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The invention described herein may be 

manufactured and used by or for the Govern 
ment for governmental purposes, without the 
payment to me of any royalty thereon. 
The invention relates to games and in par 

ticular to chess, the object being to supple 
ment the present chess game with means for 
employing aerial tactics in the simulated 
military operations. 

Briefly, it may be described as three dimen 
sional chess or the game of chess with aerial 
warfare added. As is well known, the an 
cient game of chess is primarily a war game, 
in which the pawns play the part of infantry, 
the castles or rooks the part of forts, the knights the part of cavalry, the bishops re 
presenting the ancient power of the church, 
the queen being given a powerful rôle while 

23 the king remained, as head of the state, a 
piece to be protected, as a king lost meant a 
kingdom destroyed. All this was developed 
ages before the airplane was thought of, and 
its unceasing popularity testifies to the fact 
that its basic principles are sound, its pri 
mary mechanics simple and its playing full 
of interest. Today, in any game simulating 
warfare, air forces cannot be ignored. In 
developing this phase of the new chess, effort 
has been made to keep the essentials of the 
game as simple as chess, so that, while offer 
ing infinite possibilities for the expert, it 
will be sufficiently simple in the rules for the 
operation of its pieces to appeal to beginners. 
The precise nature of the improved game 

should be clearly understood when the fol 
lowing specific description has been read in 
conjunction with the accompanying drawing, 
in which: ; : . . . . . . . 

40. Figure 1 is a perspective view of the game 
board with the chess-men and aerial pieces in 
initial playing position upon the respective 
planes. . 

Figure 2 is a vertical section through the 
5 playing board in its preferred form; 
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3. 

Figure 3 is a plan view of a modified form 
of upper plane; and 

Figure 4 is a similar view of a further mod 
ification. so 

The playing board 
The playing board may be described as one 

standard chess or checkerboard superim- v 
posed on another with sufficient space be 
tween the two “planes' thus formed for the 55 
Operation of game pieces on each level. 

Referring to the drawing, a convenient 
mode of construction is disclosed, wherein the upper plane 1 is supported by pillars 2 in its 
elevated position above plane 3, which forms 60 
the base of the complete board. Each plane 
has the conventional checkered design 
marked on it so as to be visible on its upper playing surface, and duplicates the other in 
arrangement and color of squares. In order 65 
that the lower plane may be properly illu 
minated and may be seen through the upper 
plane, it has been found desirable to con 
struct the upper plane of glass, or other trans 
parent material. Those squares of the upper 70 
plane which are directly above the dark 
colored Squares of the lower plane may be 
pated with the same color on its under sur 
ace. The remaining squares in their natural 
color will contrast sufficiently with the paint- 75 
ed squares and will transmit light to a desir 
able degree. This feature, though not neces 
sary to the playing of the game, aids ma 
terially in keeping the situation on both 
planes constantly in mind. It also permits 
a quick and accurate check on the vertical 
registration of game pieces on both planes. 
As is the case with checkers or chess, the 

present game is adapted for play by two play- sis 
ers, each having a set of game pieces cor 
responding in number but distinguished by 
contrasting colors, and the game pieces are 
adapted for placing in predetermined posi 
tions upon the board by each player. 88 
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The game pieces 
The pieces used on the lower plane are 

star, chessmen. Those used on the upper 
plane are miniature airplanes modeled differ 
ently to illustrate the types of aviation they 
represent. Each side has eight airplanes; two 
bombing airplanes, designated by the ref 
erence character B, two pursuit airplanes P, 
two attack airplanes A, one distant observa 
tion airplane DO and one local observation 
airplane LO. The pieces of opposing sides 
are colored differently to correspond with 
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the standard chess pieces below. 
The arrangement of the set before play is 

as follows; all chessmen are arranged as in 
the game of chess, which is as illustrated in 
the drawing. The aerial pieces occupy the 
back row at each side of the upper plane 
and are arranged; bombers over rooks; pur 
suit over knights; attack over bishops; dis 
tant observation over the queen, and local ob 
servation over the king. 

Movements of aerial pieces 
The game is played in both planes simul 

taneously, the players making one move at 
a time in turn, moving a piece on the upper or 
lower plane at their election. The move 
ment of the chessmen on the lower board is 
exactly as in the game of chess, with one ex 
ception. While in their original position, 
pawns are considered as anti-aircraft artil 
lery and menace the squares directly above 
them. Once moved, they assume their nor 
mal rôle of infantry. For convenience the 
standard rules for the game of chess, as quoted 
from the “Chess Players Text Book', are 
given hereinafter. ith the exception of the 
pawns in their initial rôle of anti-aircraft, 
the chessmen below are impotent to control 
or affect the planes above. 
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Each aerial piece on the upper level has 
the same characteristic move as the chessman 
directly below him. Thus: the bomber piece 
moves in a straight line, backwards, forwards 
and laterally, but not diagonally, any num 
ber of open squares. The attack piece moves 
any number of free squares diagonally, 
which means it must remain on squares the 
color of that occupied at the start of the game. The pursuit piece moves one square 
diagonally and one straight or vice-versa and 
hence is the only piece capable of jumping 
other pieces, his own or opponent's. The dis 
tant observation piece moves in any direc 
tion, backward, forward, sideways or di 
agonally any number of free squares at a 
move. The local observation piece can move 
in the same way as distant observation but 
one square at a time only. 

It must be borne in mind that the object 
of the game is still that of the ancient game 
of chess, the checkmating of the opponent's 
king. Hence all moves on the upper plane 
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and all aerial strategy should be directed to 
that ultimate objective. 

Rules for aerial play 
After considerable experimentation in the 

actual playing of the game on several models, 
the following rules are specified for the con 
duct of the air forces as giving the best all 
round game. The standard rules for chess 
Eyail where unchanged by those given be 
OW. 

(a) Pursuit airplanes can capture or de stroy (take) only airplanes. They can take 
any opposing plane except the two observa 
tion planes which are immune. The taking 
is done precisely as in chess, e. g. by moving 
onto the square occupied by an opponent. 
Pursuit airplanes are the only airplanes 
which can take (destroy) airplanes. Pur 
suit movements have no effect on the lower 
board, other than the suppression of anti 
aircraft (pawns), explained below. 

(b) Bombardment and attack airplanes 
can take no pieces on the upper level but can 
take and cause the removal of opposing 
pieces on the lower board. This is done by 
occupying the square directly above (hence 
of the same color) the piece taken. They can 
not take antiaircraft (pawn) unless the in 
dividual piece is rendered ineffective by men 
ace of friendly pursuit. That is, if one move 
of pursuit would place the pursuit plane di 
rectly above E. anti-aircraft battery 
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(pawn) its fire is considered neutralized by 
pursuit fire and it can then be taken by bom 
bardment or attack. Anti-aircraft (pawn) 
can only be taken in this manner from the 
front or side but can be taken from the rear 
without aid of pursuit. 

If the opposing pursuit also has the square 
in question “covered' or protected, the result 
is the neutralizing of the two pursuit pieces 
for that square leaving the anti-aircraft 
pawn still effective and incapable of being 
taken. 

Bombardment and attack may 'check the 
king by occupying the square directly above 
him and consequently may assist in the 
“checkmate'. 

(c) The spaces above anti-aircraft (pawns) 
in original position are untenable by any op 
posing force and cannot be occupied, except 
in taking the pieces as above described. 

(d) The two types of observation can 
neither take nor be taken but can be used to 
block moves. They cannot block by occupy 
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ing positions directly above anti-aircraft 
paWns. 

STANDARD CHESS RULES 
The rules for chess by G. H. D. Gossip are 

given here for convenient use with the above 
new rules. 
“Chess, the most intellectual and fascinat ing of games, is played by two opponents on 
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a board of sixty-four squares. The squares 
are colored alternately white and black. The 
men are thirty-two in number, one player 
having sixteen white and his adversary six 
teen black men. Of these sixteen men eight 
are pieces and eight Pawns on each side. 
The pieces are the King, Queen, Rook, 

Bishop, and Knight. 
The board must be placed so that each 

player must have a while Square at his right 
and corner of the board. 
The players draw by lot for move and 

choice of color though in all public chess tour 
naments it is the rule for the player who has 
the first move to play with the white men. 
The pieces to the left of the white Queen 

are called the Queen's Bishop, Queen's 
Knight and Queen's Rook; those to the right 
of ha white sing are the King's Bishop, 
King's Knight and King's Rook. The pieces 
to the right of the black Queen and left of the 
black King are similarly named. The King's 
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direction backwards, forwards, sideways or 
diagonally-on an unobstructed range. 
When posted on any of the four centre 
squares, she commands twenty-seven out of 
the sixty-four squares of the Chess-board. 

The look 

The Rook is the next most powerful piece. 
He moves in a straight line, backwards, for 
wards and laterally, but not diagonally. 

The Bishop 
The Bishop moves diagonally, but only on 
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squares of its own color, e.g., the white King's. 
Bishop can never move on to a black square, 
nor the black King's Bishop on to a white one. 
On an unobstructed range the Bishop may be 
moved from a corner square to the opposite 
COEle. 

The Anight 
The Knight moves one square, diagonally 

Knights and Rooks are often stamped with--aid one square straight, and alone of the pieces has the privilege of jumping over an-..., a peculiar mark, to distinguish them from 
the Queen's Knights and Rooks. 
The Rooks are called Castles by drawing 

room players or novices. 
The white Queen must always occupy 2. 

white square, and the black Queen a black 
square, Servit Regina colorem. The white 
King, on the contrary, must always occupy 8, 
black square and the black King a white one, 
the Kings and Queens respectively facing 
each other. The Bishops on each side are 
posted nearest to the Kings and Queens; next 
come the Knights, whilst the Rooks occupy 
the corner squares. 

2 3. 

TEE RECES AND THEIR MoveMENTs 
The Aing 

The King moves only one square at a time 
in any direction-backwards, forwards, lat 
erally and diagonally. Once in the game, 
however, he has the privilege of moving two 
squares when castling. He cannot move on 
to a square next to the one occupied by the 
hostile King, for the Kings must always be 
separated from each other by an intervening 
square. Nor can the King move into check 
i.e., on to any square which is commanded 
by a hostile piece or Pawn. He can, however, 
capture any unprotected piece or Pawn of the 
eley, on any square adjacent to his own in 
any direction. When the King is placed in 
such a position that he cannot avoid capture, 
he is “checkmated” and the game is lost. 

The Queen. 
The Queen was one of the weakest pieces 

until the commencement of the sixteenth cen 
tury, and her present move is not of older 
date than three and a half centuries. She is 
now the most powerful of all the pieces, and 

65 can be moved any number of squares in any 
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other piece or Pawn, whether of his own or 
the opposing forces. 

The APgp, 

80 

The Pawn moves forward one square at a 
time; but on his first move only he may be 
moved either one or two squares at the play 
er's option. If, however, he be E. wo 
squares, and a hostile Pawn commands the 
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square over which he leaps, the hostile Pawn . 
has the choice of taking him and intercept 
ing him in his leap, as if he had only moved 
forward one square. This is called taking 
en passant. The Pawn captures digy 
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and forwards only. On reaching the eighth. 
square of any file on which he is advancing, 
he may be exchanged for a Queen, or any 
other piece his player may choose; or he may 
be refused promotion by his player and re 
main a Pawn, as before. In such a case he 
is called a “dummy’ Pawn. 

THE LAwg OF THE GAME 
The following laws, laid down by the Com 

mittee of the British Chess Association in . . 
1862, have been enforced in all the chief in 
ternational Tournaments for the last twenty 
six years: 

A. The Chess Board 

“The board must be so placed during the 
play that each combatant has a white square 
in his right hand corner. If, during the prog 
ress of a game, either player discovers that 
the board has been improperly placed, he may 
insist on its being adjusted. . 

AA. The Chessmen, 

If, at any time in the course of a game, it 
is found that the men were not properly 
placed, or that one or more of them were 

5 

225 

30 



have been made during 

10 

4. 

omitted at the beginning, the game in ques 
tion must be annulled. 
If at any time it is discovered that a man 

has been dropped off the board, and moves 
its absence, such 

moves shall be retracted and the man restored. 
If the players cannot agree as to the square 

on which it should be replaced, the game must 
be annulled. 
III. The Right of Move and Ohoice of Oolor 
The right of making the first move and (if 

either player requireit) of choosing the color, 
which shall be retained throughout the sit 
ting, must be decided by lot. 

in any series of games between the same layers, at one sitting, each shall have the E. move alternately in all the games, wheth 
er won or drawn. 

20 In an annulled game, the player who had 
the first move in that game shall move first 
in the next. 

IV. Oommencing Out of Turn 
If a player make the first move in a game 

when it is not his turn to do so, the game must 
be annulled if the error has been noticed be 
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fore both players have completed the fourth 
OWe. 
After four moves on each side have been 

made the game must be played out as it stands. 
V. Playing Two Moves in Succession 

If, in the course of a game, a player move 
a man when it is not his turn to play, he must 
retract the said move, and, after his adversary. 
has moved, must play the man wrongly 
moved, if it can be played legally. 

VI. Touch, and Move 
A player must never touch any of the men 

except when it is his turn to play, or except 
when he touches a man for the purpose of 
adjusting it; in which latter case he must, 
before touching it, say, “I adjust,” or words 
to that effect. 
A player who touches with his hand (ex cept accidentally) one of his own men when 

it is his turn to E. must move' it, if it can 
be legally moved, unless, before touching it, 
he say “I adjust, as above; and a player who 
touches one of his adversary's men, under 
the same conditions, must take it if he can 
legally do so. 

f, in either case, the move cannot be legal 
ly made, the offender must move his King; 
but in the event of the King having no legat 
move, there shall be no penalty. 
If a player hold a man in his hand, unde 

cided upon which square to play it, his ad 
versary may require him to replace it until 
he has decided on its destination; that man, 
however, must be moved. 
If a player, when it is his turn to play, 

touch with his hand (except accidentally or in 
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t more than one of his own men, he 
must play any one of them, legally movable, 
that his opponent selects. 

If, under the same circumstances, he touch 
two or more of the adversary's men, he must 
capture whichever of them his antagonist 
chooses, Eld it can be legally taken. If it happen that none E. the men so 
touched can be moved or captured, the offend 
er must move his King; but if the King can 
R be legally moved, there shall be no pen 
alty. s 

VII. False moves and illegal moves 
If a player make a false move-that is, 
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either by playing a man of his own to a square. 
to which it cannot be legally moved, or by 
capturing an adverse man by a move which 
cannot be legally made he must, at the choice 
of his opponent, and according to the case, 
either move his own man legally, capture the 
man legally, or move any otherman legally 
movable. : 

If, in the course of a game, an illegality be 
discovered (not involving a King being in 
check), and the move on which it was com 
mitted has been replied to, and not more than 
four moves on each side have been made 
subsequently, all these latter moves, includ 
ing that on which the illegality was com 
mitted, must be retracted. 

If, more than four moves on each side have 
been made, the game must be played out as 
it stands. 

VIII. Check 
A player must audibly say “check” when 

he makes a move which puts the hostile King 
in check. 
The mere announcement of check shall 

have no signification if check be not actuall 
given. If check be given, but not announced, 
and the adversary makes a move which obvi 
ates the check, the move must stand. 

If check be given and announced, and the 
adversary neglects to obviate it, he shall not 
have the option of capturing the checking 
piece or of covering, but must “move his 
King' out of check; but if the King has no 
legal move there shall be no penalty. 

If, in the course of a game, it be discovered 
that a King has been left in “check' for one 
or more moves on either side, all the moves 
subsequent to that on which the check was 
given must be retracted. Should these not 
be remembered the game must be annulled. 

IX. Enforcing penalties 
A player is not bound to enforce a penalty. 

A penalty can only be enforced by a player 
before he has touched a man in reply. 
Should he touch a man in reply in conse 

quence of a false or illegal move of his op 
ponent, or a false cry of check, he shall not 
be compelled to move that man, and his right 
to enforce a penalty shall remain. 
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When a King is moved as a penalty, it can 
not castle on that move. 

X. Castling 
in castling, the player shall move King and 

Rook simultaneously, or shall touch the King 
first. If he touch the Rook first, he must not 
guit; it before having touched the King; or 
his opponent may claim the move of the Rook 

SG 
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- itag, Bishop and iXnight, 
836) 

35 

as a complete move. 
When the odds of either Rook or both 

Rooks are given, the player giving the odds 
shall be allowed to move his King as in cast 
gland as though the Rooks were on the 
03G 

XI. Counting fifty moves 
A player may call upon his opponent to 

draw the game, or to mate him within fifty 
noves on each side, whenever his opponent 
persists in repeating a particular check, or 
series of checks, or the same line of play, or 
whenever he has a King alone on the board, 
0. 

King and Queen, 
King and Rook, 
King and Bishop, 
King, and Knight, 
sing and two Bishops, 
King and two Knights, 

Aatist an equal or superior force, 
Against King and Queen, 

and in all analogous cases: and whenever 
one player considers that his opponent can 
force the game, or that neither side can win 
it, he has the right of submitting the case to 
the umpire or bystanders, who shall decide 
whether it is one for the fifty-move counting. 
Should he not be mated within the fifty 
moves, he may claim that the game shall pro 
ceed. 
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(For example: A has King and Queen 
against B’s King and Rook. B claims to 
count fifty moves. At the forty-ninth move, 
A, by a blunder, loses his Queen. B can 
ciaim that the game proceed, and A in his 
turn may claim the fifty-move counting.) 

XI. Pawn taking in passing 
Should a player be left with no other move 

than to take a Pawn in passing, he shall be 
bound to play that move. 

XIII. Queening a Pawn. 
When a Pawn has reached the eighth 

square, the player has the option of selecting 
a piece, except a King, whether such piece 
has been previously lost or not, whose name 
and powers it shall then assume, or of decid 
ing that it shall remain a Pawn. 

XIV. Abandoning the game 
If a player abandon the game, discontinue 

his moves, voluntarily resign, willfully upset 
the board, or refuse to abide by these laws, 
or to submit to the decision of the umpire, 
he must be considered to have lost the game. 

S 

2V. The umpire or bystanders 
The umpire shall have authority to decide 

any question whatever that may arise in the 
course of a game, but must never interfere 
except when appealed to. He must always 
apply the laws as herein expressed, and 
neither assume the power of modifying them 
nor of deviating from them in particular 
cases, according to his own judgment. When 
a question is submitted to the umpire, or to 
bystanders, by both players, their décision 
shall be final and binding upon both players. 
The term bystander shall comprise any in 
partial player of eminence who can be ap 
pealed to, absent or present.” 
While it seems preferable to construct the 

upper plane of the playing board of trans 
parent material, such as glass or celluloid, 
it is possible that practical considerations 
may require the use of material other than 
Such transparent plates. In Figure 3, a modi 
fied form of upper plane is suggested. In 
this construction, the supporting plane for 
the aerial game pieces is afforded by a plu 
rality of closely spaced bars or rods 4 which 
extend between side members 5 of an enclos 
ing frame. The dark Squares may be marked on the bars by painting appropriate sections 
in the manner E. 
A further modification is disclosed in Fig 

ure 4, wherein the upper plane of the play 
ing board is formed by a nesh 6 of wire or 
other suitable material stretched between 
frame members 7. The checkered design may 
be produced by painting the mesh as show. 
The modernized game of chess disclosed 

herein has been found to be practical and 
entertaining to a very high degree. The 
aerial features of the game are uncanny in 
their analogy to the actual tactics used in 
aerial warfare. 
The underlying principle of the game is the 

play in three dimensions with pieces repre 
senting the various instrumentalities of war 
fare, or other competitive operations between 
opposing organizations of individuals. En 
order to be susceptible to incorporation in a 
game of this nature, the instrumentalities 
employed by each of the opposing sides must 
bear such relationship to each other that 
they customarily cooperate in attack against 
one or more objective instrumentalities on 
the other sides. When individual instrumen 
talities or groups of them are adapted to oper 
ate in differenthorizontal planes as is the case 
in modern warfare, the application to the 
three dimensional game is most appropriate. 
For instance, in warfare, the instrumentalities 
of the ground forces, such as artillery, anti 
aircraft, tanks, etc., operate on one plane, 
whereas aircraft are capable of operating in 
a second, elevated plane. Naval surface craft 
may be considered to operate on the same 
plane as the ground forces. On the other 
hand, submarines are capable of operating in 
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a third, still lower plane. It should be ap 
parent that modern warfare lends itself ad 
mirably to the formulation of three dimen 
isional play in a game. In accordance with 
the broad idea, any suitable means may be 
provided for supporting the various classes of game pieces for play in a plurality of 
planes appropriate to the actual conditions 
of the form of competition which is being 
simulated. p 

The chess game disclosed herein, involves 
the use of conventional chessmen, which are 
movable upon a fixed base plane and aerial 
pieces movable upon an elevated plane and 
having the characteristic form of the various 
types of aircraft which are represented. It 
is considered to be within the scope of the 
basic idea to provide any suitable means for 
movement of the distinct classes of game 
pieces in more than two dimensions. Fur 
thermore, all of the game pieces may be 
formed so as to represent the various instru 
mentalities conventionally, or all may be in 
the form of actual models of these instrumen 
talities, if it is desired to make the game more 
realistic. It is believed that many considera 
tions will arise in practice which will make 
changes in the present, illustrative embodi 
ment advisable 
I claim: . 
1. In a game, a playing board comprising 

a plurality of supporting planes positioned 
one above anotherin spaced relation and bear. 
ing checkered designs composed of squares 
of distinguishable visual characteristics des 
ignating the paths of movement and stations 
for movable game pieces, the squares of like 
visual characteristics of each plane being di 
rectly in vertical registration with the corre 
sponding squares of each other plane. 

2. In a game, a playing board comprising 
a plurality of supporting planes positioned 
one above anotherin spaced relation and bear 
ing designs on their upper surfaces designat 
ing the paths of movement and stations of 
movable game pieces, one of the planes being 
pervious to light rays. 

8. In a game, a playing board comprisin 
a plurality of supporting planes positione 
one above anotherin spaced relation and bear 
ing designs on their upper surfaces designat 
ing the paths of movement and stations of 
movable game pieces, one of the planes hav 
ing transparent areas. 

4. In a game, a playing board comprising 
a plurality of supporting planes positioned 
one above anotherin spaced relation and bear 
ing designs on their upper surfaces designat 
ing the paths of movement and stations of 
movable game pieces, the uppermost plane 
being pervious to light rays. 

5. Agame apparatus comprising a playing 
board including a plurality of planes posi 
tioned one above another in spaced relation, 
each plane being marked with the usual chess 
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board design on its upper playing 
corresponding squares of the design on a 
planes being in vertical registration, and 
game pieces constructed to be moved on the 
playing surfaces of all planes. 

6. Agame apparatus comprising a playing 
board including a plurality of planes posi 
tioned one above another in spaced relation, 
each plane being marked with the usual chess 
board design on its upper playing surface, 
corresponding squares of the design on all 
planes being in vertical registration, and 
game pieces constructed to represent the va 
rious instrumentalities of competitive 3. 
tions on different actual geographic planes 
and adapted for movement on the playing sur 
faces of appropriate planes of the playing 
board. 

7. In a game apparatus, the combination 
with a standard chess board, of an identical 
playing board mounted above and in spaced 
relation to the chess board. w 

8. In a game apparatus, the combination 
with a standard chessboard and chessmen for 
playing movement thereon, of an identical 
playing board mounted above and in spaced 
relation to the chess board, and game pieces 
representing aircraft constructed for playing 
movement on the upper board to simulate 
aerial operations in cooperation with the sur 
face warfare simulated by the conventional 
chessRE on the chess board. 9. Achess game comprising a pair of chess 
boards, means connecting said boards and 
supporting same in relatively upper and low 
er parallel planes with an intervening space 
therebetween, two corresponding but differ 
ently colored sets of chessmen movable upon 
the lower board and respectively including a 
predetermined number of independently 
movable pieces and pawns, and a plurality of 
auxiliary aerial pieces movable upon the up 
per board and corresponding in number and 
in initial playing position to the pieces on the 
lower board, each aerial piece being colored to 
correspond with and having the same charac 
teristic move as the corresponding lower 
plece. 

10. A game apparatus comprising dupli 
cate game boards rigidly connected together 
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and arranged one above the other to provide 
relative upper and lower vertically spaced 
playing surfaces, the upper one of which is of 
such construction and design that the lower 
one is visible therethrough. 

11. A game apparatus comprising dupli 
cate chessboards connected together in verti 
cally spaced relation to provide upper and 
lower playing surfaces, the upper surface be-, 
ing composed of rods relatively spaced to en 
able the lower surface to be seen through the 
upper surface. 

12. A game apparatus comprising dupli 
cate chessboards connected together in verti 
cally spaced relation to provide upper and 
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lower playing surfaces, the upper surface be 
ing composed of an enclosing frame and a 
plurality of closely spaced rods extending be 
tween side members of the frame. 

13. A game apparatus comprising dupli 
cate chess boards connected together in verti cally spaced relation to provide upper and 
lower playing surfaces, the playing surface of 
the upper board being formed of wire mesh 
through which the lower surface is visible. In testimony whereof I affix my signature. 

WALTER REED WEAWER. 
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