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[57] ABSTRACT

A racing game includes a playing board with endless
paths having successive stations along which corre-
sponding tokens are moved as indicated by dice. The
paths are irreguiar and intersect at certain areas of the
board to form terminal junction points which permit
one player’s tokens to bump, block or pass another
depending upon the dice and other factors. Passing
symbols, racing odds, starting lines and other instruc-
tions are included with individual programs that can
be distributed to each player and correlated with the
game board. Each player can use play money and bet-
ting slips to participate in a variety of games that are
instructive as to the varying probabilities found in ac-
tual dog or horse racing.

7 Claims, 12 Drawing Figures .
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RACING BOARD GAME APPARATUS

FIGS. 1A and 1B are collectively a plan view of the
game board;

FIG. 2 is a plan view of the entry cards;

FIG. 3 is a side elevation of the chance means;
namely dice;

FIGS. 4, 5,6, 7, 8 and 9 are views of situations of the
tokens being moved on the game board of FIGS. 1A
and 1B;

FIG. 10 shows a specimen program; and

FIG. 11 shows a betting slip.

The game playing board 1 has a box line 2 at the be-
ginning of the combined front stretch and stretch sec-
tion 3 which leads into the first turn 4. The first turn 4
has a shaded area 5 the significance of which is ex-
plained below. A plurality of paths 6 with successive
stations 9, some of which have symbols 8, are arranged
parallel to one another in the front stretch section 3.

When the paths 6 enter the first turn 4, they become
irregular and zigzag to cross and/or intersect one an-
other at terminal junction points 10. Thereafter the
paths 6, in rearranged order, enter the back stretch sec-
tion 7 and again are straight and parallel one another.
In the back stretch section 7, a series of gain lines 11
are interconnected at right angles to the paths 6.

Thereafter, the paths 6 enter the far turn area 13 and
approach the stretch section 3. In the far turn 13, the
paths again are irregular and scrambled, intersecting
and/or crossing one another before entering the stretch
section 3. Additional gain lines 12 are included in the
far turn 13 which are explained below. The combined
front stretch and stretch section 3 is separated from the
far turn by stretch line 15 and box line 2; finish line 17
separates first turn 4 from the stretch section 3. The
back stretch section 7 is separated from first turn 4 by
the back stretch line 19 and from far turn 13 by far turn
line 21. A series of radial lines 20 cross the paths 6 all
around the ‘board 1 and where the lines 20 cross the
paths, stations 9 are formed as well as terminal junction
points 10 where two or more stations 9 are located ad-
jacent one another. Also, gain lines 11 are superim-
posed on radial lines 20 in section 7 and far turn section
13.

Included with the board 1 are chance means such as
dice 23 with numerical indicia which can be thrown
and placed around the margin of the board 1 for conve-
nience. Alternatively, spinners or other chance means
can be used. The number of dice 23 corresponds to the
number of player’s indicia 25 which total up to the
number of paths 6 on board 1. Each player should have
a die or dice 23 which conveniently can be of the same
color as his indicia 25. Sections 26 are located at one
side of board 1 for retaining the die or dice of those
players penalized 1, 2 or 3 lost turns.

At one corner of board 1 is play money 27 which can
be distributed to the players before the game com-
mences. Each indicia 25 can be in the shape of a dog
token as shown, or a horse, etc., with a depending pro-
trusion that fits into stations 9, the latter being holes at
the intersections of paths 6 and radial lines 20. Also in-
cluded are betting slips 29 and programs 30 are fur-
nished each player so that he can handicap each race.
Also, an entry card 31 is furnished each player which
can bear the same color as the player’s corresponding
indicia 25 and path 6.
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DESCRIPTION OF PLAY

Each player is dealt or chooses an entry card 31
which corresponds in name, number and/or color to an
indicia or dog token 25 and one of the eight paths 6
that encircle board 1. There can be as many players as
there are tracks and tokens, but only two need play in

the particular game now described. Each die 23 corre-

sponds in color or other convenient marking to its re-
spective token 25 and path 6. The dice can be marked
with indicia 3 to 8 instead of the conventional 1 to 6
numbers so that the speed of the game is increased.

Each player has a program 30 such as that shown in
FIG. 10 and a betting slip 29 like that of FIG. 11. There
are normally alternative programs to vary each race,
but considering the FIG. 10 program and the first race,
each player handicaps his dog token 25 and fills out a
betting slip 29 and using play money 27 places bets
with one of the other players designated a bank for that
race.

It will be noted that the first dog “Red Rose” at the
top of the program 39 is listed as the *‘key” dog at odds
5 — 2 and has a starting line or station at 9 which means
that token 25 of the first player is initially placed nine
lines of radial lines 20 ahead of box line 2. The other
tokens 25 are placed in their positions indicated by the
program before starting. The pass lines indicated for
the front stretch and stretch correspond to the symbols
8 so that a token passing or landing on stations marked
with the corresponding symbol 8 can omit counting
that station when moving.

All of the dogs collectively are referred to as a
“pack,” but if horses are used they are called a “field.”
The pack or field is moved with the last token being
moved first and the other tokens then moved in se-
quence, next to last token and so on.

In the initial roll, the No. 4 “Lucky Strike Green”
token on station 0 is moved first along its line beginning
at the box line. Next, No. 6, “Texas Yellow Rose” on
station 1 is moved from its starting station; i.e., the sta-
tion corresponding to the intersection of radial line 1
with the path 6. In the stretch, however, the key se-
quence of movements applies and No. 1 token Red
Rose is moved first. After the key token is moved, then
the next numerical token also in the stretch is moved,
and so on. Accordingly, if tokens Nos. 8 and 3 were on
the same radial line 20 at the same station 8, then No.
3 would move first, considering key token No. 1 and
the numbers following in sequence. If a station has a
symbol corresponding to that set forth in the program,
that station is passed without counting same in the
stretch. Thus, until the stretch is reached, the tokens
are moved last, next-to-last, etc. If there is a tie be-
tween two tokens, then the key sequence applies.

When the dog tokens reach the first turn 4, the vari-
ous paths 6 intersect and/or cross one another, and the
tokens can be bumped, blocked and overtaken. As seen
in FIG. 4, No. 1 token is blocked by §, at junction point
10 so that No. 1 loses one turn and its die is placed out
of circulation at the appropriate section 26 at the top
of board 1. In FIG. 5, No. 2 is blocked by No. 1, which
is blocked by No. § so that No. 1 loses one turn and No.
2 loses two turns. In FIG. 6, Nos. 1 and 2 are both
blocked by No. 5, so that Nos. 1 and 2 each lose 1 turn.

FIG. 7 shows a situation where the respective paths
6 intersect at a junction point 10 and Nos. 1 and 5 to-
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kens “bump” at the junction point, each losing one
turn. If this occurs in shaded area 5 of the first turn,
each token loses two turns. In FIG. 8, tokens 1, 5 and
2 all land at the same station 9, which is a junction
point 10, and each loses one turn. Again, if this situa-
tion occurs in area 5, then all tokens lose two turns. In
FIG. 9, Nos. 1 and 5 bump and each loses a turn, but
No. 2 is blocked by both of the other tokens and loses
two turns.

Thus, a token is blocked when its completed move
along its respective path 6 is one station short of a ter-
minal point 10 occupied by one or more other tokens
25. A block is removed when the blocking token is
moved forwardly in its turn. Tokens are bumped when
their completed moves land them on a terminal junc-
tion point 10 which is occupied by one or more tokens,
which tokens have also completed their moves. Each
path 6 has a corresponding station 9 at each intersec-
tion with lines 20 and *‘terminal point junctions” 10 are
formed where the paths 6 cross or pass adjacent one
another and with radial lines 20. If either blocking or
bumping occurs in shaded area 5, then the token
blocked or bumped loses two turns. Also, a double
block or bump or combination thereof results in forfeit-
ing two turns and if these situations occur in the shaded
area 5, then one additional turn is lost.

All token 25 are moved through occupied terminal
points 10 unless they land on the same point 10. One
token can overtake another token when the latter oc-
cupies a terminal point and the former lands on that
terminal point, provided that the token on said point
has not been moved its turn in the pack movement.
When overtaking occurs, the moving token moves ac-
cording to the die for that token being overtaken and
the latter forfeits its move.

After the tokens 25 have left the first turn 4, they
cross back stretch line 19 and enter the back stretch
section 7, where the paths 6 are again parallel to one
another. In section 7, each path 6 has four gain lines 11
and if a token 25 lands on a station 10 intersected by
a gain line, that token is advanced one or more stations,
depending on its relative position. If the token is run-
ning first, the advance can be, say, one station forward,
if running second, two stations forward, and so on. The
tokens 25 are then moved across far turn line 21 to the
far turn 13.

In the far turn area 13, each path 6 is intersected by
two final gain lines with the rules for bumped, blocked,
and overtaken the same as those which apply to the
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4

first turn, and the tokens are then moved across stretch
line 15 to the stretch section 3 where the paths 6 again
parallel one another and symbols 8 are again associated
with the stations 9 on the paths. The first token to reach
or pass finish line 17 is the winner and the next two to-
kens place and show respectively.

What is claimed is:

1. A racing game comprising a playing board having
an upper surface with a plurality of substantially non-
coinciding paths thereon, said paths being rendered
distinctive by bearing different indicia, a plurality of
distinctive playing pieces, one of said playing pieces
corresponding to each said path, each said path includ-
ing a like number of successive stations for receiving
corresponding playing pieces, each said distinctive path
extending from start to finish on said playing board,
and chance means for indicating the movements of
each playing piece along its respective path and sta-
tions thereof, said board being divided in sections and
said paths being parallel to one another for a plurality
of stations in each said path in at least one of said sec-
tions and crossing one another and meeting and diverg-
ing at random for a plurality of stations in a second of
said sections to form junction points, whereby one of
said playing pieces can impede or enhance the move-
ments of other playing pieces at said junction points.

2. The game of claim 1 wherein said sections include
stretch sections and turns, the paths being parallel to
one another in the stretch sections and irregular in said
turns.

3. The game of claim 2 wherein one of said turns has
a marked area to signify varying possible movements
within that area.

4. The game of claim 2 wherein said board has alter-
nate stretch sections and turns, said paths being endless
paths that vary in order with respect to one another in
each section and in each turn.

5, The game of claim 4, wherein one of the stretch
sections has stations with differing symbols that indi-
cate varying possible moves of said pieces.

6. The game of claim 1, wherein said chance means
include a die for each player that recognizably corre-
sponds to a different one of said paths and the corre-
sponding playing piece.

7. The game of claim 1 wherein a series of radial lines
are arranged to intersect each path at spaced intervals

to mark the stations for said playing pieces.
* * ES * *



