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Description

[0001] The present invention refers to a structure for
a board game, allowing the development of highly attrac-
tive game, with the participation of two competing play-
ers.

[0002] The structure of the invention is designed for
the development of a game with simple rules, which can
be played by anyone, and which at the same time con-
stitutes a game allowing each player to apply develop-
mental techniques to achieve, on one hand, the highest
possible score, and on the other, to obstruct or create
barriers for the other player, to prevent the attainment of
points.

[0003] The game of the invention comprises a support
having an infinity of recesses dimensioned for housing
in each one of them a game piece, the game being based
on the placement by the player of the largest number of
game piece alignments, in a preset number, for example
four. A similar structure has been disclosed in GB 2 185
894 Al.

[0004] According to the present invention, the struc-
ture serving as a base for the development of the game
comprises a regular geometrically shaped body, with a
vertical axis of symmetry. This body is horizontally sub-
divided into independent levels, which can rotate about
ashaft coinciding with the vertical axis of symmetry, these
levels having equal recesses on the their side surface,
in each one of which recesses a game piece of the same
contour can be coupled.

[0005] The geometrically shaped body defining the
support for the development of the game can adopt, for
example, a pyramidal, frustoconical, cylindrical, prismat-
ic, shape, etc., and generally any geometric shape with
a vertical axis of symmetry.

[0006] Preferably all the levels will be of equal height,
and the recesses will be arranged in horizontal alignment
on the side surface thereof. The side surface of each
level will be of a height slightly exceeding the diameter
of the recesses, such that on each level there is a hori-
zontal alignment of recesses.

[0007] The body forming the support of the game can
be extended in the lower portion, under the lower level,
into a base or hollow pedestal which laterally opens to
the exterior through opposing surfaces, through which
two extractible drawers are coupled which are intended
for containing the game pieces.

[0008] As indicated, the game is based on achieving
the alignment of the preset number of game pieces, for
example four, the greatest amount of times possible, this
alignment being able to run horizontally, vertically or di-
agonally. Rather than this alignment, the game can con-
sist of creating a certain geometric drawing by means of
the game pieces. At the same time that each player tries
to achieve the greatest possible number of combinations,
he or she must try to prevent the opponent from being
able to achieve such alignments or drawings.

[0009] Inorderto be able to distinguish the game piec-
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es of either player, these game pieces will have two dif-
ferent colors, each player choosing one of these colors.
Furthermore, each game piece can include on one of its
sides an indication corresponding to the score obtained
by placing this game piece and completing an alignment
or the geometric drawing to be made therewith.

[0010] Each player will place the game pieces such
that he or she can achieve the alignment or geometric
drawing sought after. On the other hand, he or she must
try to arrange his or her game pieces such that they block
the other player from obtaining an alignment of consec-
utive game pieces.

[0011] The game can be played under different rules
and introducing different levels of difficulty, which can
further be increased by means of the rotational possibility
of each level, with regard to the adjacent rotations, once
certain conditions have been complied with, the rotational
possibility of each level furthermore being variable.
[0012] In order to more easily understand the consti-
tution of the structure of the invention, as well as the
possibilities of the development of play therewith, a more
detailed description of the structure will be made below
with the aid of the attached drawings, in which a non-
limiting embodiment is shown.

[0013] In the drawings:

Figure 1 shows a perspective view of a structure for
aboard game, constituted according to the invention.
Figure 2 shows a vertical sectional view of the struc-
ture of Figure 1.

Figure 3 shows a perspective view of the structure
of Figure 1, with the lower level rotated 90° with re-
gard to the lower base and the adjacent upper level.

[0014] The structure of the invention comprises a reg-
ular geometrically shaped support or body with a vertical
axis of symmetry which, in the example shown in the
drawings, adopts a regular quadrangular pyramidal
shape. This pyramidal body is horizontally subdivided
into levels indicated with reference numbers 1 to 6, all of
them being of the same height. As can be understood,
the number of levels can be different, and the height can
also vary among them.

[0015] Each one of these levels has recesses 7 on
their side surface, the number of these recesses on the
surfaces of each level varying, increasing from the upper
level 1, including only one recess, to the lower level 6,
including eleven recesses. The side surface of each level
will be of a sufficient height so that a horizontal alignment
of recesses 7 can be arranged on each side.

[0016] The body with the described constitution can
be assembled on a lower hollow base or pedestal 8, open
on two of its opposing sides, through which two drawers
9 can be coupled for placing the game pieces 10 and 11.
[0017] The game pieces 10 and 11 contained in the
two drawers, each one of them intended for a player, can
be of different colors. Furthermore, these came pieces
can include an indication or score for the development
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of the game on one of their sides or surfaces.

[0018] As can be seen in Figure 2, the different levels
1 to 6 are assembled on a shaft 12, with independent
rotation ability with regard thereto, this shaft 12 coinciding
with the axis of symmetry of the pyramid. To allow the
rotation, each one of the levels can include a bushing 13
and a washer 14, which will ensure the successive sup-
port of the different levels through these components,
such that the rotation of each level with regard to the
adjacent levels can be easily carried out.

[0019] The shaft12 can be anchored at one of its ends
tothe upperlevel or apex 1 and fixed to the base 8 through
a nut 15.

[0020] With this constitution, during the development
of the game, any of the levels, for example the level with
reference number 6 in Figure 3, can be rotated a certain
angle, for example 90°, with regard to the base 8 and/or
adjacent levels.

[0021] As has already been indicated, the described
structure allows the development of a game in which the
aim is to arrange a certain number of game pieces of
each player forming a certain composition, which further-
more can be an impediment, in a certain path, for the
formation of said composition by the opposing player.
[0022] By means of numbering of the different surfac-
es, the rotational possibility of the levels, etc., different
manners of development and degrees of difficulty in the
game can be introduced.

[0023] Althoughinthe described example the structure
is pyramidal shaped, the structure could adopt any other
geometric shape with a vertical axis of symmetry, for ex-
ample a conical, cylindrical, prismatic shape, etc., in all
cases the geometric body being horizontally divided into
levels, which bear the recesses 7 on their side surfaces
for the placement of the game pieces.

Claims

1. Astructure for a board game, comprising a body with
a pyramidal shape having a regular quadrangular
base and with a vertical axis of symmetry, which body
is horizontally subdivided into independent levels
(1-6), which are rotational about a shaft (12) coincid-
ing with the vertical axis of symmetry, each of said
levels having four side surfaces and having, in said
side surfaces, a plurality of equal recesses (7), in
each one ofwhich recesses agame piece of an equal
contour (10-11) can be coupled,
characterized in that
the upper level (1), which constitutes the vertex of
the pyramidal body, has one recess (7) in each of its
side surfaces;
and in that each one of said levels (1-6) has recess-
es (7) on their side surfaces, the number of said re-
cesses on the surfaces of each level varying, in-
creasing from the upper level (1), including only one
recess, to the lower level (6), including eleven re-

10

15

20

25

30

35

40

45

50

55

cesses.

2. A structure according to claim 1, characterized in
that the levels (1-6) are of an equal height.

3. A structure according to claim 1, characterized in
that said body extends in the lower portion into a
hollow base or pedestal (8), which laterally opens to
the exterior through two opposite surfaces, through
which two extractible drawers (9) containing the
game pieces (10-11) can be coupled.

4. Astructure according to any of the preceding claims,

characterized in that each level includes a bushing
(13) mounted around the shaft (12), and in that the
structure includes washers (14) between the bush-
ings (13) to facilitate the rotation of one level with
regard to the adjacent levels.

Patentanspriiche

1. Struktur fur ein Brettspiel, die einen Korper mit einer
Pyramidenform, welche eine regelméRige vierecki-
ge Basis hat, und mit einer vertikalen Symmetrie-
achse umfasst, wobei der Kdrper horizontal in un-
abhangige Ebenen (1-6) unterteilt ist, die um einen,
mit der vertikalen Symmetrieachse zusammenfal-
lenden Schaft (12) drehbar sind, wobei die genann-
ten Ebenen jeweils vier Seitenflachen haben und in
diesen genannten Seitenflachen eine Mehrheit von
gleichen Aussparungen (7) hat, wobei an diese Aus-
sparungen jeweils ein Spielstein gleichen Umrisses
(10-11) gekoppelt werden kann,
dadurch gekennzeichnet, dass
die obere Ebene (1), die die Spitze des pyramiden-
férmigen Korpers bildet, in jeder ihrer Seitenflachen
eine Aussparung (7) hat;
und dass jede der genannten Ebenen (1-6) Ausspa-
rungen (7) in ihren Seitenflachen hat, wobei die An-
zahl der genannten Aussparungen in den Oberfla-
chen jeder Ebene verschieden ist und von der ober-
sten Ebene (1) mit nur einer Aussparung zur unter-
sten Ebene (6) mit elf Aussparungen zunimmt.

2. Struktur nach Anspruch 1, dadurch gekennzeich-

net, dass die Ebenen (1-6) von gleicher Hohe sind.

3. Struktur nach Anspruch 1, dadurch gekennzeich-

net, dass sich der genannte Kérper im unteren Teil
in einen hohlen Ful3 oder Sockel (8) erstreckt, der
sich seitlich durch zwei gegeniiberliegende Oberfla-
chen nach auRen 6ffnet, durch die zwei ausziehbare,
die Spielsteine (10-11) enthaltenden Schubfacher
(9) gekoppelt werden kénnen.

4. Struktur nach einem dervorangehenden Anspriiche,

dadurch gekennzeichnet, dass jede Ebene eine
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um den Schaft (12) montierte Buchse (13) umfasst
und dass die Struktur Scheiben (14) zwischen den
Buchsen (13) umfasst, um die Drehung einer Ebene
gegenliber den benachbarten Ebenen zu erleich-
tern. 5

Revendications

1. Structure de jeu pour un jeu de plateau, comprenant 10
un corps de forme pyramidale ayant une base qua-
drangulaire réguliére et un axe de symétrie vertical,
lequel corps est subdivisé horizontalement en ni-
veaux indépendants (1-6) qui sont rotatifs autour
d’'unarbre (12) coincidantavec I'axe de symétriever- 15
tical, chacun des dits niveaux ayant quatre surfaces
de cotés et ayant, sur lesdites surfaces, une pluralité
de renfoncements identiques (7), dans chacun des-
quels renfoncements une piece de jeu de contour
identique (10, 11) peut étre adaptée, 20
caractérisée en ce que le niveau supérieur (1), qui
constitue le sommet du corps pyramidal, a un loge-
ment (7) sur chacune de ses surfaces de coté,
et en ce que chacun desdits niveaux (1 a 6) a des
renfoncements (7) sur ses surfaces de c6té, lenom- 25
bre desdits renfoncements sur les surfaces de cha-
cun des niveaux variants, augmentant depuis le ni-
veau supérieur (1) ne contient qu'un logement au
niveau le plus bas (6) qui comprend onze renfonce-
ments. 30

2. Structure de jeu selon la revendication 1, caracté-
risée en ce que les niveaux (1-6) sont d’égale hau-
teur.

35

3. Structure de jeu selon la revendication 1, caracté-
risée en ce que ledit corps s’étend dans sa partie
inférieure dans une base creuse (8), qui s'ouvre la-
téralement vers I'extérieur vers deux surfaces oppo-
sées, a travers lesquelles deux tiroirs (9) pouvant 40
étre retirées, contenant les pieces de jeu (10, 11),
qui peuvent étre disposées.

4. Structure de jeu selon I'une quelconque des reven-
dications précédentes, caractériséeenceque cha- 45
que niveau comprend une douille (13) montée autour
de l'arbre (12), eten ce que la structure de jeu com-
prend des rondelles (14) entre les douilles (13) pour
faciliter la rotation d’'un niveau par rapport aux ni-
veaux adjacents. 50

55
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