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My invention relates to an improvement in 
games and more particularly that type of game 
embodying a game board and playing elements 
to be moved thereover, 
Warious types of game boards bearing square 

spaces have previously been used in the playing 
of numerous types of games. . Some of these 
games such as the game of checkers, for exam 
ple, permits each player to move his playing, ele 
ments one space at a time in a forward diagonal 
direction, and to jump over a playing element of 
an Opponent lying in an adjacent square if a. 
Square. On the opposite side of the opponent's 
playing element is not occupied. Other games 
have been formed in which a playing element 
may he moved considerable distances over the 
Surface-of a board by jumping. Over either similar 
playing elements or opposing playing elements, 
but in this case, the playing elements jumped 
are not removed from the board, 

It is the object of the present invention to 
provide a game in which the playing elements 
may be moved by jumping over either similar 
playing elements or opposing playing elements, 
and removing any opposing playing elements 
jumped. Thus the playing elements may move 

ity 

quickly and over considerable distances; but at 
the same time, the playing elements are grad 
ually removed from the game table. 

It is a feature of my invention to provide a 
game table having two bodies or sections in op 
posed relationship and Spaced one from the other. 
The two bodies of squares are substantially iden 
tical in shape, and one of these bodies is posi 
tioned in front of each opposing player or each 
of the opposing teams. The two spaced bodies 
of squares are connected by a line of connected 
squares to provide a path over which playing ele 
ments travelling in either direction may pass. 
The spacing of the bodies of squares and the pro 
Vision of a limited number of paths connecting 
these bodies makes it difficult to move. from one 
body of squares to the other and reduces the 
number of paths of travel to a point where each 
path may be guarded to some extent. 

It is a purpose of my invention to provide for 
each player two types of playing elements. Each 
player is provided with a series of men or play 
ing elements of one type Which may move only 
in a forward direction, a forward diagonal di 
rection, or a transverse direction. The other type 
of men may move in any direction and are thus 
more valuable than the first type of playing ele 
ments. 

It is a feature of my invention that the game 5 5 

board provides two spaced bodies of squares con 
nected only by limited paths and to provide in 
each body of squares: a predetermined area upon 
which the playing elements are grouped at the 
start of the game. The object of the game is to 
eliminate all of the playing elements of the op 
pOSing player as in the gaine of checker's or chess. 
Because: Of the limited direction of movement of 
most of the playing elements, however, it is de 

it sirable to move , all of this type of playing ele 
Inent over across the board and into the area, 
in. Which the opposing playing elements are 
grouped at the start of the game. By; moving 
Within, this area, of the opposing player, the play 
ing elements of one player are granted the power 
to move in any direction rather than only in a 
limited direction. 

It is a feature of my invention that my playing 
elements are formed with movable portions there 
upon which may be moved to signify whether or 
not each Specific player has been granted special 
powers to move in any direction. In the form 
illustrated, I provide a toy soldier or the like 
whose arm may be raised upon reaching the goal 
or starting area of the opposing player. 

It is a feature of my invention to provide a 
game in which, the game playing elements may 
be jumped. Or, captured, in which case they are 
renoved from the game, and to provide a rule 
that it is not compulsory to capture the oppo 
nent's men unless no other move can be made. 
Accordingly, it is possible to avoid moves which 
will lead a playing element into danger and to 
move away from danger when it is found desir 
able. My game board may be formed as shown 
to simulate a boundary line between two coun 
tries, this boundary line being in the form of 
Substantially impassable mountains or the like, 
so that only a limited number of roads connect 
the two countries. The Soldiers of each country 
have as their duty, to defend the home country 
and to eliminate the soldiers of the other country. 
Thus the game in reality forms a war game to 
teach strategic movesi and novel methods of de 
feating another country intine of War. 
These and other objects and novel features of 

my, invention will be more clearly and fully set 
forth in the following specification and claim. 
In the drawing forming a part of my specifica 

tion: 
Figure 1 is a top plan view of a game board 

showing the construction thereof. 
'Figure 2 is a perspective view of one type of 

playing element used in conjunction with my 
game board. 



2 
Figure 3 is a perspective view of a modified 

form of playing element showing the construc 
tion of the same. 
The game table A is substantially rectangular 

in form and is preferably provided with a raised 
border f0. The body of the game table is divided 
into two divisions if and 2 having a series of 
mountains or the like 3 designated therebe 
tween. As best illustrated in Figure 1 of the 
drawing, the area includes sixteen squares f4 
encircled by a dark or colored line 5 so as to 
designate the area, bounded by the line 5, a home 
base or goal. The division 2 is similarly pro 
vided with sixteen squares 6 encircled by a dark 
or colored line 7, and the area, within or en 
circled by the line 7 is defined as a home base. 
While the exact form of construction illus 

trated need not be followed, it will be described in 
detail for the purpose of illustration, it being 
understood that the arrangement of Squares 
could be varied Somewhat without materially 
changing the playing of the game. The rearmost 
line 9 of squares of each playing area comprise 
merely the four squares on the rear row of the 
area. Within the line 5 or 7. 
20 of each of the sections and 2 comprise 
eight Squares, two squares being positioned on 
each side of the squares included within the lines 
i5 and T. The third row 2 comprises ten 
Squares, there being three squares on each side 
of the home base area. The row 22 comprises 
fifteen Squares, there being six squares on One 
side of the home base area, and five Squares on 
the other side thereof. The outermost square 23 
to the right of each player has indicia, 24 thereon 
showing an airplane or the like, and this desig 
nation indicates that a playing element placed 
thereupon may be moved to the corresponding 
Square On the Opposite side of the board. The 
last square 25 on the left end of each row is pro 
vided with indicia, 26 which indicates that a 
playing element placed thereupon may be moved 
to the corresponding Square on the other Section. 
Thus it is possible to move the playing elements 
over a considerable distance if the playing ele 
ments are moved onto the squares 23 or 25. It 
should be further noted that the second square 
to the right of the line 5 or 7 dividing the home 
base designated by the numeral 27 bears indicia, 
to indicate that the playing element may not be 
placed thereupon. 
The next row 29 on each section 0 and f is 

the Width of twelve squares, but all of these twelve 
Squares are not playable area.S. Two adjacent 
Squares 30 next to the outermost square at the 
left end of the board bear indicia to indicate 
that no playing element may rest thereupon, and 
another square 3? next to the end square at the 
right end of the row 29 is provided with similar 
indicia. Thus in the movement of the playing 
elements, these squares must be avoided. 
The next row 32 is also of a width of twelve 

Squares and bears a single Square 33 on which no 
playing element may rest. This square 33 is 
next to the end square at the left hand end of 
the roW 32. 
The next row 34 is of a width of twelve squares, 

but only contains seven squares upon which play 
ing elements may rest. Four consecutive squares 
35 are provided at the left end of this row. The 
area of three consecutive squares 36 upon which 
no playing element may rest are then provided. 
A single Square 37 next occurs, and an area of 
two Squares 39 divides the single square 37 from 
the two Squares 40 at the extreme right hand end 
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of the row. Thus but a limited area for the play 
ing elements occurs in the row 34. 
The above noted sets of Squares comprise re 

spectively two opposed playing portions and in 
clude entrance and exit squares through diagonal 
lines of playing Squares which connect these 
opposed playing portions as hereinafter described. 

In the next row of squares 4 only four playing 
squares 42, 43, 44, and 45 are provided. The 
square 42 is positioned adjacent one of the 
squares 35 and is arranged in diagonal relation 
with the Square 45 of the opposing row 4. The 
Square 43 is arranged in diagonal relation to the 
last of the squares 35 and is diagonally related 
to the square 44 of the opposing roW. The Square 
44 is diagonal with respect to the square 37 and 
is also diagonally arranged with respect to the 
squares 43 and 44 of the opposing row 4 f. The 
square 45 is positioned adjacent one of the 
Squares 40 and is diagonally related to the square 
42. 
The area of the game table not occupied by 

playing squares is preferably raised in the man 
nei of a relief map so that it is impossible to 
place playing elements thereupon. Not only does 
the irregular formation of the nonplayable area 
Of the game board make mistakes in placing the 
playing elements difficult, but also it enhances 
the appearance of the game and makes the game 
more nearly simulate the actual boundaries be 
tween two countries. Warious objects may be 
formed in this nonplayable area, and the same is 
preferably painted to simulate trees, mountains, 
buildings, and other objects Visible from a great 
height if the border between two countries were 
Viewed, 

Non-playing raised regions at the Sides of the 
center, designated as 69, and intermediate non 
playing raised regions 36 and 39, form in effect 
divisions of the playing field into two opposed 
portions with diagonally related rows of playing 
Squares extending between them. Two such di 
agonal roWS are continuous, made up of squares 
37 and 44 and of squares, 42, 45, and 49, respec 
tively, other lanes or lines of playing squares are 
broken to form right-angled turns, as squares 35, 
43, 44, and 37, or in reverse order on the other side, 
squares 37, 44, 43, and 35. All the play for at 
tack must go through these limited spaces or 
lanes, Squares 37 and 35 being entrance and exit 
Squares for the interior lanes, and squares 40 and 
35 being entrance and exit squares for the outside 
lanes. The skill by which forces are brought up 
and passed through these restricted lanes is the 
prine element of success in the achieving of final 
Victory. It requires very careful study and man 
agement in the moving of the pieces and pro 
vides a game of first rate scientific skill, exceeding 
in difficulty the game of checkers, which it re 
Sembles in Some particulars, because of the added 
problem of moving the men or playing pieces 
through the diagonal lanes connecting the op 
posed portions of the entire playing field. 
The playing element B illustrated in Figue 2 

of the drawing simulates a soldier and includes a 
base 46, soldier body 47 projecting upwardly there 
from, and an arm 49 pivotally attached at 50 to 
the body 47. When the playing element is first 
moved at the start of the game, the soldier stands 
at the position illustrated in full lines in Figure 
2 of the drawing. Upon successfully reaching 
the enemy home base or goal, however, the arm 
49 may be raised into the dotted position illus 
trated in Figure 2. 

In Figure 3 of the drawing, I disclose another 
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form of playing element C. This playing element 
C is mounted upon a base 5 and the body 52 pro 
jects upwardly therefron. The arm 53 may be 
pivotally attached at 54 to the body if it is so 
desired, but in this form of construction it is not 
necessary that the arm he movable, as this type 
of playing element may move in any direction at 
all times. The playing elements of the opposing 
players are differently colored or shaped so as to 
be readily distinguishable. 
In playing my game, it should be understood 

that the game may be played by two players or 
by more than two players divided into two groups. 
The game board provides a surface representing 
the terrain of a real or mythical country or coun 
tries. The two opponents have forces consist 
ing in fourteen divisions and two strategists 
placed in the Space on the surface of the board 
outlined by the heavy lines or colored lines 5 
and , With the two strategists occupying the 
right and left hand outer corners. Each one of 
the fourteen divisions or playing elements B ad 
vances toward the opponent's hone base, moving 
One Square at a time, or may move transversely 
of diagonally forward. By jumping their own 
playing elements, more than one square may be 
advanced at a time. In such jumping, the play 
ing element may be moved until no further jumps 
are possible. While the playing elements B may 
only be moved laterally, forwardly, or forwardly 
in a diagonal direction, the two strategists C may 
be moved in any direction at any time. 
The players alternate in naoving their forces. 

If opposing playing eleinents are in the line of 
advance, they may be jumped and thereby cap 
tured, in which case they are removed from the 
game. It is not compulsory, however, to take 
the opponent's men or to effect a capture unless 
it is desired, or unless no other move can be 
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made. Thus a player need not by jumping or 
capturing an opposing playing element be placed 
in a position to sacrifice a large number of his 
playing elements. 
The game progresses through movement as de 

fined until the playing elements B are noved into 
the opponent's goal or hone base defined by the 
heavy line 5 or . When a player B has been 
moved into this area, the arm 49 of the men may 
be raised, and from that time until the end of the 
game, the playing element may be moved in any 
direction. One side or one player wins when all 
of his opponent's men have been captured or if 
the Opponent's men are so blocked as to be un 
able to move. 

In accordance With the patent statutes, I have 
described the principles of construction and op 
eration of my gaine; and while I have endeavored 
to set forth the best embodiments thereof, de 
Sire to have it understood that these are only 
illustrative of a means of carrying out my inven 
tion, and that obvious changes may be made 
Within the Scope of the following claim without 
departing from the spirit of my invention. 
I claim: 
A game conprising a board having fat, Sur 

face portions marked to be divided into equal 
Squares and unmarked raised portions indicating 
mountains and hills and being positioned to di 
Wide the board and the flat surface squares there 
on into equal opposed portions, said board being 
of a width such that the width of said opposed 
portions of Squares is substantially greater than 
their depth, Sets of squares forming segregated 
diagonal lines of passage through said raised 
Inountain and hill parts, and a plurality of sep 
arated diagonal entrances into certain of said 
lines of passage. 
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