattern, symbol,
number and letter. By combining these factors, it is pos-
sible to depict more marks on the outside of a polygon.
As aresult, it is possible to depict two marks selected
from a Die-Unfolding Mark, an Advancement Mark, Ex-
ecution Marks and Identification Marks on the outside
of a polygon. Therefore by rolling a small number of dice,
players can enjoy a wide variety of alternatives. When
a plurality of marks are depicted on the outside of a pol-
ygon, the size of the marks are arbitrary. One mark may
be depicted inside another mark if both are identifiable
from each other. Also beside one mark, another mark
may be depicted in a smaller size as an accompanying
letter or mark.
[0019] Powers of a piece include, for example, attack-
ing power, defending power, special power of wielding

or exerting a predetermined attacking or defending pow-
er, power to form a way of escape, power to entrap, pow-
er to mine, etc.
[0020] It is preferable to depict a Position Mark on in-
side of at least one of n polygonal plates of which mark
shows a position where a piece is placed. With such a
Position Mark it is possible to place a piece on a specific
polygonal plate when a rule for the initial position of a
piece is made. In addition if the Position Mark is ar-
ranged in such a manner that a player can write on the
Position Mark for the player to identify the die, the player
can easily collect his/her dice looking for the writing on
the Position Mark.
[0021] A piece comprises a base which is placed on
the play field and a featuring portion which is set on the
base and capable of showing the direction. If such piec-
es are integrally formed with synthetic resin material,
pieces can be made in a large quantity at a low cost.
The featuring portion may be in any shape as far as the
front and rear sides can be identified. The featuring por-
tions of course may be in a figure of animal, man, imag-
inary animal (monster), etc. Especially when a figure of
an animal is used for a piece, it is easily understood that
the direction in which the animal is facing is the front
without making any specific regulations as to the direc-
tion of a piece. Also the piece may have a shape which
features the capacity (of power) of the piece. It is pref-
erable to provide a piece with a portion on which a player
can write to identify his/her piece. With such writing on
each piece, the player can easily collect his/ her pieces
after the game.
[0022] Among the pieces which are featured by the
descriptions on cards corresponding to respective piec-
es, there are attacking target-type pieces having de-
fending power, attacking power and sustaining power
and effect-demonstrating type pieces which only have
predetermined effects. For example, on a card for an
attacking-target type piece, defending power, attacking
power, and sustaining power are indicated with numer-
als and/or volume. Also costs which are necessary for
wielding or exerting such powers are shown. Defending
power means a capacity or power of a piece of which
power is deducted from the opponent's attacking power
to weaken the attacking power of the opponent's piece.
On the contrary, attacking power means a capacity or
power of a piece of which power is deducted from the
opponent's defending power to weaken the defending
power of the opponent's piece. Sustaining power means
a power which can sustain the existence of a piece until
the numeral thereof becomes zero (0) by the attacking
power of the opponent being deducted from the sustain-
ing power after the defending power of the piece has
become zero (0). As all these numerals are indicated on
each card, each player can enjoy the game using plural
pieces without memorizing all powers of each piece. It
is preferable also to depict, on each card corresponding
to a piece, Execution Mark necessary for a piece to dem-
onstrate the ability thereof. With this indication, each
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player need not memorize the necessary cost for dem-
onstrating an ability of a piece and the player can pursue
the game smoothly. In addition, each piece need not be
given all of Attacking Power, Defending Power and Sus-
taining Power. Sustaining Power may be set at zero (0),
or the three powers (Attacking Power, Defending Power
and Sustaining Power) may all be set at zero (0) and
Special Ability or Special Effect may be given to a piece
to wield, exert or demonstrate instead.
[0023] It is preferable to include in a game component
set an Addition/Deduction Unit having plural Addition/
Deduction Display portions corresponding to Advance-
ment Mark and one or more Execution Marks. With this
Addition/Deduction Unit a player need not memorize or
write down the numeral (point) of each mark or increase
or decrease of cost of each mark but can record surely
such numeral (point) or increase or decrease of cost.
Thus the development of the game is speedy. It is pref-
erable for the Advancement Mark, Attack Mark, Defence
Mark and one or more Special Ability Marks to be de-
picted adjacent to Addition/Deduction Display portions
of the Addition/Deduction Unit. With such indication
players can add or deduct points speedily without being
puzzled.
[0024] It is also preferable to include in a game com-
ponent set plural marbles (chip-like parts) which are
shaped like candy drops and can be placed on a card.
These marbles can indicate to the players the decrease
of Sustaining Power of a specific piece by placing on a
card such number of the marbles as corresponds to the
actual decrease of Sustaining Power during the game.
Thus the game development is carried out smoothly.
[0025] In the method of play of the present invention
players can pursue the game using the above-men-
tioned board game according to specific rules. In these
rules each player has his/her turn in order and in each
turn each player carries out the following steps (a)-(f).

(a) Die-Rolling Step-Each player chooses plural
dice from among his/her dice in his/her game com-
ponent set and roll those dice on a dice rolling place.
(b) Die-Unfolding Step-When a Die-Unfolding Mark
is included among the judgement objects depicted
on the outside of the polygonal plates of the prede-
termined number of dice, each player will unfold (or
open up) two-dimensionally a die having a Die-Un-
folding Mark and place the unfolded die on a play
field to cover n grids which are connected to one
another.
(c) Piece-Placement Step-Each player chooses,
according to the group and/ or level recognized from
the plural dice rolled on a play field, one piece from
among pieces he/ she owns in his /her game com-
ponent set. Each player then places the piece on
one of the polygonal plates constituting said unfold-
ed die.
(d) Cost-Saving Step-Both when a die is unfolded
and when not, each player can save the number of

marks, whether they may be Advancement Marks
and/or Execution Marks when such marks are in-
cluded among the judgement objects depicted on
the outside of the polygonal plates of dice. Each
player saves the number of marks which appeared
as costs for each mark.
(e) Advancement/Attack Step-Each player advanc-
es a piece on the play field and/or make a piece
wield or exert power to attack or destroy one of the
opponent's pieces by paying the predetermined
cost from among the saved costs.
(f) Closing-Step-Each player ends his/her turn after
carrying out Advancement Step and/or Attack Step
or without carrying out those steps.

[0026] Each player in order executes the above steps
and the unfolded dice will form an advancing path pat-
tern for pieces. Also in each turn each player can save
costs for making his/her pieces used for fighting to wield
or exert power. When a piece stands on an advancing
path pattern and a player owns costs saved for making
the piece wield or exert power thereof, the player can
advance his/her piece or execute other actions. There-
fore each player can enjoy the game by advancing his/
her piece or, in some cases, by making the piece dem-
onstrate specific ability or power thereof even before the
fighting between the player's piece and that of the op-
ponent's starts.
[0027] When a rule is set forth so that a player can
defend his/her piece and also attack and destroy the op-
ponent's piece by paying the costs even during the op-
ponent's turn, each player can fight against his/her op-
ponent demonstrating the ability or power of his/her
piece placed on the play field to the full extent.
[0028] A Master Piece which is the proxy of a player
may be included among various pieces classified into
plural groups and levels in a game component set.
When a Master Piece is included in a game, it is prefer-
able for the Master Piece to be placed on the play field
at the beginning of the game. In this instance it is pref-
erable that a specific grid on which the Master Piece is
placed should be arranged to be easily distinguished
from other grids. Defining the capacity or power of the
Master Piece is arbitrary. For example, the lower the ca-
pacity or power of the Master Piece is defined, the more
important the strategy for defending the Master Piece in
a game becomes, and a player can have more fun in
elaborating his/her strategy for the game.
[0029] By deciding steps which should be taken dur-
ing a turn as mentioned above, each player is, in a series
of actions, supposed to select a die to be unfolded, to
form an advancing path pattern with the unfolded die, to
select a piece, to save cost necessary for pursuing the
game and to decide whether or not it is necessary to
advance his/her piece or attack the opponent's piece
therewith by paying the cost and carry out his/her deci-
sion. In this instance, the development of a game varies
greatly depending on a combination of plural decisions
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during one turn. Therefor each player can change his/
her strategy for the game enjoying the selections during
each turn, which will enable unexpected development
of the game as compared to the conventional board
games and will give more satisfaction to players. More-
over in the present invention, a die is unfolded to form
an advancing path pattern. Such advancing path pattern
will vary in each game, therefor the game development
will naturally be different in each game. Thus players
can enjoy the game for longer period of time in compar-
ison with other conventional board games.
[0030] Especially when a rule is set forth so that as a
player can defend his/her piece and attack or destroy
the opponent's piece by paying the necessary cost for
such an action during the opponent's turn for advance-
ment and attack steps, the player can have a real-time
fight against the opponent. In this instance a speedy
game development can be realized as other fighting
games, even if a turn includes a plurality of actions of
selection for a player.
[0031] The rule need not specifically regulate how an
unfolded die should be placed on the play field. Howev-
er, by regulating this point, working out a strategy be-
comes more difficult. For example, a rule may be set
forth that at the first Piece-Placement Step each player
is required to place his/her unfolded die to cover at least
one grid which is adjacent to the grid on which his/her
Master Piece is placed. In the following Die-Unfolding
Steps each player is required to place his/her unfolded
die not to overlap the already-placed unfolded die and
yet to place his/her unfolded die to cover at least one of
the grids adjacent to the grids which are covered by the
already-placed unfolded die. In this instance each play-
er can save necessary costs until his/her dice touch his/
her opponents dice, thus the game can be developed
smoothly.
[0032] In another rule setting, each player may ad-
vance his/her piece along an advancing path pattern
formed by unfolded dice in order and when his /her piece
gets in a predetermined positional relationship with the
opponent's piece, the player is allowed to attack the op-
ponent's piece or the opponent's Master Piece. In this
instance, although the attacking conditions are limited
to certain extent, players can fight against opponents
while saving costs (even with a small amount of costs
saved).
[0033] As for the winning or losing of a piece, the rule
may be set forth as, for example, a piece under attack
whose Sustaining Power is decreasing because of the
opponent's piece whose Attacking Power surpasses the
piece's Defending Power is regarded as destroyed
when its Life Power goes down to zero (0). In this ar-
rangement one fight between a player's piece and that
of the opponent usually does not end up in a winning or
loosing of a piece, therefore players can enjoy the game
for a relatively long time using even a small number of
pieces. Furthermore the rule may be set forth that a
piece is placed on the corresponding card until the piece

is placed on an unfolded die placed on the play field.
When a player's piece is destroyed in a game (has lost
in a fight against the opponent's piece), the rule may set
forth that the corresponding card of the piece is turned
over and the piece is placed on the turned-over card or
the piece is laid on the card. In such arrangement it is
clear to players which pieces can be used and which
cannot. Also players can pursue the game recognizing
the pieces the opponents have and enjoy a fair game.
[0034] While the numbers of the plural dice and the
pieces of plural kinds are fixed to the regulated numerals
according to the rule, it is preferable for each player to
be able to choose plural dice and pieces of plural kinds
from his/her own stock. In this instance, at the point of
choosing dice and pieces from thestock, thestrategyfor-
mation starts, andstrategicvariation increases. Players
also will have more fun in increasing a stock.
[0035] Winning or losing may be decided within a dis-
cretion of players. However, when Master Pieces are
used, the rule may be set forth as follows. When a Mas-
ter Piece has incurred a predetermined amount of dam-
age, the owner of the Master Piece is determined to
have lost the game. In this instance, not only attacking
but also defending is a significant factor of strategy and
players can enjoy the game fully.
[0036] Path plates comprising paths or path patterns
may be prepared beforehand, instead of forming the
path patterns on the play field by unfolding dice. In this
instance, the dice don't need to be unfoldable. In this
instance, the game component set includes a plurality
of dice, plural kinds of pieces respectively having visu-
ally identifiable features and belonging to predeter-
mined plural groups and/or predetermined plural levels,
and a plurality of cards corresponding to the plural kinds
of pieces and describing at least denominations to iden-
tify corresponding pieces, capacity or ability of the cor-
responding pieces, conditions for wielding or exerting
the capacity or ability of the pieces, and the groups and/
or the levels, and a plurality of path plates in such
shapes as to cover areas formed by a plurality of polyg-
onal grids which extend continuously on the play field.
A plurality of the path plates may be all in the same
shape, but they, of course, may be in different shapes
of plural types. Although using the path plates increases
the number of components, it allows the game to ad-
vance smoothly, because the players can save the time
to fold or unfold the dice. Also, if the path plates are
formed in different shapes, the game can be more ex-
citing because selecting the path plates plays a signifi-
cant role in determining strategy. In this instance, the
die is the polyhedron having n outsides (n is an integer
which is 3 or more). On n outsides of the polyhedron,
Die-Unfolding Mark which is a decisive factor for placing
the path plates on the play field, Advancement Mark
which permits saving a cost (or a charge) necessary for
advancing a piece, one or more Execution Marks which
permit saving a cost (or a charge) necessary for wielding
or exerting power of a piece and one or more Identifica-
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tion Marks which show the group and /or level, to which
a piece belongs, are indicated.
[0037] How large area is occupied by each player on
the play field can be instantly recognized, when a plu-
rality of the path plates used by a plural players are so
constructed as to be distinguishable from the path plates
of other players. Therefore, how large area is occupied
on the play field can be a factor for determining a winner.
More specifically, for this purpose, different colors and/
or patterns may be used.
[0038] Additionally, a plurality of the path plates may
be so constructed as to identify a front face thereof and
a back face thereof at a glance. With this arrangement,
when two players play the game using the same path
plates, the players can easily recognize the respective
areas which they occupy by using the front face of the
path plates for one player and the back face for the other.

BRIEF DESCRIPTION OF THE DRAWINGS

[0039]

Fig. 1 is a plan view of an example of the play field
used in the board game in the present invention.
Fig. 2 is a perspective of an example of the dice
used in the board game in the present invention.
Figs. 3A-3C show inside and outside of a die un-
folded to show an example of unfolding a die.
Figs. 4A -4F are schematic views showing different
examples of unfolded dice.
Figs. 5A-5D respectively show examples of marks
depicted on the polygonal plates constituting dice.
Figs. 6A-6D show examples of pieces.
Fig. 7 shows an example of the descriptions shown
on a card.
Figs. 8A and 8B are perspectives of an example of
the Addition/Deduction Unit.
Fig. 9 is a perspective of an example of the marble.
Fig. 10 is a drawing used for describing a develop-
ment of a game.
Fig. 11 is a perspective which shows how the things
are before starting play of the board game accord-
ing to another embodiment of the present invention
Figs. 12 (A) to (J) show how the path plates are dif-
ferently constructed.

BEST MODE FOR CARRYING OUT THE INVENTION

[0040] Referring to the attached drawings, the board
game and the method of play thereof in an actual game
situation will be described in detail in the following.
[0041] The board game in the present invention com-
prises a play field 1, used by the players in common,
having a plurality of polygonal grids extending continu-
ously and a game component set used by each of plural
players for their own play. The play field 1 as shown in
Fig. 1 is for the maximum of four (4) players and may
be formed with paper, vinyl sheet, wooden board, sheet

of synthetic resin, etc. On the play field 1 a plurality of
the polygonal grids (square in this case) are depicted to
form a matrix. In this embodiment, four (equal number
to the number of players) grids 3a-3d of the grids 3 of
the play field are colored differently from the rest of the
grids 3 to make them distinguishable. The distinguisha-
ble grids 3a and 3c and 3b and 3d are placed across
from each other respectively. These distinguishable
grids 3a-3d are the places for each player to place his/
her respective Master Piece at the beginning of the
game and also the guide for initially placing an unfolded
die (which will be described in the following) on the play
field.
[0042] The game component set used in this embod-
iment comprises a plurality of dice 5 as described later
with reference to Figs. 2, 3A-3C, 4A-4F, and 5A-5D, a
plurality of pieces 25a-25d as described later with ref-
erence to Figs. 6, a plurality of cards 33 corresponding
to pieces as described later with Fig. 7, an Addition/De-
duction Unit for costs 35 shown in Figs. 8A and 8B, and
a plurality of marbles 39 as shown in Fig. 9.
[0043] Figs. 3A and 3C show the inside and outside
of an unfolded die. A die 5 is a hexahedron with six (6)
polygonal plates 7a-7f (square plates in this instance)
which has the substantially same contour and dimen-
sions with the polygonal grids 3. The six (6) polygonal
plates of the die can be unfolded and therefore each of
the six (6) polygonal plates are connected to specific ad-
jacent polygonal plate(s) in such a manner that when
the die is unfolded two dimensionally each polygonal
plate is connected to that specific adjacent polygonal
plate(s). The six polygonal plates 7a-7f constituting a
die are formed integrally with synthetic resin. In this in-
stance the joining portions 6 for joining adjacent polyg-
onal plates and connecting portions 9 and connected
portions 11 which are used for fixing up a die may be
also formed integrally with synthetic resin material. As
shown in Fig. 3B each of connected portions 11 consists
of a cavity whose cross sectional shape is substantially
a rectangle and each of connecting portions 11 consists
of a projection which is forced in the cavity constituting
the connected portion 9. By forcing a connecting portion
11 in a corresponding connected portion 9, a die is fixed
up in such a manner to enable unfolding the die. It
should be noted here that the structure of connecting
portions 11 and connected portions 9 are not limited to
examples shown in the drawings.
[0044] As shown in the Figs. 2 and 3C, the following
marks are depicted on the outside of the polygonal
plates 7a-7f constituting a die. The marks are one (1)
Die-Unfolding Mark 13 which is the decisive factor for
unfolding a die, one (1) Advancement Mark 15 which
indicates that a player can save a necessary cost for
advancing a piece and four (4) Execution Marks 17-23
which indicate respectively that a player can save a nec-
essary cost for demonstrating ability or power of a piece.
Attacking Mark 17 indicates that a player can save a cost
necessary for attacking (one of the capacity or powers
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given to a piece), and Defending Mark 19 which indi-
cates that a player can save a cost necessary for de-
fending (one of the capacity or powers given to a piece)
and the two Special Ability Marks 21 and 23 indicate re-
spectively that a player can save a cost necessary for
making his/her piece to demonstrate a predetermined
special ability or power of the piece.
Also in this instance the Group (one of the Identification
Marks) to which a piece belongs is shown by the color
of the polygonal plates 7a-7f constituting a die. The Lev-
el (one of the Identification Marks) of a piece is indicated
by an alphabetical symbol depicted inside a Die-Unfold-
ing Mark 13.
[0045] On the inside of the polygonal plate 7c, one of
the six (6) polygonal plates 7a-7f constituting a die 5, a
Position Mark 25 for placing a piece when the die is un-
folded is depicted. The Position Mark 25 is a seal on
which letters can be written with a ball-point pen or a
felt-tip pen. Plural Position Marks may be attached to
plural polygonal plates constituting a die so that a player
may have increased opportunities for deciding a posi-
tion for placing his/her piece.
[0046] The unfolding pattern of a die is not limited to
the kind shown in Fig. 3A-3C. Figs. 4A-4F show different
patterns of unfolded dice. One game component may
include one kind of dice having one kind of unfolded pat-
tern, or plural kinds of dice having plural kinds of unfold-
ed patterns.
[0047] Figs. 5A-5D show some combinations of
marks depicted on the outside of the dice used in a
game. Fig. 5A-5D show an example of the kinds of
marks depicted on the six (6) plates of a die 5. From
Figs. 5A to Fig. 5D, the number of Die-Unfolding Marks
shown is decreasing. If a player chooses a die shown
in Fig. 5A thereby having more Die-Unfolding Marks, the
player will have more chances to unfold a die but the
player will have fewer chances to save necessary costs
as described in the following. On the contrary, if a player
uses a die like Fig. 5D, the player has fewer chances to
unfold a die but have more chances to save costs. Play-
ers are required to decide which dice to use in each of
his/her turn considering such characteristics of the dice.
In Figs. (a) to (D), the numbers which are written near
some marks show that the marks with such numbers
may save multiples of such number of the cost. It goes
without saying that other letters or symbols may be writ-
ten alongside each mark.
[0048] Figs. 6A-6D show an example of plural pieces
25a-25d which have visually identifiable features and
belong to predetermined Groups and Levels. These
pieces 25a-25d comprise respectively a base 27 to be
placed on the play field, and a feature portion 29 which
are formed on the base and show the direction of the
pieces. The pieces are formed integrally with synthetic
resin material and the surfaces of the pieces are paint-
ed. On the feature portion 29 of each piece two eyes are
depicted to show the front and the rear sides. The fea-
ture portion 29 may of course have a figure of an animal,

a man, an imaginary animal (monster), etc. The base
27 is provided with a writing portion 31 by which a player
can be identified. These writing portions 31 are also
seals on which players can write his/her name or other
things with pens. With these writing portions it is possi-
ble for a player to collect his/her own pieces looking for
the writing on the writing portions as the guide after a
game is over.
[0049] Fig. 7 shows an example of the front side of a
card 33 produced corresponding to a piece such as
piece 25a, one of plural kinds of pieces, to indicate the
denomination for identifying the piece, the capacity of
the piece (special ability or power, effect, etc.), condi-
tions for demonstrating such capacity and the Group
and the Level of the piece. Each piece such as 25a and
others is featured by the writings on the card 33 corre-
sponding to each piece. Plural kinds of pieces such as
25a and others include attacking object-type pieces pro-
vided with Defending Power, Attacking Power and Sus-
taining Power and effect demonstrating- type pieces
demonstrating predetermined effects to opponents'
pieces. Each piece is classified into different groups and
yet the piece is given a certain Level which shows the
degree of the capacity of the piece. Therefore, as de-
scribed in the following, a player is required to choose
a piece of such a Level that is decided by the rolling of
dice from among the pieces of such Group that is de-
cided by the rolling of the dice.
[0050] In this instance the capacity of the piece in-
cludes for example ability or power to attack, ability or
power to defend, ability or power to conduct predeter-
mined special attack or defense, ability or power to form
a way of escape, ability or power to entrap, ability or
power to mine, etc.
[0051] The piece 25a, as shown in Fig. 6A, is an at-
tacking object-type piece. On a card corresponding to
the piece it is shown that the Group 33a to which the
piece belongs is "Group II", that the Level 33b to which
the piece belongs is "Level A", and that the Name 33c
of the piece is "Ball man." On the card corresponding to
the piece the Picture 33d of the piece is also shown.
Furthermore it is shown on the card that the Attacking
Power of the piece is 10 points, Defending Power 40
points, and Sustaining Power 70 points. These "Pow-
ers" are indicated in numeral or volume along with re-
spective marks 33e-33g thereof. And yet the cost which
is necessary for demonstrating the Special Ability or
Power of the piece is shown with a numeral and an Ex-
ecution Mark 33h which indicates the kind of cost. The
Content 33i of the Special Power which can be demon-
strated by paying the cost is also shown.
[0052] The "Defending Power" means the power to
weaken the "Attacking Power of an opponent's piece"
by deducting the numeral of the "Defending Power" from
the figure of the "Attacking Power of the opponent's
piece. " On the contrary, the "Attacking Power" means
the power to weaken the "Defending Power of an oppo-
nent's piece" by deducting the numeral of the "Attacking
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Power" from the numeral of the "Defending Power of the
opponent's piece." Moreover the "Sustaining Power"
means the power which sustain a piece to exist in a
game until the Sustaining Power becomes zero (0) by
the numeral of Attacking Power of the opponent's piece
being deducted from the figure of the Sustaining Power,
after the Defending Power of the piece has become zero
(0). With descriptions of these powers written on each
card corresponding to each piece, each player can en-
joy a game without having to memorize all the powers
of each piece particularly.
[0053] In this instance a Master Piece, a piece shown
in Fig. 6D, which serves as a proxy of a player is included
among plural kinds of pieces in a game component set.
This Master Piece is placed on the above-mentioned
distinguishable grid at the beginning of the game. It is
arbitrary to define the power of the Master Piece. The
lower the powers of the Master Piece are set, the more
important it becomes to plan a strategy for defending
the Master Piece in a game, which will give more fun to
a player in elaborating a strategy. In this instance the
Master Piece is given just Attacking Power and the De-
fending Power, which is described on a card corre-
sponding to the Master Piece.
[0054] While not shown in Figs. 6A-6D, pieces may
include such an effect demonstrating-type of piece as a
mine which destroys a piece coming across the place
thereof (coming across the grid on which the mine is
placed). However, in a basic organization of pieces, it is
not always necessary to include such effect demonstrat-
ing-type of pieces. The cards are of course prepared for
the effect demonstrating-type of pieces.
[0055] Fig. 8A shows an Addition/Deduction Unit in-
cluded in a game component set. The Addition/Deduc-
tion Unit has five (5) Addition/Deduction Display por-
tions 35a-35e corresponding to an Advancement Mark
and four Execution Marks. This Addition/Deduction Unit
is integrally formed with synthetic resin and has Addi-
tion/Deduction Display portions 35a-35 respectively
having 10 holes on the surface. By inserting such pins
37 as shown in Fig. 8B and by changing the position of
the pins 35 to be inserted, addition or deduction of costs
is indicated. Next to Addition/Deduction Display portions
35a-35e, Advancement Mark, Attack Mark, Defense
Mark and one or more Special Power Marks are depict-
ed. With the Addition/Deduction Unit 35, a player can
securely record addition or deduction of points for each
mark without having to memorize or write down. An Ad-
dition/Deduction Unit 35 shown in Figs. 8A and 8B is an
example and the Addition/Deduction Unit is not limited
thereto. For example, pins 37 need not be used but other
things equivalent to such pins may be prepared for an
Addition/Deduction Unit, which uses those substitutions
for addition or deduction by changing the positions of
those things.
[0056] Fig. 9 shows a perspective of one of a plurality
of marbles 39 included in a game component set. It is
enough if there are eight (8) or ten (10) marbles for a

game. During a game the decrease of the Sustaining
Power of a piece can be shown to players by placing,
on a card, the number of marbles corresponding to the
decreased amount of Sustaining Power.
[0057] An example of the method of play of the above
mentioned board game between two players according
to the present invention will be described in the following
with reference to Fig. 10. According to the method of
play of the present invention, a game will develop ac-
cording to the rules using the above-mentioned board
game. In prior to the game each player places his/her
own Master Piece on the grids 3a, 3c. Also each player
puts his/her own cards on a place which is next to the
play field and which the opponent can see. And each
player puts his/her pieces onto the corresponding cards.
Furthermore, the Addition/Deduction Unit 35 as shown
in Figs. 6A-6D is also placed on a position which the
opponent can see. In this instance the pattern of the un-
folded dice used in this game are not limited to one pat-
tern but are in various patterns as shown in Figs. 4A-4F.
[0058] Each player then has a turn in order. The rule
then sets forth that each player will conduct the following
steps (a) - (f) in each turn.

(a) Die-Rolling Step-Each player chooses plural
dice from among his/her dice in his/her game com-
ponent set and roll those dice on a dice rolling place.
(b) Die-Unfolding Step-When a Die-Unfolding Mark
is respectively included among the judgement ob-
jects depicted on the outside of the polygonal plates
of the predetermined number of dice, each player
unfolds (or opens up) two-dimensionally a die hav-
ing a Die-Unfolding Mark and place the unfolded die
on a play field to cover n grids which are connected
to one another.
(c) Piece-Placement Step-Each player chooses,
according to the group and/ or level recognized from
the plural dice rolled on the play field, one piece
from among pieces he/she owns in his/her game
component set. Each player then places the piece
on one of the polygonal plates constituting said un-
folded die.
(d) Cost-Saving Step-Both when a die is unfolded
and when not, each player can save the number of
marks, whether they may be Advancement Marks
and/or Execution Marks when such marks are in-
cluded among the judgement objects depicted on
the outside of the polygonal plates of dice. Each
player saves the number of marks which appeared
as costs for each mark.
(e) Advancement/Attack Step-Each player advanc-
es a piece on the play field and/or make a piece
wield or exert power to attack or destroy one of the
opponent's pieces by paying the predetermined
cost from among the saved costs.
(f) Closing-Step-Each player ends his/her turn after
carrying out Advancement Step and/or Attack Step
or without carrying out those steps.
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[0059] In this instance each player chooses three dice
from among his/her dice 5. Then each player rolls dice
onto a rolling place (usually a floor or desktop on which
the play field is placed). In this rolling step, when a Die-
Unfolding Mark is respectively included among the
judgement objets on the outside of the polygonal plates
7a-7f of the two (2) dice out of the three (3) dice rolled,
each player unfolds (or opens up) two-dimensionally a
die having a Die-Unfolding Mark and place the unfolded
die on a play field to cover six (6) grids which are con-
nected to one another.
[0060] As shown in Fig. 10, the unfolded dice 51-54
are those dice which were unfolded on the play field by
one player and the unfolded dice 61-63 are those dice
which were unfolded on the play field by the opponent.
The black circles depicted on respective unfolded dice
are each player's pieces 25.
[0061] When the first unfolded dice 51 and 61 are
placed on the play field, the rule sets forth that the un-
folded dice 51 and 61 must be placed in such a manner
that one of the adjacent grids to 3a and 3c must be cov-
ered by the unfolded dice. After that the unfolded die 5
is placed in such a manner that one of such unfolded
die must be set adjacent to at least one polygonal plate
of the player's already-unfolded die placed on the play
field and yet any polygonal plates of such unfolded die
must not overlap polygonal plates of the player's or op-
ponent's unfolded dice. As each player executes prede-
termined steps in each turn in order, the unfolded dice
form an advancing path pattern on the play field. When
the dice unfolded and placed on the play field both by
the player and the opponent touch each other's die, the
pieces of the player and the opponent can advance
along the other's unfolded dice.
[0062] After a die is unfolded, the player chooses a
piece, according to the Group and Level recognized
from the three dice rolled on the rolling place, from
among the pieces included in a game component set
used by the player. The player then places the piece on-
to one of the plural polygonal plates constituting the die.
In this instance the Group to which the piece belongs is
indicated by the color of the outside of the polygonal
plates, and the Level of the piece is indicated by the al-
phabetical letter written inside the Die-Unfolding Mark.
And the piece selected is placed on an inside of a po-
lygonal plate having the Position Mark. In this instance
the piece is placedwith the front thereof faced toward
the opponent so that the player's pieces and the oppo-
nent's pieces may easily be distinguished.
[0063] In both cases when a die 5 is unfolded and not,
if an Advancement Mark or an Execution Mark is includ-
ed among the judgement objects on the polygonal
plates of the three dice, the player save, for each kind
of the mark separately, such number of costs as equal
to the number of each mark. In this instance an Addition/
Deduction Unit 35 as shown in Figs. 8A and 8B is used.
[0064] In each turn when a player tries to make his/
her piece wield or exert power or demonstrate ability

thereof, the player pays the necessary costs from the
saved costs. When a piece exists on an advancing path
pattern and the costs necessary for making the piece
wielding or exerting power thereof or demonstrating
ability thereof are saved or possessed by the player, the
player can make his/her piece advance and/or do other
things. Therefore even before the direct fight between
pieces starts, the player can advance his/her piece or
make the piece exert specific power thereof, while work-
ing out his/her strategy. Each player decides whether or
not to make each piece wield the power thereof consid-
ering the saved costs in possession. Also in the Ad-
vancement /Attack Step in the opponent's turn the rules
set forth that the player can defend his/her piece or at-
tack or destroy the opponent's piece by paying the nec-
essary costs from the saved costs. Therefore according
to such rules the player can fight against his/her oppo-
nent by wielding the full power or demonstrating the full
ability of his/her piece. The rules set forth that wielding
power during one turn is started using the last selected
power in the adverse order.
[0065] In the condition as shown in Fig. 10, the ad-
vancing path pattern is not connected, and therefore, in
principle, the piece of the player and that of the opponent
cannot fight against each other. The rules set forth that
when the player's piece and that of the opponent's have
reached a certain positional relationship with each other
after the respective pieces have been advanced along
the advancing path pattern formed with the unfolded
dice in order, the player can, for the first time, attack the
opponent's piece or Master Piece. Typical conditions for
attacking is a case in which the player's piece and that
of the opponent's stand on the grids adjacent to each
other. However, when a specific piece is given a power
to attack the opponent's piece placed on the grid which
is the m th (m is an integer of two or more) grid from the
grid on which the player's piece stands, the player's
piece can exceptionally attack such opponent's piece
as is on the m th grid from the grid on which the player's
piece stand. Also the content of the attack may be de-
termined as a Special Ability or Power. For example, one
of the Special Powers may be such as four times of the
original power may be acquired by paying twice the
costs, or the opponent's piece ahead in the front direc-
tion, however many grids away, maybe attacked. These
Special Powers may be determined in various ways and
are not limited to the Special Powers described in the
present specification.
[0066] When a piece is attacked, the destruction of
the piece is avoided if the sum of Defending Power and
the Sustaining Power is larger than the Attacking Power
of the opponent's piece. However, the Sustaining Power
decreases after being added to the Defending Power.
The decreased value of the Sustaining Power is indicat-
ed by placing the marbles whose number is equivalent
to the decreased value of the Sustaining Power. For ex-
ample, if one of the player's piece having 30 points of
Defending Power and 40 points of Sustaining Power is
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attacked by one of the opponent's piece having 40
points of Attacking Power, the Sustaining Power of the
player's piece is decreased by 10 points and one (1)
marble is placed on the corresponding card. When the
same player's piece is attacked by the same opponent's
piece three times more, the Sustaining power decreas-
es to zero (0) and the piece is considered to have been
destroyed. Attacking Power and Defending Power may
basically be wielded or exerted only once during each
turn by paying necessary costs. This means that if the
Defending Power was wielded or exerted in the previous
turn, the same Defending Power may be wielded or ex-
erted by paying the necessary costs again in the follow-
ing turn. In this instance each time the cost is paid, the
pin of the Addition/Deduction Unit 35 is moved accord-
ingly.
[0067] The rule sets forth that after a piece is de-
stroyed (either by loosing in a fight against one of the
opponent's piece or by the effect (blast) of a mine), the
corresponding card is turned over, and the piece is
placed on the turned-over card, or the piece is laid on
the corresponding card. By doing so, still usable pieces
and pieces which are not usable any more are recog-
nizable at a glance and the player can pursue the game
recognizing the opponent's usable pieces.
[0068] It is arbitrary to decide when victory or defeat
is definite, but in the present example the rule sets forth
that when the Master Piece has been attacked (or dam-
aged) the predetermined number of times, it is decided
that the owner (the player) of the Master Piece has lost
the game.
[0069] The rules further set forth that when a piece is
advanced, the player may advance his/her piece jump-
ing over another piece of the player which stands ahead
in the advancing path but may not advance his/her piece
jumping over a piece of the opponent which stands
ahead in the advancing path. Also in the Die-Unfolding
Step the rule may sets forth that a once-destroyed piece
may be revitalized if predetermined conditioned are sat-
isfied.
[0070] In the above-described example of the present
invention each piece is given both Group and Level.
Each piece, of course, may be given at least one of the
Group and Level.
[0071] The above-mentioned embodiment of the
present invention is just an example and the present in-
vention is not limited thereto. Various variations and
modifications may be made without departing from the
scope of the present invention.
[0072] Fig. 11 is a perspective which shows how the
things are before starting the board game (for two play-
ers) according to another embodiment of the present in-
vention. According to the above-mentioned embodi-
ment, the paths are formed by placing the unfolded dice
5 on the play field. The embodiment of Fig. 11 is different
from the above-mentioned embodiment in that dice 5'
which are not unfoldable are used, and that a plurality
of path plates 50 for forming the paths are additionally

used. Fig. 11 shows five dice 5' and five path plates 50
per player, as an example. The number of path plates,
however, is actually fifteen per player, and that of the
dice is also fifteen. Dice 5' used in this embodiment are
the same as the unfoldable dice shown in Fig. 2, except
that dice 5' are not unfoldable. Generally speaking,
therefore, dice 5' are polyhedrons having n outsides (n
is an integer of three or more). Die-Unfolding Mark which
is a decisive factor for placing the path plates on the play
field, Advancement Mark which allows saving a cost (or
a charge) necessary for advancing a piece, one or more
Execution Marks which allow saving a cost (or a charge)
necessary for wielding or exerting power of a piece, and
one or more Identification Marks which show the group
and /or level to which a piece belongs are indicated on
n outsides of the polyhedron.
[0073] Figs.12 (A)~(J) indicate examples of a plurality
of path plates 50 in such shapes as to cover areas
formed by a plurality of polygonal grids which extend
continuously on the play field. Figs. 12 (A) to (E) are plan
views of five types of path plates for one player, and
Figs. 12 (F) to (J) indicate five types of path plates for
the other. In these examples, the color and/or pattern of
the path plates for each player is different so that each
player can instantly identify his or her path plates.
[0074] As in this embodiment, although using the path
plates 50 increases the number of game components,
it allows the game to advance smoothly because the
players can save the time to fold or unfold the dice. Also,
if the path plates 50 are formed in different shapes, se-
lecting the path plates 50 plays a significant role in de-
termining strategy.
[0075] The game advancement process according to
this embodiment is the same as the process according
to the first embodiment described above, except that,
once the advancement is determined by throwing the
dice, the player selects one path plate from a plurality
of path plates held by that player, and form the paths on
the play field by placing the path plates, instead of un-
folding the dice. Therefore, the method of play in this
embodiment is not described here.

INDUSTRIAL AVAILABILITY

[0076] According to the present invention a board
game and method of play thereof which can provide an
unexpected game development and more satisfaction
to players is provided. Especially when a die is unfolded
and form an advancing path pattern, the advancing path
patterns for pieces vary each time game is played, thus
the unexpectedness in a game development increases.
Moreover by making players save costs during a game
the present invention can provide more fun, as com-
pared to the conventional games, to players in working
out their strategies during a game. Furthermore accord-
ing to the present invention pieces may be given Special
Powers and the game development can be varied by
making pieces wield or exert such Special Powers by
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paying necessary costs. Still more it is possible accord-
ing to the present invention to provide an unexpected
development of a game by ruling that even if a piece
possesses Attacking Power or Defending Power, the
piece may not wield or exert the power thereof without
paying the necessary cost.
[0077] In addition by ruling how pieces and corre-
sponding cards are placed, it is possible to provide a fair
game development as still usable pieces and already-
destroyed pieces (pieces considered to have been de-
stroyed) are easy to be recognized at a glance. Moreo-
ver, according to the present invention pieces may be
prepared arbitrarily, and it is possible to give players fun
in acquiring various pieces and elaborating various
strategies.
[0078] Also by using marbles it can be easily seen
how much damage was given to each piece. Further-
more by providing write-down portions to each piece
and each die it is possible to surely distinguish a player's
pieces and dice from the opponent's pieces and dice
and it is easy for the player to collect his/her pieces and
dice to put them back in the box.
[0079] Although using the path plates increases the
number of game components, it allows the game to ad-
vance smoothly because the players can save the time
to fold or unfold the dice. Particularly, when the path
plates are formed in different shapes, selecting the path
plates plays a significant role in determining strategy,
thereby making the game more interesting.

Claims

1. A board game played by plural players comprising:

a play field having a plurality of polygonal grids
extending continuously and used by said plural
players, and plural game component sets used
by said plural players for their own play,
said game component sets comprising:

plural dice,
plural kinds of pieces respectively having
visually identifiable features and belonging
to predetermined plural groups and/or pre-
determined levels, and
plural cards corresponding to said plural
kinds of pieces and describing at least de-
nominations to identify corresponding
pieces, capacity or ability of the corre-
sponding pieces, conditions for wielding or
exerting said capacity or ability of said piec-
es, and said groups and/or said levels;
said dice being polyhedrons consisting of
n (n is an integer of three or more) polygo-
nal plates which have substantially the
same dimensions with said polygonal grids
of said play field and are connected in such

a manner that unfolding of said dice is pos-
sible;

wherein each of said polygonal plates is con-
nected to specific adjacent polygonal plate/s in such
a manner that each of said polygonal plates is so
as to be connected to the/those specific adjacent
polygonal plate/s when said die is unfolded two-di-
mensionally,

wherein the outside of said polygonal plates
are depicted with Die-Unfolding Mark which is a de-
cisive factor for unfolding each of said dice, Ad-
vancement Mark which allows saving cost neces-
sary for advancing said pieces, one or more Execu-
tion Marks which allow saving costs necessary for
making said pieces to wield or exert powers thereof,
and one or more Identification Marks for indicating
the Group and/or Level of said pieces.

2. A board game as described in Claim 1 wherein said
game component set is provided, in addition, with
an Addition/Deduction Unit having plural Addition/
Deduction Display portions corresponding to said
Advancement Mark and said one or more Execution
Marks.

3. A board game as described in Claim 2 wherein said
game component set has plural marbles which can
be placed on said cards.

4. A board game as described in Claim 1 wherein said
Die-Unfolding Mark, said Advancement Mark, said
Execution Marks and said Identification Marks are
indicated by at least one of color, figure, pattern,
symbol, number, and letter.

5. A board game as described in claim 3 wherein two
or more marks selected from said Die-Unfolding
Mark, said Advancement Mark, said Execution
Mark and said Identification Mark are depicted out-
side of one of said polygonal plates.

6. A board game as described in Claim 1 wherein a
Position Mark for indicating a place on which said
piece is placed, when said die is unfolded, is depict-
ed on at least one of the inside of n said polygonal
plates constituting said die.

7. A board game as described in Claim 6 wherein the
player can write down on said Position Mark to iden-
tify him/herself.

8. A board game as described in Claim 1 wherein said
piece comprises a base which is placed on said play
field and a feature portion which is provided on said
base and show the direction of said piece.

9. A board game as described in Claim 1 or Claim 6
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wherein said piece is provided with a write-down
portion for identifying said player.

10. A board game as described in Claim 1 wherein, out
of said plural grids, the specific grids, of which the
number is the same as the number of the possible
players, are displayed in a distinguishable manner
from the rest of grids.

11. A board game as described in Claim 10 wherein a
Master Piece which is placed on one of said specific
grids displayed in a distinguishable manner is in-
cluded in said plural pieces in said game compo-
nent set.

12. A board game as described in Claim 1 wherein De-
fending Power, Attacking Power and Sustaining
Power are indicated with a numeral or volume on
said cards.

13. A board game as described in Claim 11 wherein, on
said cards, said Execution Marks which are neces-
sary for making said pieces corresponding to said
cards demonstrate the ability of said pieces are de-
picted.

14. A method of play of a board game which plural play-
ers play, according to rules, comprising:

a play field having a plurality of polygonal grids
extending continuously and used by said plural
players, and plural game component sets used
by said plural players for their own play,
said game component sets comprising:

plural dice,
plural kinds of pieces respectively having
visually identifiable features and belonging
to predetermined plural groups and/or pre-
determined levels, and
plural cards corresponding to said plural
kinds of pieces and describing at least de-
nominations to identify corresponding
pieces, capacity or ability of the corre-
sponding pieces, conditions for wielding or
exerting said capacity or ability of said piec-
es, and said groups and/or said levels;
said dice being polyhedrons consisting of
n (n is an integer of three or more) polygo-
nal plates which have substantially the
same dimensions with said polygonal
plates of said play field and are connected
in such a manner that unfolding of said dice
is possible;

wherein each of said polygonal plates is con-
nected to specific adjacent polygonal plates in such
a manner that each of said polygonal plates is so

as to be connected to those specific adjacent po-
lygonal plates when said die is unfolded two-dimen-
sionally,

wherein the outside of said polygonal plates
are depicted with Die-Unfolding Mark which is a de-
cisive factor for unfolding each of said dice, Ad-
vancement Mark which allows saving cost neces-
sary for advancing said pieces, one or more Execu-
tion Marks which allow saving costs necessary for
making said pieces to wield or exert powers thereof,
and one or more Identification Marks for indicating
the Group and/or Level of said pieces,

said rules setting forth that each player has a
turn in order and conduct during each of said turn:

(a) Die-Rolling Step-Each player chooses plu-
ral dice from among his/her dice in his/her
game component set and roll those dice on a
dice rolling place;
(b) Die-Unfolding Step-When a Die-Unfolding
Mark is respectively included among the judge-
ment objects depicted on the outside of the po-
lygonal plates of the predetermined number of
dice, each player will unfold (or open up) two-
dimensionally a die having a Die-Unfolding
Mark and place the unfolded die on a play field
to cover n grids which are connected to one an-
other;
(c) Piece-Placement Step-Each player choos-
es, according to the group and/ or level recog-
nized from the plural dice rolled on a play field,
one piece from among pieces he/she owns in
his/her game component set, and each player
then places the piece on one of the polygonal
plates constituting said unfolded die;
(d) Cost-Saving Step-Both when a die is unfold-
ed and when not, each player can save the
number of marks, whether they may be Ad-
vancement Marks and/or Execution Marks
when such marks are included among the
judgement objects depicted on the outside of
the polygonal plates of dice, and each player
saves the number of marks which appeared as
costs for each mark;
(e) Advancement/Attack Step-Each player ad-
vances a piece on the play field and/or make a
piece wield or exert power to attack or destroy
one of the opponent's pieces by paying the pre-
determined cost from among the saved costs;
and
(f) Closing-Step-Each player ends his/her turn
after carrying out Advancement Step and/or At-
tack Step or without carrying out those steps.

15. A method of play of a board game as described in
Claim 14 wherein said rules set forth that a player
can defend his/her own piece or attack or destroy
said piece of said opponent by paying said costs
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saved during said Advancement/Attack Step during
said turn of said opponent.

16. A method of play of a board game as described in
Claim 15 wherein, out of said plural grids, specific
grids, of which the number is the same as the
number of possible players, are depicted distin-
guishably from the rest of the grids, and said game
component set includes a Master Piece which is
placed on said one of said specific grids depicted
distinguishably from the rest of the grids, and

wherein the rules set forth said Master Piece
is placed on one of said specific grids depicted dis-
tinguishable from the rest of the grids at the begin-
ning of a game and said Master Piece is given only
Attacking Power and Sustaining Power.

17. A method of play of a board game as described in
Claim 16 wherein, said rules set forth that in the first
time of said Piece-Placement Step, said die unfold-
ed two-dimensionally is placed to cover at least one
of the grids which are adjacent to said specific grid
on which said Master Piece is placed, and in the
subsequent Piece-Placement Steps said die un-
folded two-dimensionally is placed in such a man-
ner that each of the polygonal plates of said die
does not overlap each of the polygonal plates of
said dice which are already unfolded and placed on
the play field by a player and yet at least one of the
polygonal plates of said die is placed to cover one
of the grids adjacent to the grids covered by the dice
which are already unfolded and placed on the play
field.

18. A method of play of a board game as described in
Claim 17 wherein said rules set forth that said dice
unfolded and placed on the play field form an ad-
vancing path pattern along which a player advances
his/her piece and when the player's piece and the
opponent's piece are in a certain positional relation-
ship the player can attack said opponent's piece or
Master Piece.

19. A method of play of a board game as described in
Claim 18 wherein said pieces include Attacking-
type pieces which are given Defending Power, At-
tacking Power and Sustaining Power and Effect
Demonstrating-Type pieces which only demon-
strate predetermined effects against the opponent's
pieces, andwherein Defending Power, Attacking
Power and Sustaining Power are indicated with nu-
merals or volume on said cards corresponding to
said Attacking-Type pieces as well as costs neces-
sary for wielding or exerting said powers and/or
demonstrating said effects.

20. A method of play of a board game as described in
Claim 19 wherein the rules set forth that predeter-

mined amount of said Sustaining Power of a play-
er's piece under attack decreases by the Attacking
Power of said piece of said opponent which sur-
passes said Defending Power of the player's piece
and that when said Sustaining Power decreases to
zero, the player's piece is considered to have been
destroyed.

21. A method of play of a board game as described in
Claim 16 or Claim 20 wherein the rules set forth that
when said Master Piece incurs a predetermined
damage, it is determined that the owner of said
Master Piece has lost the game.

22. A method of play of a board game as described in
Claim 14 wherein the rules set forth that said pieces
are placed on said cards corresponding to said
pieces until said pieces are placed on unfolded dice
on the play field, and after said pieces are destroyed
in a game, said corresponding cards are turned
over and said pieces are placed on the turned-over
cards or said pieces are laid on said corresponding
cards.

23. A method of play of a board game as described in
Claim 17 wherein said game component sets in-
clude a plurality of marbles which can be placed on
said cards, and when Sustaining Power of said
pieces decreases by the damage incurred, specific
number of marbles corresponding to the decreased
Sustaining Power are placed on said card corre-
sponding to said pieces.

24. A method of play of a board game as described in
Claim 14 wherein said game component sets in-
clude an Addition/Deduction Unit having Addition/
Deduction Display portions corresponding to said
Advancement Mark and said one or more Execution
Marks, and, wherein, during said Cost-Saving Step,
each time said Marks appear, an addition is made
at Addition /Deduction Display portions correspond-
ing to such Marks, and during said Advancement/
Attack step, a deduction is made at Addition/ De-
duction Display portions corresponding to said
costs paid for actions taken.

25. A method of play of a board game as described in
Claim 24 wherein the rules set forth that the maxi-
mum number of costs saved is the number possibly
added on said Addition /Deduction Unit.

26. A method of play of a board game as described in
Claim 24 wherein said Execution Marks include At-
tack Mark which indicates that a player can save a
cost for attacking, Defence Mark which indicates
that a player can save a cost for defending against
the attack by the opponent's piece and one or more
Special Ability Marks which indicate that a player
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can save costs necessary for making said pieces
demonstrate predetermined Special Ability, and
wherein on said Addition/Deduction Unit said Ad-
vancement Mark, said Attack Mark and said one or
more Special Ability Marks are depicted adjacent to
corresponding respective portion of said Addition/
Deduction Display portions.

27. A method of play of a board game as described in
Claim 26 wherein the rules set forth that said Ad-
vancement Mark, said At tack Mark, said Defence
Mark and said one or more Special Ability Marks
are depictedwith figures or diagrams and that when
a numeral, a letter or a symbol is depicted near or
inside such figures or diagrams, costs which can be
saved with such marks are the number indicated by
said specific numeral, letter or symbol.

28. A method of play of a board game as described in
Claim 14 wherein said Die-Unfolding Mark is depict-
ed on the surface of one of said polygonal plates
together with said Identification Mark indicating said
Group and said Level to which said piece belongs.

29. A method of play of a board game as described in
Claim 14 wherein the rules set forth that in said
Dice-Rolling Step three or more of said dice are se-
lected for rolling.

30. A method of play of a board game as described in
Claim 14 wherein the pattern of said dice when un-
folded varies and plural patterns of said dice unfold-
ed are classified into plural kinds of patterns.

31. A method of play of a board game as described in
Claim 14 wherein the number of said plural dice and
said plural kinds of pieces prepared in a game com-
ponent set is the number decided in the rules, but
said plural dice and said plural pieces are selected
by a player from among his/her own stock of dice
and pieces.

32. A board game played by plural players comprising;
a play field having a plurality of polygonal grids ex-
tending continuously and used by said plural play-
ers, and plural game components sets used by said
plural players for their own play, said game compo-
nents sets comprising:

plural dice,
plural kinds of pieces respectively having visu-
ally identifiable features and belonging to pre-
determined plural groups and/or predeter-
mined levels,
plural cards corresponding to said plural kinds
of pieces and describing at least denominations
to identify corresponding pieces, capacity or
ability of said corresponding pieces, conditions

for wielding or exerting said capacity or ability
of saidpieces, and said groups and/or said lev-
els, andaplurality of path plates in such a shape
as to cover areas formed by a plurality of said
polygonal grids extending continuously on said
play field;
said dice being polyhedrons consisting of n out-
sides (n is an integer of three or more),

wherein said n outsides of said polyhedron
have thereon Die-Unfolding Mark which is a deci-
sive factor for placing said path plates on said play
field, Advancement Mark which allows saving cost
necessary for advancing said pieces, one or more
Execution Marks which allow saving costs neces-
sary for making said pieces to wield or exert powers
thereof, and one or more Identification Marks for in-
dicating said Group and said Level.

33. A board game played by plural players as described
in Claim 32 wherein the plurality of said path plates
used by plural players are so constructed as to be
distinguishable from the path plates of other play-
ers.

34. A board game played by plural players as described
in Claim 32 wherein the plurality of said path plates
are so constructed as to identify a front face thereof
and a back face thereof at a glance.

35. A board game played by plural players as described
in Claim 32 wherein said Die-Unfolding Mark, said
Advancement Mark, said Execution Mark and said
Identification Mark are indicated by at least one of
color, figure, pattern, symbol, number and letter.

36. A board game as described in 32 wherein two or
more marks selected from said Die-Unfolding Mark,
said Advancement Mark, said Execution Mark and
said Identification Mark are depicted on said outside
of one of the dice.

37. A board game as described in 32 wherein a Position
Mark for indicating a place where said peace is
placed is depicted on said path plate.
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