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3 ‘Claimis.
This invention relates to games, and has for
its ‘principal -object to provide a game which-will

-develop the abilities-of the players to recall words,

quickly, and to.spell them correctly while tend-

»% ing to stimulate the interest of the players in
such -work and in the enlargement of -their
knowledge -of words.

Another object of the 1nvent10n is to proV1de

a-game which depends only:partly on chance and
mostly on the mental ability :and intelligence -of
the players, the element of chance entering .into
the ‘game only sufficiently to serve.as a handicap
tending to equalize ‘the differences in mental
abilities of the players.
% ‘With the above and other objects in v1ew whlch
will be obvious from the description hereinafter,
the invention consists in the features, details and
combinations hereinafter more fully descrlbed
and pointed out in the claims.

In the .drawing,—

Fig. 1is an elevation of a game board embody-
ing the invention, on which board the .game may
‘be played by two, three .or four players. -

Fig..2 is a diagrammatic illustration of argame
; board suitable for use by two players only.

Fig. 3 is a diagrammatic illustration of playing
pieces - such. as colored digks, to be used with
either:of the game boards shown in Figs. 1 and 2.

The game of the present inventioncomprises
a2 game board having tracks, playing pieces; such
as disks, to be moved along the tracks, and a
chance device for selecting -one letter -of the-al-
phabet from a plurality of different letters.

An important feature of the invention is that
the length of movement of a piece over a track
is determined by the number of letters in-a word,
the player being free to select the word which
determines the extent of the movement, subject
to certain limitations. For -example, in start-
ing the game, the player who is.the first to play
uses a chance device to select by chance a letter
of the .alphabet, and, this being determined,. the
player must then mentally select some word Wthh
begins with the letter of the alphabet selected by

. the chance device. 'Thus, notwithstanding the
fact that chance determines the initial.lettér of
the word to be selected, the player has 4 nuiiber
of words from which to select, and as it is’ possmle
for the player to choose a word having-a larger

- or -a smaller number of letters, the extent of
the movement of -the player’s piece -over the
track is not determined by the chahce :device,
but -déepends upon ‘the playet’s.own 1ntelhgence
and knowledge of words.

The tracks are.divided into spaces, and the
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»player is enbltled 0 move. hJ.S plece over . as many
spaces as there-are letters in the word which+he
‘has weleeted. . -Furthermore, -some of the spaces
are provided -with indieia representing letters of

:an alphabet, the ilefters represented by the in- . ..

“dicia being different for the-different spaces.. If
the play -of the picee terminates.in a space whose
indicia srepresents the same letter -of the -al-
phabet -as 'the final letter of the selected word
which: determined the length of movement of 15
the piece in reaching the said space, the player
is free -at fimes ‘to continue ‘his -play which he
does by mentally selecting a word whose initial
letter;is -the same -as the final letter of the pre-
vious -word, that is, the same as the letter -deter- :

bed
[+198

mained- by: the :indicia of the space on which the
Jbrevious ‘play - terminated. Hence, in this case
again-chance -does not enter into the play then
10 be made. - The -details of the game will- be
given in connection 'with the description of the dh

:apparatus:employed, -one form of which will-now
be -deseribed. .

Referrmg toTig. 4, the game board there 111us-
trated has four starting fields marked A’, A2, A3,
At respectively, and, alternating therewith, four ..
finishing -or ‘home fields designated as B’, B2, B3, ~
B4, these -eight fields, in the example illustrated
being fitted -together so -that their outer bounda-
ries form an -approximate circle, the space within
which. may; for purposes of reference hereafter, ;-
‘be designated - as a -central terminal spaee, though
it may not be in the center of the game board. :

_-Surrounding -the -central terminal space .is a
playing ‘track whieh; as it is used by all -the
players, may be termed the common main play- .5
ing track; -This track is indicated generally by
the reference letter C. - Each :starting- field iand
-each -home: Held is connected to the main play-
ing-track by :its individual track, the individual
starting tracks.being designated by the reference .
letters :D’, -D?,.D3, D4, Fig: 1, and the individual
Jhome -traeks by the Jetters E’ B2, '3, B4, i

The stdarting field -and the home field for each
player may be colored alike, ‘but different from
the corresponding ‘fields of .another player, in
order.. te avoid confusien. All the tracks -are
subdivided inte spaces, dnd for ease in-counting
these spaces -are alternately of different colors.
While the colors used may be as desired, those
employed. in -the preferred -embodiment of the ;g
ihvention:shownin Fig. 1 are white (as indicated
by.the absende of :any hatching), yellow and red,
as indicated by cross<hatching -in accordance
with theeolor:chart ‘efi page 55 of the Rules.'of
Practice of the United States Patent Office... ' The
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coloring of the respective starting and home
fields may also be as indicated by the conventional
cross-hatching designated by said color chart.
It will be noted that on the common playing
track more than two colors are used, for exam-
ple in Fig. 1, the alternate spaces are white and
the intermediate spaces are mostly yellow, but
sometimes red.

In the embodiment shown in the drawing
there are 16 red spaces, four of them being wider
than the others, one of these wider spaces being
indicated at F and one of the narrower spaces at
G, Fig. 1.
spaces, for reasons that will appear hereinafter,
the narrower ones being referred to hereinafter
as single safety spaces and the wider ones as
double safety spaces, for purposes of identifica-
tion.

Those spaces of the common main track C
which are located between the safety spaces are
provided with indicia associating them with let-
ters of an alphabet. In the example shown in
Fig. 1, the alphabet chosen is-one.of 25 letters

‘corresponding to letters of the English alphabet

with the letter X omitted. ~All the letters .ot the
chosen alphabet are contained in-the lettered
spaces between. one. double safety space and the
next one, so that in game board such as shown
in Fig. 1, the letters of the chosen alphabet-ap-
pear four times. However, the consecutive let-
tered spaces do not contain.the letters of the al-
phabet in consecutive order.

-be said to be disarranged.

Since there are 25 letters in the chosen alpha-~
bet and only 20 lettered spaces between any two

“double spaces, some of the lettered spaces are

provided with two different letters of the alpha-

‘bet and one with three different letters. See the

spaces marked H’ which have two letters and the
space H2 which has three letters.

~In addition to a-game board there is provided
a set of pieces for each player. Where four per-
sons are playing each will have three pieces col-
ored alike, it being advantageous to have them of
the same color as that of the starting field to be
used by the respective player. “Where- two or
three persons are playing, each will have a set
of four pieces. In order that the game appara-
tus may be used by two, three or four persons it
must be provided with at least 15 pieces consti-
tuting three sets of four each and one set of
three.

While any suitable chance device may be pro-
vided it has been found that a so-called spin-
ner, that is an indicator, pointer or hand mount-
ed on a pivot at the center of a circular series
of letters of an alphabet, is preferable.  In the
present .instance the alphabet is the complete
English alphabet of 26 letters. While this spin-
ner may be separate from the-game board, in
the present example it is mounted on the cen-
tral terminal space, as shown. A spinner  so
mounted is shown at K, Figs. 1 and 2, and the
circular series of letters at K’.

With the particular embodiment of the appa-
ratus illustrated the game may be played as fol-
lows, it-being assumed that only two players are
playing, who may be de51gnated as players Nos.
1 and 2.

The players select their respective four pieces
of -the same color as that of the.starting fields
which they are to use. For example, No. 1 picks
the purple pieces and No.: 2 the green: pieces.
The order in which the players are to begin may
be determined in any suitable way, eithér by

These spaces may be termed safety-

That is, they may.
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agreement, or by a chance device, or after the
first game, by rule of the game that the player
who wins one game may start first in the suc-
ceeding game. If the order is to be determined by
chance, the spinner may be used as the chance
device, the players spinning the indicator in turn
and the one getting the letter nearest the be-
ginning of the alphabet starting first. We will
assume ‘that No. 1 player is the first to play.
This player puts his four purple pieces on the
purple starting field A’. 'Then he spins the spin-
ner to determine by chance the initial letter of
some word to be selected by him. For purposes
of illustration, let us assume the spinner stops
at the letter S. Itis now incumbent on this player
to select, within some agreed on fixed time, for
example, one minute, a word in the English lan-
guage beginning with S. Also the rules of the
game may provide that the first word must have
8 certain minimum of letters, for example 10.
With the board illustrated, which has 14 -spaces

in its starting tracks a word of less than 14 letters

lands the piece finally on the starting track near
the common main track C, but if the player: can

"think of a word of say 15 letters or more he can
‘get onto the main track and even along the same

with the first play. As there are many words
in the English language beginning with 'S and
having 10 letters or more the player has a wide
choice. Assume that the player thinks of the
word “supernatural”,  which has 12 letters. -He
must announce the word, and then spell it aloud
as he moves his first piece outward from his start-
ing field A’ along the spaces of his starting frack
D’ stopping at the twelfth space.
mingtes the play.

Then player No. 2 places his four green pleces
on his starting field A3 and spins the spinner to
determine by chance the:initial letter of the
word which he must select. Let us assume that
the spinner stops at the letter L. Player No. 2
then selects and announces. a word beginning
with L; for example, the word “lithographically”
and, while spelling the word aloud moves his first
piece a_space for each letter of the word chosen.
As this word has 16 letters the piece passes out-
ward. along the starting track D83, leaving the
track through the space marked QYZ at the end
of the said starting track finally landing at the
space marked UJ.

This terminates the play.

Now player No. 1 proceeds as before, spinning
the spinner to determine the initial letter; an-
nouncing a word with that initial letter and then
moving his first piece from the starting track D’,
onto and along the common main track C, pass-
ing through the space H?, Fig. 1, which is marked
QYZ, and thence along the main track counter-
clockwise. This terminates his play.

After his first piece has arrived on the common
main track, a player may, in his turn; either
continue to play the piece around the main track,
or most advantageously start his second piece,
and after it has arrived on the main track may
in his turn, start his third piece and so on until
finally all four pieces of each player are on the
main track. The advantage to a player in get-
ting all of his pieces onto the main track is that
after this occurs he may be able to obtain what
is termed a “bonus”. ‘This occurs if a play in
accordance ‘with a selected word lands a piece
on the common main track on a space which is
associated with a letter of the alphabet identical
with the last letter of the word used in making

‘This ter- .
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such. play. .- This will be explained more fully
hereinafter.
. Returning now to. the game in progress, player
No. 2. may mave either the first piece he played,
which at the end of his first play landed on the
space marked UJ, or he may bring his second
piece into play and proceed in substantially the
Same way as previously described, that is. to
say, spinning the spinner to determine the in-
itial letter of a- word, announcing a word select~
ed by him, and playing it down the starting track,
and, if it has more than 14 letters landing it on
the common main: track. S

If, however, player No. 2 decides to play his
first piece further along on the common main
track-instead of bringing into play his second
biece, a different method of determining the in-
itial letter of the word to be selected is em-
ployed, namely, it is no longer selected by chance,
but must be a word commencing with. the same
letter of the alphabet as is associated with the
space on which the piece stands, or where such
space is associated with more than one letter of
the alphabet, the player has the choice of using
either or any of the letters as the initial of the
word to be chosen. For example, as.the first
piece of player No, 2 rests on a space marked
UJ, he may select a word beginning with U for
example, the word “utility”, or a word beginning
with J; for example, the word “junction”, and
make the movement counterclockwise along the
common main track for as many spaces as there
are letters in the word he selects. It is to be
noted that while the rules of the game limit the
first play along the starting track to words of
more than 10 letters, there need be:no such
limitation as to plays along the common main
track, or at most a limitation to words of four
letters. From the above it will be understood
that each play along the common main track,
of a piece which was resting on a space asso-
clated with a letter of the alphabet, must be
made by selecting a word beginning with the
same letter as that of the space, or where the
space Is associated with more than one letter,
then the word may begin with any one of said
letters. ) . :

‘When the player has all his pieces on the com-
mon main track he is thereafter entitled to earn

-a bonus as hereinbefore referred to. For exam-

ple, suppose, with all his pieces on the main
track, player No. 1 has one piece resting on the
space marked with the letter P, Fig. 1, and, in his
turn, decides to play this piece. He must select
a word. beginning with the letter P. Suppose he
selects the word “pastes”. As this has six let-
ters he must move six spaces, which lands his
piece on a space associated with the letter S. As
this is the same as the last letter of the word
he selected, namely, “pastes” the player has
earned the bonus, that is he is entitled to make the
next play in the game. He may make this next
play, by moving any one of his four pieces.

If in the course of play a player lands his piece
on a safety space he, thereafter, when playing in
turn, must use the chance device to determine
the initial letter of the word to be selected for
advancing the said piece from the said safety
space, because such safety space is not associated
with any letter of the alphabet. :

A bonus may be earned if a player, in his turn,
makes a play which lands his piece on a lettered
space already occupied by one of the pieces be-
longing to an adversary, the bonus consisting as
before of the right to make the next play in the

3
game. . Furthermore, the adversary is penalized;
being set back. That is, the adversary must move
his piece backward along the main track as many
spaces. as the piece of the previous player had
advanced.. . . Lo ‘

. Far:.example; if player No..1 had & piece at the
righthand portion of the main track on the space.
marked S, and player No. 2, in his turn, had ad-
vanced his own piece from, say space marked P
to:said space S, then player No. 1 must move his
piece, which was on space S, back to space P,
while player No. 2 has the right to select another
word. beginning with the letter S, and then ad-
vance his:piece from the space having the letter S,
counterclockwise, along the main track, or may
play one of his other pieces if he prefers.

If, however, a player in advancing a piece lands
on:a lettered space already occupied by another
one of his own pieces; he is penalized, in that he
loses his play and must return his last advanced
piece to the space from which he started the play.
The above described bonuses and penalties re-
late only to plays where the biece played lands on a
lettered space.

Where a piece when played lands on g safety
space. already occupied by the piece of an ad-
versary, the player loses his play and must re-
turn his piece to the space from which he started
the play, the piece which occupied the safety
Space remaining there. If a piece be set back as
hereinbefore explained and lands on .a gafety
Space already occupied, then it must be moved
backward one space more. If by this additional
move of one space the piece lands on a lettered
space already occupied by another piece, even his
own, the said other piece must be moved backward
as many spaces as the prior. piece was moved
backward. Any backward movement of a piece
which in turn causes the backward movement of
a second piece may result in the said second piece
causing the backward movement of a. third piece,
and so on. even if the penalizing action passes
backward entirely around the common playing
track and finally results in & backward movement
of that piece which by its movement forward
caused the catastrophe.

While only one piece may remain in safety on
a single safety space, two pieces belonging to the
same player may remain in safety on a double
safety space.

After a piece has passed along the common
playing track from its connection with its start-
ing track to the connection of its home track
with the main track, it then passes over the home
track to the home field. When all the pieces of
any player have reached the home field the game
is terminated and the player who is the first to
return all his pieces to the home field is the win-
ner. The rules may provide that in moving from
the common main track to the home field a piece
must never come to rest on any of the spaces of
the home track, but must be moved over all the
spaces of the home track at one play. That is,
a player whose piece is on the common main track
ready to enter the home field must select g, word
having a number of letters exactly sufficient to
carry his piece to the home field. Such a rule
makes the game somewhat more difficult and
need not be employed except with skilled players,

The game as described above may be modified
in various ways according to the skill and. educa-
tion of the players. One modification which in-
creases somewhat the element of chance, but
still leaves the game dependant largely on the in-
telligence of the players and their knowledge of
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words, consists in using the spinner fo determine.
by chance. the initial.letter of .the word to: be
chosen for making. a play from a lettered space,
except, however, for making a play constituting
a bonus, as has been explained hereinbefore,
which bonus comes either from a play: where the
last letter of the word is the same as that of the
lettered space on which the piece lands, or from
a play where the piece played lands.on a lettered
space .already occupied by the piece of an ad-
versary. 'This is called capturing the adversary’s
piece.. The captured piece is sent back, as here-
tofore explained, while the player making ' the
capture is entitled to make the next play in the
game, but must select a word whose initial letter
is the same as the letter associated with the space
on which the capture is made. - . ’

A - further  modification . which particularly
brings out the skill of the players consists in pro-
viding a.rule that the amount of set back of any
captured piece is determined not by the word se-
jected in making the play which brought about
the capture, but by the new word selected by the
capturing player for making his new- play in ad-

. vance. .Thus this player is free-to select a long

word or a short word and thereby can determine
the number of spaces the captured piece is to be
set back. - When this form of game is played, the
rules should provide that if the set back piece
jands on any lettered space. already occupied by
another piece, the said other piece shall also be
set back the same number of spaces as the first
piece captured was set back, and so on backward
around the common main playing track,

In the description of the game as first given
hereinbefore it was pointed out that until a player
has brought all his pieces onto the main track he
could not earn a bonus by landing a piece on a
lettered space having the same letter as the final
letter of the word selected for making such play.
This may be changed to allow the said bonus to
be earned at any time a piece lands on a lettered
track having the same letter as the last letter of
the selected word determining such play, irrespec-
tive of whether the player has more pieces on the
main track or not. ‘ :

Tt is to be noted that the game board may be
hinged to fold ‘along a center line, as indicated
in Fig. 1, this line not passing through the center
of the spinner K but above the same, as shown.
~In Pig. 2 is illustrated a game board, which
need not be specifically described since it is the
same as that shown in Fig. 1 except that as it is
intended for use by two players, only, it has only
two starting fields; only two home fields, and only
two starting tracks and home tracks. ’

.. The manner of playing the game on it will be

2,008,176

clear from the description heréinbefore of the
game. . . :
- In: PFig. 8 is illustrated diagrammatically the
general type of colored pieces which may be used
with: the game. : i : : :
" What is. claimed is: - - R i
“I. An educational game comprising - a game
board provided with: a central terminal space con-
sisting of an individual starting field and a sepa-
rate individual home field for each player, a com-
mon main track surrounding the central terminal
space, a plurality of :individual tracks, one :for
each starting field and each home fleld, respec-
tively, each of said individual tracks leading from
its respective field to the common main track, all
of the tracks being divided into spaces, the spaces
of the main track constituting a plurality of sets
of playing spaces, each set having a series’ of
spaces carrying indicia indicating different letters
of an alphabet in disarranged order, said game
also ‘comprising a plurality of sets of movable
pieces; one set for -each player, and a chance de-
vice for selecting one letter of the alphabet from
g plurality of different letters. : .
- 2. An educational game. device comprising &
game board provided with a central terminal
space consisting of an individual starting field
and ‘a separate individual home field for each
player, a common ‘main track surrounding the
central terminal space, a plurality of individual
tracks, one for each starting field and home fieid,
respectively, each of said individual tracks lead-
ing from its respective field to the common main
track, all of the tracks being sub-divided to form
small spaces, the spaces of the main track consti-
tuting a plurality of sets of playing spaces, each
set having a series of spaces carrying indicia indi-
cating different letters-of the alphabet in disar-
ranged order, said game device also comprising a
plurality of sets of movable pieces, one set.for each
player. e : . :
3. An educational game device comprising &
game board provided ‘with- a central terminal
space consisting of an individual starting field and
a separate individual home field for each player,
a common main track-surrounding the central
terminal space, a plurality of individual tracks,
one for each starting field and home field, respec-
tively, each of said individual tracks leading from
its respective field to-the common main track, all
of the tracks being sub-divided to form small
spaces, the spaces of the main track constituting a
plurality of sets of playing spaces, each set hav-
ing a series of spaces carrying indicia indicating
different letters of the alphabet in disarranged
order. ‘ : i
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