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2 Claims. 

This invention relates to games generally and 
more Specifically to games played on a board With 
movable pieces of a definite character. With 
many games the complex character of the rules 
and the Wagueness and remoteness of the object 
are obstacles precluding the ready acceptance of 
the game by new players. The costliness and 
Complexity of the actual physical equipment it 
Self is a serious detriment in many of the games 
known to the art today. Further, much of the 
game Spirit is lost when the mind must be loaded 
down with involved and complex rules and a great 
variety of game implements. 
The object of my invention is to provide a 

game which is governed by a few simple rules and 
has an obvious and simple object to guide the 
play. A further object is the provision of a game 
having simple and inexpensive equipment. A 
further object is the provision of a game which 
Will allow full expression of the game spirit un 
trammeled by involved and complex rules and by 
a confusing Variety of equipment. Thus the main 
object of my invention is to provide a simple and 
inexpensive means for expressing the game spirit 
and the spirit of play without harassing a mind 
already fatigued by Work. 
In order that the principle of the invention may 

be readily understood, I have disclosed a pre 
ferred embodiment thereof in the accompanying 
drawings. 

Fig. I is a plan view of the board showing the 
positioning of obstacle areas and the starting 
points. 

Fig. II is a plan view of the nine different types 
of playing pieces which each player has in his set 
Of eighteen pieces. 

Fig. III is a plan view of the playing pieces ar 
ranged on the board showing a partially played 
game between two players. 

Fig. IV is a plan view of same showing the 
termination of a game with one player unable to 
move and before the winner has taken his scoring 
OWeS. 
Fig. W is a plan view of same showing the posi 

tion of pieces after fourteen Scoring moves have 
been taken by One who has blocked his opponent. 

Fig. WI is a partial perspective view of a play 
ing piece in place on a board with recessed 
SquareS. 

Fig. VII is a partial perspective view of a play 
ing piece formed with shoulders on its bottom 
edges to fit into receSSed Squares On the board. 
In the following detailed description of the 

embodiment shown in the above drawings, I shall 
employ specific terms, but it is to be understood 

(C. 273-131) 
that numerous changes may be made both in the 
board and the markings thereof and in the pieces, 
Within the Scope of the invention. 
The board may be formed of any suitable ma 

terial, and may be of the folding type used com 
monly for checkers and chess. The board f is 
Square and is marked With a relatively large 
number of areas 2, which for convenience I shall 
refer to as Squares, although it is to be under 
stood that the term 'Squares' is one of broad de 
scription and includes any suitable area, whether 
they be square or of other desired form or size. 
In the disclosed construction of a board , I have 
represented a number of squares 2. The total 
number of squares in the present embodiment of 
my invention is 441. In the center of the board 
an obstacle area, or barrier 3 is formed in the 

shape of a cross by coloring three Squares 2 in a 
Wertical direction and in a horizontal direction 
in a Way that they stand out from the other 
Squares 2. It Will be noted that the size of the 
board is such that the obstacle area 3 is nine 
Squares from the edge of the board on all sides. 
It has been found that this amount of playing area, 
is most satisfactory, but, of course, a less playing 
area might be used if desired. 
In the middle of each side of the board , the 

Center Square is Selected as the starting point or 
Square 5 and marked 'Start'. In order that this 
Square 5 may be in the center, the board should 
have an odd number of Squares to a side. 
Four other obstacle areas or barriers 7 are also 

provided in the corner portions of the board as 
shown in the drawings. These areas 7 are in the 
shape of right angles resembling the carpenter's 
Square and are positioned SO that nine Squares of 
playing area separates the areas 7 from each 
other. This separation space may be varied at 
will, of course, but the above proportion has been 
found most Satisfactory in practice. 
The matter of the size of the Squares 2 and the 

board f is to a considerable extent a matter of 
choice. Squares 2 measuring a half-inch on a 
side make a good size of board for traveling. For 
general purposes, however, it is recommended that 
the squares 2 be made three-quarters of an inch 
On a Side. Some advantage is found in recessing 
each Square to receive the playing pieces when the 
game is to be used in the open or in traveling, see 
Figs. VI and VII. 
The playing pieces are of nine different types, 

each player having tWO of each type, See Fig. II. 
They may be made from wood and faced with 
Celluloid carrying the distinctive marking of each 
pleCe. 
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2 
used as is well known in the art for making this 
kind of playing block. The pieces should be of 
substantially the same size as the Squares 2 of the 
board f. 

If the squares 2 are recessed the ridges between 
squares should be narrow and the pieces should fit 
easily into the recessed areas, see Fig. WI. It is 
important that the pieces fit close together When 
in place on the board in order that the mark 
ings on the pieces will be in Substantial continua 
tion over a number of pieces. In order to further 
this end, I suggest that corresponding shoulders 9 
be formed on the bottom edges of the pieces as 
shown in Fig. WII. This will allow the bottom 
part of the piece to fit into the recessed area, in 
the board while the top part bearing the identify. 
ing marks will be in close proximity to adjacent 
pieces. 

Each player has a complete set of eighteen 
blocks of nine functionally different types which 
he places on the board individually as the play 
progresses, starting with the square 5 marked 
“Start'. Each piece has an orienting mark () 
placed on one edge of the piece to designate 
which edge must be kept toward the player in 
playing. It is to be noted that an Orienting mark 
fo is not functionally necessary on the cross 
piece but may be put on for the sake of uni 
formity. This mark is in the form of two 
dots spaced horizontally as shown in the draw 
ings, but any other designation could be adopted. 
These dots must be toward the player who plays 
the piece. 
Each piece bears on its face a directional line 

of different shape and direction with reference 
to the orienting mark. The horizontal piece 
has a directional line 2 running acroSS the piece 
halfway between the edge which has the Orient 
ing mark and the opposite edge. The vertical 
piece 3 has a direction line 4 centrally placed 
and vertical with reference to the edge of the 
piece having the orienting mark ). The croSS 
piece f 5 has central direction lines 6 and run 
ning from the middle of each edge of the piece 
to the middle of the opposite edge. The -piece 
8 has a center line 9 running horizontally With 

reference to the edge bearing the Orienting mark 
f0, and a line 20 running down from the center 
of the first mentioned line to the middle of the 
edge bearing the Orienting mark it. The in 
verted T-piece 2 f is the same as the T-piece f8 
except that the T-shape is inverted with refer 
ence to said orienting mark O. The remaining 
four pieces 23, 24, 25 and 26 are colner pieces 
which are all different. Each corner is formed 
by two lines 27 and 28 running from the center 
of the piece to two intersecting edges making a 
right angle. It is obvious that these directional 
lines control the positioning of the pieces in a 
series relation on the board allowing a limited 
choice in the player. I have now described the 
game implements and I Will next describe the 
rules of the play and then describe the playing 
Of the game. 
The playing of the game is governed by the 

following simple rules. 
The game may be played by tWO, three, or four 

players, each of whom Will use a set of blocks 
of a different color. Each set of blocks com 
prises eighteen pieces of nine functionally dif 
ferent types. The objective of each player is to 
skillfully place his blocks on the playing board 
so as to force his opponents into a position from 
which it is impossible to move. 

Beginning with the square marked "Start' the 

2,162,876 
players alternately place one block at a time on 
the board. The design on each block played 
must be a continuation of that on the block pre 
viously played, and the double dots must be on 
the side of the block toward the player. No 
block may be placed on a Square Occupied by 
another block, or on any of the five obstacle areas 
or barriers. 

After a player has placed six blocks on the 
board, he may reserve his unused blocks by us 
ing those on the board, moving the end block to 
the front of the line. This may be done as often 
as the player wishes. When a player is elimi 
nated from the game, his blocks remain on the 
board as an additional obstacle area and hazard 
to the remaining players. 

After the first player is eliminated from the 
game, a score of 1 point is allowed each player 
remaining in the game for every additional move 
he can make. For example: A, B, C, and D are 
four players. A is eliminated. B, C, and D Con 
tinue the game. B is able to make 2 more moves 
after A is stopped, C-5 more than A, and D-8 
more than A. Their respective Scores Would be 
A-0, B-2, C-5, and D-8. 
The game may be played by each perSon play 

ing for himself or with a partner. It is obvious 
that the above rules may be varied considerably 
without departing from the spirit of the inven 
tion. For example, the following modification is 
suggested for two players only. 
When there are only two players the above 

rules may be modified if desired as follows: 
Play completely around the cross in the center 

of the board and back to the original Starting 
point, so that a line, on the final block played, 
ends at the edge of the board. During the game, 
a player may be temporarily checked by his op 
ponent's blocks being in his path, but he may 
play again. When the Opponent Wishes to move 
them out of the Way. The player first to finish 
scores 2 points for each additional move made 
by the opponent. In addition, each player re 
ceives a score of 1 point for every block he has 
not used. If one player is unable to return to 
the starting point, a score of 10 pointS is allowed 
the player able to finish. In this case, the num 
ber of moves does not count. In event that both 
playerS fail to return, the game is declared a 
draw and no score is allowed. 
The objective of each player is simply to bar 

another player so that he cannot move. The 
Score depends upon how many moves can be 
made by the one Who Successfully bars another. 
In playing the game the skill of governing the 
directional progress of a series of pieces deter 
mines the winner. The players start by putting 
a piece on the starting Square and then place 
the pieces down in turn in a way which will 
eventually bar the opponent or opponents and 
yet leave the way clear for further moves by the 
one doing the barring. In Fig. III a game be 
tween two players is shown in progress. In Fig. 
IV one player has barred the other and has roon). 
for further moves to determine his score. In 
Fig. W the result of these scoring moves is shown. 
The Winner was able to move fourteen times 
after barring his opponent and hence his score 
Was fourteen. 
Thus my invention provides a game which is 

direct in its objective and simple in the rules 
governing its play. The structural Simplicity 
and iOW COSt of manufacture are apparent. The 
simplicity of the play in no way detracts from the 
part that skill can play in the game. 
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Having thus described one illustrative embodi 

ment of the invention, it is to be understood that 
although specific terms are employed, they are 
used in a generic and descriptive sense and not 
for purposes of limitation, the scope of the inven 
tion being set forth in the following claims. 
Having thus described my invention, I claim: 
1. A game comprising a board having squares, 

starting points and obstacle areas marked there 
on, in combination. With a plurality of sets of 
functionally designated playing pieces supported 
on said board, some of said playing pieces being 
designated as functionally different by lines. Of 
different configurations, said pieces being adapted 
for play on said board in a series relation with 
other pieces and with relation to Said Squares, 
Starting points and obstacle areas, said functional 
designations of individual pieces in series form 
ing a continuous playing line, each Said. Set of 
playing pieces comprising the following function 
ally different types: a horizontal piece, a vertical 
piece, a T-piece, an inverted T-piece, a cross 

3 
piece, and four corner pieces, each said piece 
bearing functional directing lines extending over 
the face thereof and orienting marks. 

2. A game comprising a board having Squares 
marked thereon, certain of said squares being in 
dicated as starting points, others being indicated 
as obstacle areas and the remainder as playing 
Squares, said obstacle areas being disposed cen 
trally and in each corner of said board, in combi 
nation with a plurality of sets of freely movable 
playing pieces supported on said board, each of 
said playing pieces being designated as function 
ally different by lines of different configurations 
and bearing Orienting marks to designate that 
edge of the piece which is nearest the player 
playing the piece, said pieces being adapted for 
play on said board in a series relation with other 
pieces and with relation to said squares, said func 
tional designations of individual pieces in Series 
forming a continuous playing line. 
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